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the world of the
cerilian wizard

evilia is a land touched by magic—

from the air breathed hy peasants and

regenty o cach grain of sand ot led
I;l} crashing waves, The continent [rOBRESREs
great expanses of terrilory where enchantment
lies soft as a childs whisper; deep canyons
wheve arcane encrgy thunders strong and
vihrant through the carth.

Muost of Cerilia’s people look upen these
energics with awe and respect—mixed with
fear, superstition, und confusion. A few indi-
viduals, hewever, understand the continent's
mystical forces, their intricacics and nuanzes,
their place in nature. And tewer still can cam-
mand these forces-—channel them into dash-
ing bursts of encrgy that fill the night sky,
farm them into crackling bolts of |1gh|.n1nu
that fell monsters, fashion them into invisible
barriers that keep [oes at bav.

These wielders of magic are Cerilia's wizards:
adventurers, advisers, and kings. They are
rulers whose spells have the power to affect
the destinies of thousands: they are gimple
magiciang whu cast illusions to 1:|E11ghr crowels,
They'are humans, half-elves, and elves who
use 1'I.'Lilg-l."..']'.':t’:|. ta shape their world,

how 1o
use this book

W Ee Book of Magecraft is designed for
plavers of wizard characters in the
BrrruricH1” compalgn setting, These

pages describe the secrels ol sources and ley
lines, strategics for building and maintaining a
magical domain. spells and magical items spe-
citic to the continent of Cerilia, artifacts of
Dieismaar, and new realm spells and battle spells
to help plaver characters (PCs) conguer the
world. This book also explaing how the status
and philozophies of wizards vary from race to
race, detailz the unigue magician character
class. describes pearamythicsl creatures rumoved
tu grant hoons to wicards who find thom, and
discusses the study of magic in Cerilia.

In short, this book olfers a wealth of infor-
mation ta help plavers understand the mysterica
of Cerilian magecraft and develop powerful

chutraciers who wield both magic and infhience.

These papes also provide players and
Dungeon Masters {D%s) with advice for adapt-
ing magic-related materdal fom other products
to the BIRTHRIGHT setting. 1o help make those
spotis. itoms; and concepts true (o the unigue
miagic sl atmosphere of Cerilia, And this book
sumrarizes some essential magic information
from the BirrHmicsHT boxed set, providing playvers
andd DMs with a single; compeehensive source of
inleomation about Cerilian magic.

-H": 'rﬁl 11‘1"'l'

introduction

Although the information presented here can
be adapted to any campaign warld, plavers or
their M= should have the Birraricint boxed
sel to et the most oot of The HBook of Mageeralt,
Thev should also have the AD&D® game core
rules: the Dusaros Mastes® Guide (abbrevi-
ated DM theonghout this book) and Players
Handbook {abbreviated PHR), Keep in mind
that the information presented here is aptional—
individual s may decide at their discretion
whether to introduce any of this material into
their own campaisns

abbreviations
and notations

Theeugheout this book, references are made to
pravinge levels and magical holdings {sources).
For a full discussion of provineey and hold-
ings, vefer to the BuemimucuT Rulebook.
However, 3 quick review of notations
associated with holdings i -in order.
The relative strength of holdings is
denoted by levels: the higher the level,
the stronger the holding. Holding levels
are noted in parentheses: a source (3),
for example, Province levels and magic
potential are also noted in parentheses
tollowing the province name, Thus the
notation "Abbatuor (34" indicates that
Abbatuor’s province level (the maximum
level loc a law, guild, or temple holding) is
3, while ity magic potential {the maxi-
mim possible level for a source) i 4, o
Mote that because this hook s
desipned for plavers as well as
E¥Ms, most NPC alignments
have not been given. The DM
i free (o assign alisnments
at his disceetion,
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fundamentals
of cerilian matgic

pellcasters are rare in Cerilia. Though
the land teems with magical energy

called mebhaighl (meh-VALE}, few know
how to access it. And fewer still understand
how to cantrol it

There are three types of magic in Cerilia—
lesser magic, true magic, and realm magic,
Each has different uses and is important in its
own right, They differ in the amount of knowl-
edge about and control over mebhaighl that
their practitioners must exercise,

Lesser magic is the most casily mastered of
the three, Magical energy encompasses Cerilia
so thoreughly that even unblooded individuals
can access a little of it if they possess sufficient
intelligence and devote some time to the study
of thee arcane aris, Lesser magic comprises the
schoals of illusion and divination; its students
are considered specialists in both these schools,
Masters of lesser magic can also ¢ast 1st- and
2nd:leve| spells from all other schools of magic.

Spellcasters capable ol wielding only lesser
magie are known as magicians of seers, They
wse-their Hlusionary abilitics to delight, decemre,
and delude: their divination spells to learn, con-
fitmy, discaver, and predict, Though unable 1o
0 command true magic, magicians can become
" very powerful in their own right through
advancement in these two schoals.

_ Although any character capable of wielding
g VTHE magic can also command lesser magic,
~only humans can become magicians, Further,

. % humans need not be blooded to do so, Far
muore infarmation about this wnique character
wﬁﬁ&?fh: "Magicians and Seers” chapter of

e magic requires great knowledge of the
g continent’s mystical forces—so
amuch, in Tact, that fewer
=% than 150spell-
caslers in all
Cerilia can

- wield true
. magie,
. Further,
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wizard must have a
bit of arcane energy
beating in his
heart—in the form
of elven ancestry or
a Deismaar blood-
fine. Only elves,
half-clves, and
blooded humans
can cominand
trug magic.
Unfortunately,
muny awnsheghlien
whex were once
members of these races have retained their spell-
casting abilities in their new, corrupred formes,

Truie magic comprises the schools of wizardry
that are bevond the grasp of mere magicians
{abjuration, alteration, conjuration/summoning,
enchantment/charm, invocation/evocation, and
necromancy}. Its command requires a deeper
understanding of mebhaighl than that which
magicians can attain. While practitioners of
lesser magic simply know about the existence of
mebhaighl and have found a few ways to manip-
ulate it, true wizards actually comprehend its
nature. Those capable of wielding true magic
must study diligently and seek instruction from
sccomplished truae wizards to become mastors
of high sorcery.

Wizards of true magic can cast spells from
the schools of illusion and divination but can-
not specialize in them. They may, however,
specialize in any other school. or élect to
become generalists.

Realm magic demands not only an under-
stancling of mebhaighl bur a symbiotic connec-
tion with the land it permeates. As such, realm
magic iz the most potent of all sorcery and can
be commanded by only regent wizards who
contiol one or more magical holdings, These
rare spelleasters summon the magical energy
of the land, air, and sea, channel it through
themselves. and release it back into the world
in the form of awe-inspiring spells that can
raze castles, summon undead legions, and
close ofl lands 1o outsiders,

Realm magic is so complex that it requires
one month Lo cast and demands intense concen-
tration and effort. Refer to the "Sources,” "Ley
Lines." and "Realm Spells” chapters of this book

"iL*"In.ﬁ-'; o - for further discussicns ol realm magc.
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It is zaid dmony Cerilians that wizards differ by
the schools of magic they study, the goals they set
for themselves, and the company they keep, But
ahove all, wizards define themselves by where
they come from-—who they are and what land
they call home.

Elves, the first to have embraced magic,
remember a time when they alone understood the
secrets of mebhaighl,

Half-elves, torn between worlds, often study
magic with their elf brethren bur expand their
studies to include baman mn,!gh. as well,

Anuirean wizards, Hving in a reglon ravaged
by civil war, sometimes believe they owe a debe to
the land.

Breécht mages, rare among thelr people, treat
their understanding of magic as an asset to be
exploited and comtrolled for their benefit,

Ehinasi sorcerers, revered and admired by
their fellow ciiizens, practice magic openly in
their city-states.

Rjurik spelleasters, disirusted by their kinfoll,
sometines envy the respect and acceptance
enjoved by druids.

Vos magic-wielders, mysterious (o their omn
people and considered barbaric by others, are
feared by all,

Surpassing their many differences, bowever,
Cerilins wizards all share a common bond: They
titirst for knowledge of the arcane, and they
embrace sorcery with their bearts and minds.

@ ol all

§ ach race in Cerilia has its own attitudes
E toward and philosophies of magic, Cul-
tures vary widely in their acceptance of
spellcasters, their beliefs and assumptions
about magic and those wha practice it, and
their opinions ehout different schools of
magic. Values, tradition, and experience all
contribute to a colture's magic ideology.

This chapter explains each spellcasting
race's cultural attitude toward magic, from
how the common folk view wizards to how the
wizards view their crall, Each section also
describes cultural biases regarding the various
schools of magic, Specialist wizards of the
race usually practice in the "favored” schoals;
generalists select the majority of their spells
[rom these same schools. “Unlikely” schools
are those not tavored by the race, though a
fiw of the mare usaful 'I[‘.li’l“a- of these schools
can be tound in higher-level wizards' spell-
books, Beginning wizards seldom know many
spells from their races’ unlikely schools, and
specialist wizards of these schools are rare

the faces
of magic

indeed, Wizards practicing the magic of

"shunned” schools are afien themselves
shunned by other spellcasters and ostracized
by their people; many times they are looked
upon as aberrations or evildoers, This does
not mean PCs and NPCs who use spells from
these schools do not exist—il just means they
are rare and genetally considered suspicious.

elves

y early us old as the continent itself,
Nﬂﬂri‘ﬁ.u'!ﬂ elves live in perfect harmony

with nature, These immortal beings,
who call themselves the Sidhelien (SHEE-lin),
understand better than any other race the
mysteries of mebhaighl,

The elven creation story teaches that the
Sidhelien were formed from the union of
Cerilia's four clements: earth, air, fire, and
water, Children of nature. they embrace all that
is ol the natural world—including magic. The
elves learned carly how to harness mebhaighl
and use it as one of the land's energy resources.
Mapic 15 as tamiliar and nonthreatening to them
as windmills and waterwheels are to humans.

Although all Sidhelicn have within themselves
the potential to wield true magic, only a few
experience a "calling” to become wizards, Still
tewer possess the loodlines that allow them o
cast realm magic. 50 while magic is familiar to
the Sidhelien, it is not commonplace.

Sidhelien wizards, as beings who command
m-f:hl‘uugihl hold p'I.I'EI.tIU!'.I.E of respect and influ-

ence in ell communities. They serve a role in A

society, just as tacline (teachers), philosophery;
artists, political leaders, military commanders,
and others do. In times of peace they use:
their spells for the betlerment

of the community; in

timcs of war they

wicld their magic

i
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Elves prefer sultlety over brute torce and
thus faver magic schoals and spells that bring
them dloser to nature. As:a result, they repudi-
ate necromancy: Any elf who casts death
miagic [#ces the censure of his peers and risks
ostracizim from thie community,

Elves seldom cast spells of the conjura-
tion/summoning school because such magic
contlicts with their belief in the free will of all
beings, They also tend to shun magic of the
invocation/evocation school, because it is an
overt forcing of mebhaigh! into the environ-
ment. Elves consider alteration a bending-
riot i breaking—of natural lnws, and therefore
consider magic of that school acceptable.

Favored school({s): enchantment/charm,
illusice.

Unlikely school{$): conjuration/summoning,
imvacaticn/evocation.

Shunaned schooll<): necromancy

When elves cast magic, they use a tech-
nique known as spellsong—a meladic chant
that, combined with the normal musical gual-
ity of elven voices, sounds like soft singing. It
15 said that the sound of spellsong can move
listeners Lo tears,

Elves practice caution when casting spells that
couled harm nature, Accidently buming & section
of the wilderness through a carclessly cast firchall
ar lightsing boit would cause great mental
anguish to both the caster and the Sidh elien
community. Indeed, clf wizards have been
known to hunt down spellcasters. including
other elves, wha have ruined a wooded glen
through negligence. Sidhelien wizards believe
there is always another path, another spell that
cain vanquish a foe or accomplish a feat withaul
damaging nature enchantment/charm spells,
they have learned, affect other races quite well.

Although the Sidhelien never sleep, their
wizards require a daily period of meditation
and study. Spellcasters seck solitude during
this time, often returning to a favorite loca-
tian in which to memorize their spells and
attune themselves to Cerilia’s arcane forces,
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The ability to commuand magic comes maore
easily {0 elves than to any other race on Cer-
ilia, dnd the Sidhelien have learned o guard
their secrets carefully. Though aver the cen-
luries el wizards have occasionally shared
their arts with half-clves and—even more
rarely—with humans, most elves view with-
holding magical knowledge as a matter of
national defense. Elves regard humans with
suspicion, distrust. and disdain, When con-
ducting research ar developing new skills,
elves will always seck the counsel of other
elves before tumning to spellcasters of different
races, Under pressing need, however. the pir-
sult of magie could take a wizard anvwhere.

Eamonnal Sleierdich represents a typical
Ricthelien wizard:

Eamonnal Steierdigh
dth-level elf wizard

ACH; MYV 12: hp 11; THACH 19; #AT 1;
Ding: 1d6+1 {staff+1), 513. D 16, C12. 117,
W 12, Ch 15. Bloodline: Reynir, major, 32;
Blood abilities: animal aflinity (major), regen-
eration, resistance (minor).

Special equipment: bracers of deferse AC N,
carved oalostaff +1.

Spells: affect wormal fives, charm person, Sid-
relien bow; ray of exfeehlement, scare.

Proficiencies: Staff, Direction Sense,
ErcadingWriting Anuirean, ReadingWriting
Elvish, Rope Use, Spellcralt.

Description: Eamonnal stands nearly 6 [eat
tall, weighs 158 |bs., and has long brown hair
that hangs loose about his shoulders. He makes
his home in Tuarhievel, where the elves must
keep up their guard constantly lest the Gorgoen
turn his baleful gaze their way or the humans to
the south grow teo ambitious, Fiercely proud of
hiz Sidhelien ancestry, Eamonnal undertook the
study of magic to help his people defend their
land and ways of life from those who would con-
quer the Aelvinnwode. His keen evesight and
guick reflexes have alrcadyv earned Eamaonnal
the notice of Prince Fhileraene, who
has offered the young spellcaster &
minar position in his court.

half-elves

tzards of split ancestry tend to lead
W split lives, Most hali-elves are raised

by their elf parents. and so tend tw
acdopt the beliels and philosophies of the Sid-
helien, Yer the human Blood coursing through
their veins ledaves them willing 1o éntertain
other views,

Beocause the Sidhelien regard half-elves as
their own kind and welcome them into their
communitics, most half-elf wizards study
iunder Sidhelien sorcerers, They study elven
spells (though they cannol master spellsong)
and ekven secrets of true magic. They learn to
reject pecromancy, to recognize the free will of
all creatures, and to respect nature.

Such wizards, after studying among elves,
avoid casting death magic, spells of summon-
ing, and mvocations that would injure the land.
However, half+lves generally will not shun their
peers or hunt down someone who let loose a
firetall in the Toregt. Their human half recog-
nizes that sometimes such spells are needed to
defend oneself and one’s people.

Favored school(s): enchantment/charm.

Unlikely school{s): none.

Shunned school(s): necromancy.,

Quite often, half-elves cross-irain in many
schools of mapic merely as a peint of curiosity.
Occastonally, half-elf wizards will seck human
teatchers to broaden their magical knowledge and
zain new perspectives. Further, many spend long
hours studying the magical items and tomes of
both humans and elves to better understand
their own magical heritage and how Cerilia's
arcane forces adapt ditferently to humans and
chves, These wizards wish to synthesize the best
of two cultures: ane that reveres nature, and one

‘that cncourages ambition and growth

A small but:
Increasing
number of

half-elf

e



wizards believe that this blend of human and
elven magical skills and philosophies is itsell a
umique magic which heralds the tse of a distinct
half-elven culture. One mage. a Khinasi half-elf
named Terilith, has become a leading Ggure in
this movement. The child of two hall-elves, he
considers half-elves a race unto themselves,
Terilith has attracted a number of young halt-elf
spellcasters who wish to serve him as appren-
tices. Among them is Ibrahim llaha, who oifers
an example of & half-elf wizard:

Ibrahim Ilaha
2nd-level balf-elf wizard

AC 5: MV 12; hp 15; THACO 20; #AT 1;
Dinig 1d4 (dagger). 510, D 18, C 16,1 14, W
14, Ch 12. Bloodline: Masela, minor, 17
Blood ability: enhanced sense (minor)

Special equipment: ring of protection +1,
ivory-handled dagger (given to him by his
human great-grandfather). The handle is
carved in the shape of a tree trunk, and is set
with a piece of onyx. The dagger is more than
300 vears old,

Spells: sieep. mound.

Proficiencies; Dagger, Etiguette, Reading/
Writing Basarfi, ReadingWriting Sidhelien,

Description: [hrahim is 45 vears old,

stands nearly 5 feet 8 inches tall, weighs 155
Ibs.. and has light brown hair that he keeps
short and carefully trimmed. He favors the
green and brown vlothes of the Sidhelien,
though he olten has them tafloved to fit closer
to Khinasi stvie.

Born of an Innishiere elf wizardess who tell in
love with a Khinasi nableman, Ibrahim
emhraced both Khinasi and Sidhelien cultures
and read as much as he cg@ald about the histories
of elves and humans, Ilrahim is more readily
accepted among the Sidhelien than among

- humans, and he suspects that
were his father not a
nobleman some

' of the
. | Khinasi

citizens
would
treat him

WOrse

_ |: Nl s than they
w ol 7 n]mncl}'
_ do. He
| fervently

hopes

elves will

become more accepting ol humans, and that
humans will accept half-elves as openly as the
elves do. To that end, he plans to devote his life
to improving relations between the races.

human wizards
and magicians

5 one of the rare individuals in Cerilia
Awhu can command mebhaighl, a spell-

caster of any race inspires awe and
sometimes fear in those who do not understand
the magical arts. But among humans in particu-
lar, acceplance of magic and those who practice
it vares widely from culture to culture. Unlike
the elves, who view magic as a natural part of
dlaily life, most humans believe sorcery to be an
essentially unnatural activity.

Some of the human races—especially the
Basarji and Magetians—were {amiliar with
magic long before arriving in Cerilia. Upon
emigrating to the new continént, their spell-
casters discovered a land rich in magical
energy. Over the centuries they learned to
channel Cerilia's mebhaighl to work more
elaborate enchantments than they were pre-
viously able to cast.

Crther human races were first exposed to
magic when they encountered the Sidhelien.
Some humans who carried the potential to
wield magic felt a spark ignite within them
upon obscrving Sidhelien wizards) they
watched and imitated the elves until they
taught themselves rudimentary spellcasting,
A few rare, extraordinarily handsome indi-
viduals found acceptance among the elves
andl studied under Sidhelien sorcerers before
increasing human encroachment in elven:
forests irreparably sundered relations
between the races, :

Whether human knowledge of magic hag
bencfitted most from human minds that seek o
push boundaries of from human hearts forever
driven to accomplish more, no one ¢an say with
certainty, Regardless, humans have shown a
passion [or enchantments and an aptitude for
spellcasting that rivals that of the elves,

Each human race in Cerilia now has speli-
casters of its own, though wielders of true
magic remain rare. Because most commongrs
regard spelleasters with suspicion, human sor-
cerers tend to keep either their abilities or
themselves out of the public eve. They study
magic and prepare plans with only a few



trusted individuals sware of their actions,
Even "court wizards" seldom appear at
court. Only landed regent wizards can he
located with relative case—and that is
because most of 2 domain's populace knows
where to find its ruler,

Human spellcasters dress according to their
personalities, tastes, and cultures. Many rarely
wear anvthing that gives their profession away,
choosing instead to look like scholars or
pagues. Decasionally a powerful wizard will
dress the part his reputation has earmed him.
Those who wildly embrace a lifestyle filled
with magic, particularly magicians who carn
their livings entertaining crowds. often dress
in a manner designed to draw attention to
themselves—laczling robes, elaborate cloaks,
and jewelry worthy of their station.

Most of the magical items unique to Cerilia
were fashioned by human wizards, Humans
are more likely than elves to hase residences
suitable [or conducting the rescarch necessary
to enchant such items—stone towers and
chambers sturdy encugh to absorb the consid-
erable energies released. Humans also tend to
tike on more apprentices than do elves, assis-
tants who aid in their research.

Unblooded humans who can never know
the pleasures of casting true magic or realm
magic can satisfy their taste for the arcane as
magicians and seers. For more information
about this character class, see the “Magicians
and Seers" chapter of this book.

QAnUIreans

Maost Anuvirean wizards come [rom the ranks
of the nobilitv—vounpger sons of younger sons,
carrying strong bloodlines but weak claims to
title and fortune, Free of the responsibilities of
scratching out & living, members of the noble
and gentry classes have the time and money
necessary to devote arduous hours fo the
study of magic.

some noble scions take their studies seri-
ausly encugh to become wizards, Others,
though they may have the ability to wield truc
magic, prefer to merely dabble in the mystical
arts as magicians. When commoners don the
mantle of sorcery. they too become maglclans.

More than mages of any other human race,
Anuirean wizards tend to cultivate an interest
in politics, As aristocrats, many have relatives
in contention for the Iron Throne or control of

sialler duchies and earddoms, It 18 not unosual
for a powerful wizard Lo use his abilities and
influence in support of his kin,

Other spellcasters take greater inlerest in
politics on the local level, where free farmers
and craftsmen have strong voices in the opera-
tions of communities and the handling of vil-
fage izssues and concerns. These wizards and
magicians are sympathetic to the common folk
and use their spells to aid them—when asked.

Most Anuircan wizards respect those who
make a living off the land or through crafts.
Some of them purchase potion vials from
specific glasshlowers, robes and cloaks from
favorite seamstreszes and tailors. food from
particular farmers and herders, Anuirean
commoners tend to admire [or at least
respect) the nobility, and extend this regard
to wizards who practice noblesse oblige.
Though peasants might fear a spellcaster’s
power, given sufficient encouragement they
can come (o trust him,

As beings in touch with Cerilia’s me-
bhaighl, Anuirean wizards realize the toll that
civilization imposes on nature. They also rec-
ognize that the civil wars which followed the
Empire’s fall inflicted further damage on the
land, And 50 in times of peace, some wizards
turn their skills toward restoring the land in arcas
that hear the harshest scars.

Though their feeling for the land is second
only to that ol elf spellcasters, it is a distant
second—Anuirein wizards love powerful inva-
cationfevocation spefls (though they try to use
them =paringly). They like greater divinations
as well, though they disdain enchantment/
charm magic as dishonorable.

Favored school(s): greater divination,
invocation/evocation

Unlikely school(s): illusion, necromancy,

Shunned school{s)! enchantment!
charm.

Anuirean wizards and magi-
cians likely have at least one of
the following nonweapon
proficiencies, taught to
them as they grew up
and before they
Erow into magic:

-



Animal Training, Dancing, Eriquette, Heraldry,
~Hunting, Lacal History, Modern Languages,
ReadingWriting, and Riding (land-based). They
" have learned to carry over some of this knowl-
edge to their magical profession: Education in
several languages enables a wizard to read the
magical writings of many races; etiguette aids
him at-court functions.

Many Anuirean wizards receive their mag-
tcal training at the Roval College of Sorcery
in the Imperial City of Anuire. Others, par-
ticularly those from titled families. study
ander private tutors—wizards hired on
retainer. Aspiring spellcasters from less well-
to-do tamilies apprentice themselves to locat
mages of note,

Anuirean society values family, and its

wizards generally share this view, Tt is not
uncommon lor an Anuirean spellcaster

to marry, Many spellcasters school

at least one of their childeen in

the arts of magic.

Richard Crarthrad serves

as an exampte of an

Anuirgan wizard:

1O

Richard Garthrad
2ud-level Anuirean wizard

AC 10; MV 12; hp 8; THACO 20; #AT 1,
Dmg 1d6 (staff), S 17, D 14, C 18, 115, W
12, Ch 10 Bloodline: Andiiras, minor, 17;
Blood abiliyv: resistance [minar).

Special equipment: black riding horse, a
gift from Richard's father.

Spells: magic missile, shield.

Proficiencies: Staff, Heraldry, Reading/
Writing Anuirean, ReadingWriting Basarji.

Description: Richard stands 5 [eet, 11
inches tall and weighs 172 1bs.. with dark
green eves and reddish-brown hain. At a voung
age, Richard discovered an aptitude for magic.
He suspects he inherited his thirst for the
arcane from his father, a noble who dabbled in
magic as a youth before inheriting a minor
title in the court of Avanil upon the unex-
pected death of his elder hrother.

When Richard turned 16, his father semt
him to study at the Royal College of Sorcery in
the Imperial City of Anuire. Richard has been
there three yvears now, studying diligently in
hopes of becoming a wizard powerful enough
to aid his father's liege lord—Danen Avin—in
his <laim e the Tvon Throne,



brechts

Brecht wizards reflect the nature of Brechtir's
mercantile society. Most prosperauz Brecht
realms thrive on trade with other realms all
over Cerilia. As a result, Brecht magicians and
wizards often learn spells and magical prac-
tices ftom a variety of sources, but the role of
magic and its wiclders in Brecht society is
nearly always the same: Magic is a resource 1o
be developed and exploited, usually as a com-
ploment to other resources.

Brecht society Jocuses on tree enterprise. Its
strong guilds and merchant houses diversify
political power in Brechtir, which in turn makes
the average citizen more aware of his political
situation than most commaoners of other Cedl-
uin regions, Magic, too, is @ more common part
ol Brechtiir's economy than it is in other lands,
While there are fewer wizards in these bands
than in Anuire or Khinasi, nowhere is it easier
for a common spelleaster to cam 2 lving plying
his trade. Magic guilds exist; divination spelis
can be had for hire on the docks and the stecets
of Beecht cities; illusions and magical talismans
are avpilable for purchase; many shipping fleets
keep wizards and magicians on retainer,

True magic, however, is rare—and even lesser
maggic is rarer than it seems, False practitioners
amel tricksters thrive in Brechtir and [ailed
spellcasters peddle their nonguild merchandise
ter the unwary and the ignorant.

In wartime, wizards and magicians supple-
ment the armies and pavies of Brecht lords.
but that is not their primiry purpose. Instead,
the Brecht spellcaster acts as an adviser or a
partner, casting spells and using his knowledge
tocomplement his more mundane allies.

Brecht wizards harken to the wealthy in
particular. Realm spells and powerful magics
reguire gold to cast—and most wizards do not
have nonmagical means far gathering wealth,
Magic guilds pool their wealth, while guild-
masters of nonmagic associations hire or allv
themselves with wizards. In Brechtiir, a wiz-
ard without a patron or other means of income
might as well not have source holdings, A
pauper wizard is crippled.

Brocht wizards live in the world of practice,
not the world of theory. Magc guilds are busi-
nesses, and wizards rare commoedities, Spells
that facilitate teade and commerce are valued,
and schools of magic that achieve these goals
are promaoted among students.

Maost Brecht apellcasters are generalisis—
they like to know a lictle bit of evervihing.
because any type of spell might come in handy.
They tavor enchantment/charm spalls (thoogh
they have laws against charming potential cus-
lomers), as well as magics from the greater
divination school. Beginning wizards rarely
lesrn illusions and alterations, as spells of both
these schools can be used by an irresponsible
pracutioner to disrupt trade. But the Brechts,
a metropolitan people, shun ne single school
of magic as inherentlv evil or wrong.

Favored schooli{s}: enchantment/charm,
reater divination,

Unlikely schoolis): illusion, alteration.

Shunned school{s): none,

Arecht wizards dress practically, having ittle
nse for flambovant garb (except when trving
to impress the ignorant]. They wear what the
climate dictates—simple. sleeveless tunics in
the summer, wonl leggings and fur in the win-
ter, and long-sleeved garments in the spring
and garly tall when insccts are especially a nui-
sance, The men grow beards when the weather
turne ciold and go clean-shaven when it warms
up. In general, Brecht spellcasters have little
nse for ornate jewelry, since it really has no
practical purpose and serves only Lo Lempl
thieves, However, they are not above wearing
a gaudy bauble if it is magical.

Most native wizards who leave Brechtiir
become courtiers. Even il they have the skills
necessary to live off the land, they value secu-
rity. This is not to sav Brecht wizards never
indulge in adventuring—the Brechis as a peo-
ple are innately curions; their magicians and
wizards are quick to examine anvthing magical
left behind by peaple of decades past. They
also have a passion for magical ilems of elven
make, and have been known o venlure ['urt]:[
in search of such tems.

Elsa Darindorl provides én example -;Jfa
Brecht wizard:

Elsa Darindorf
Sth-level Brecht wizsted
AC O MY 120 hp 14: THACO 19 8A1 1;
Prmg 1d4 (dagger). 11, D 12, C 13,
I 17. W 14, Ch 17. Bloodhne:
Brenna, minor. 24; Blood
abilities; enhanced sense
[vimar), persuasion,

11
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Special equipment: ¢loak of profection
+2, bracers of deferse AC 2, daggers.
Spells: comprebend languages, know
Cerilian origin, bypnotizm, Khinasi trade
tongue; Calder’s starry shy, deeppockets
Likalan [ireform.

Proficiencies; Dagger, Etiquette, Read-
ing/Writing Anuirean, Reading/Writing
Brecht, Spelleraft.

Description: The daughter of a wealthy
merchant from Miden, Elsa studied magic

ag an apprentice to the guildmaster of one of
southern Brechtie's largest magic guilds. Now
an influential spellcasier in her own right. Elsa
has the patronage of a logging guild in the city
of Brechlen,

Al age 28, she stands 5 feet tall, weighs 97
b, clothes herself in elegant dresses, and often
decorates her long red hair with bows and strings
of pearts. She carrics hersell as if she were a
noblewoman, and consequently manages to find
her way into important seciety gatherings. There,
she uses her blood abilities and magical arts to
nepotiate deals on behalf of the guild.

khinasi

The Khinasi people,
inchuding the wizards whao
came from their ranks, are

descendants of the proud

Basarji—the humans who settled in
Cerilia after traveling across the Sea of
Dragons. These tall, dark people have no
fear of magic and things arcane, In fact,
commoners, laborers, and nobles consider
the study of magic the highest calling an
individual can have, and thase who have
a trace of the blood of heroes are fer-
vently encouraged Lo pursue spellcast-
ing. Fledgling—but promising—wizards
who lack the coins [or spellbooks and
supplies often receive as donations the
necessary funds [rom businessmen and
tradesmen, Magicians are not so aided
(unless they show an unusual aptitude),
as they are more numerous,

Khinasi wizards hold positions of
respect and admiration among their
peaple, A Khinasi ruler whe practices
the magical arts is not uncommaon. In
snme city-states the ability {0 casta
a.']:_lue-ﬂ qulb]ll_'.' Cqii wmire A wi-ﬂ--“"-d Aa

minor noble titla,

Being a wizard in Khinasi

sociely carries some

responsibility and protocol.

Any Khinasi spellcaster able to command true
magic s legally bound to journey to the Temple
of Rilni {the Basarji name for Ruornil, god of
magic) in southeastern Khinasi. It is not an éasy
pilgrimage: the amount of travel required
canses fatigue to even the most stalwart, and
the way is often [rauvght with danger. A few
wizards have died hefore reaching the temple.

The preparation and riles that take place at
the temple are seldom discussed. Those who
have journeyed to Rilni know what oceurs
there; those who ire not called to the temple
are considersd tunworthy of leaming its secrets,
The uninitisted know only that after intensive
preparation—both magical and spiritual—
wowices swear the Five Oaths of Service:

# To obey the commands of the lawful ruler of
the state,

# To preserve and protect all lnowledge.

+ Never to raise a hand against another mage
sworn to the oaths, except as commanded
by the liege in Lowful war.

# Mover to use magic to TRise or communicace
with the dead,

# To destroy any wielder of true magic who
does not abide bv these oaths.

Handed down from the Masetians, the Oaths
of Service originated more than a thousand
vears ago. Those called to true magic who will
nol journey to the temple and swear to thein
are hunted down and slain, Quirad al-Dinn, &
wizard described in the "Strategies and Tactics™
chapter and depicted on the cover of this book,
is one such rencgade.

An ancient and awesome power hinds the
wizards to the caths. Some spellcasters helieve
Rilni, god of magic. is responsible; others
attributle the hond to an artifact buried deep
bencath the temple. Regardless of the powers
arigin, it forces any wizard who takes the
aaths to live by them irrevocably—wizards
physically camnot violate the oaths even it they
want to do sa,

Khinast wizards, and sometimes even magi-
cians, are sought out as advisers to regents
and other persons of influence, The people
believe that anvone ahle to master magic has
intelligence, wisdom, and wit that cannet be
matched by that of common citizens—and
that thiz intellect should be used to help guide
the rept of the Khinnst peopla

Because of their political ties, many Khinas
wizards favor magical items such as crystal
balls, helms of telepathy, belms of comprebending
languages and reading magic, and rings of



truth—items that will help in their roles of
advisers and diplomats. OFf course, these
items, ke most other powerful magic talis-
mans on Cerilia, are exceedingly rare,

The traditions of the Basarji culture are
reflecied in Khinasi magic. The Khinasi revere
all magics—except necromancy—and believe
all magical schouls are egually good.

Practice, however, 15 often at odds with the
ideal. Khinasi wizards pride themselves on
their power and distance themselves [rom
lesser practitioners (magicians). The wizards
lowe doing what no one else can do, and some
of their conjuration/summoning spells-are
mightyv impressive. Wizards of thisdand dis-
dain illusion spells, since they ar8 Tesser magic,
and many even avoid lesser divination spells.

Favored school{s): conjuration/summoning.

Unlikely school(s): divination,

Shunned school{s): illugion, necromancy.

Khinasi wizards are likely to have at least
one of the following nonweapon proficiencies;
Ancient History, Ancient Languages, Eti-
quette, Heraldry, and Spellcraft. They dress
well, though usually not ostentatioushy; those
whao live in or near communities make it a
point to purchase their clothes and supplies
from local merchanis, Fven Khinasi wizards
traveling in other regions seek out Khinasi-
made items.

Razhida of the White Glove offers an exam-
ple of a Khinasi wizard:

Rashida of the White Glove
Ain-level Khinasi wizared

.|'1||':..- T MV 12: hp 11; THACO 19: #AT 1

mg ldd (cagger). S8, D16, C 12, 1 16, W 14,

'-TI'I 16; Bloodline: Basaia, major, 24: Blooad abili-
ties: character reading, unreadable thoughts.

Special equipment: glove of protection - 1.

Spells: greate, protection from evil, unseen
servane; flaming sphbere, levitate.

Proficiencies: Dagger, Ancient History,
Ancient - Languiges, Reading/Writing
Anuirean. ReadingWriting Basarji, Spellcraft,

Description: Rashida iz a slight woman,
standing 5 feet, 4 inches tall and weighing 102
Ibs. She covers her dark hair with a thin veil
and prefers to wear garments of deep blues
and greens. Though she is 27 vears of age,
Rashida appears aldor

When Rashida left her home in Ariva nine
¥ears ago to make her pilgrimage to the Tem-
ple of Rilni, she departed a flircations, some-
what Mighty voung woman enamored with her

* stadious wizards look [rail

own magical abilities, She returned a changed
person, having witnessed a mhnrmg incident
in which ane of her fellow novices forfeited his
life tor refusing to take the Five Dathsl She
now understands more fully the reaponsibility
that cames with a gift such as hers, and works
hard to renlive her potential,

ryurik

Rjurik people fear magic and, by extension,
those who command i, Wicards of this race,
therefore, tend 1o live apart from ether people,
making their homes on the outskinis of villages
or—in extreme cases—deep in the taigs
forests. -Only thoge who try to hide their

ahlhtmgt:n maove freely in their commu-

' nitics without drawing nervous looks,

Often, spellcasters are easy to pick
out from their cotintrymen, leaving FN
them l-'uln:fr.nblt' to -‘:‘l'm-l:-lhm ofk | F.t i

build beeause they are not ag |
physicalty active as their -
CountryInen. F‘.nrtll:ulnﬂ}

in -.'.n::m'paﬂ.ém_l 1o thesir



robust kinsmen, However, some muscular wiz-
ards train their bodies as well as their minds
ane do their best to look like their fellow Rjurik,
These wizards are better able to blend in with
the populace—so long as they avoid spellcasting
when others can see them.

Because of the sell-sulficiency needed [or
such a salitary life, a Rjurik wizard likely has
at least two of the lollowing proficiencies;
Direction Sense, Fire-huilding, Fishing,
Hunting, Mountaineering, Set Snares, Spell-
craft, Stonemazonry, Survival, and Weather
Sense, Those wizards who do not have such
abilities are adept at trading with merchants
for foed and supplies.

Rijurik wizarls have a hard life among such
skeptical people, Their kinsmen consider the
magic of druids wholesome and valuable,
while wizardly magic is suspect. The Rjurik
honor nature, and therefore they honor the
druid spelicasters who are tied to the land.
Some wizards envy the druids the revercnce
they receive: Druids serve as teachers and often
are appointed leaders and advisers

Like the druids, Rjurik wizards also temd Lo
respodt mature, H oiwnesner, thi:_‘-f are ot above
sending fireballs racing across open ground or
causing an i¢e storm o rain down upon ene-
mies when a siluation warrants such exlremes.
Druids generally look upon such actions with
disdain, regardless ol whether they vielded
beneficial results,

Rjurik spellcasters are noted for researching
spells related to the weather, which includes
alterations designed to make the temperature
more tolerible, spells that can coax move dam-
aging lighting halts from the sky, or great
incantations to drastically change the climate
of an area, The wise Rjurik wizard learns, and
teaches, spells that appear natural, Alteration
magics and conjuration/summoning spells
sometimes resemble effects achieved by the
druids; abjuration spells often protect, rather
than destroy, Overt spell effects, such as those
produced by invocation/evocation spells, call
too much attention to the spellcaster.

Favored school(s): alteration, conjuration/
stivmmoning, abjuration.

Unlikely school{s): none.
Shunned schoolis):
invocation/evecation,

The Rjurik people place

great importance on
{I.!Jui.‘lj'. L] “‘l-l “'ifuufdi

_ share this value,
They beliewe
their work con-

tributes to their

communities—even if the rest of society does
not realize its worth—and seek Lo perpetuate
hoth their Bloodlines and profession. In choos-
ing & spouse, 4 wizard must find someone will-
ing to share the censure of their kinsmen. 1l he
is Tucky, his spouse will not only tolerate but
understand his magical calling; ideally, the
spouse will alse have a bloodline so thal magic
will run strong in the veins of their children.
Bradric Denthor exemplifies a Rjurik wizard)

Brodric Denthor
ard-level Rjurik wizard

AC 7 MV 12 hp 9; THACO 20¢ #AT 13
Dimg 1d6+2 {staffe2), 5 15, D 17, C 12, 1 16,
W16, Ch, 14, Bloodline: Révnir. minor 17:
Blood ability: poison sense.

Special equipment: staff +2.

Spells: %E:LZI normal fires, protection from
evils first strike.

Proficiencies: Staff, Tire-building. Moun-
taineering, ReadingWriting Rjuven.

Description: Brodric of the Silverhead
Mountains, though notl as statuesgue as mMast
of his kinsmen, is fairly muscular and can usu-
ally pass himself off as a Rjurik traveler—not a
wizard. He stands 5 feet 10 inches tall and
weighs 180 1bs, His long blond hair and beard
are hraided and hang down to his waist.

Brodric understands his culture’s supersti-
tions regarding mages. though he does not
share them, He embraces magic and hapes to
find & communily more willing to accept his
abilities than was his clan of origin. To that
end, Brodrc travels throughout Rjurik, seek-
ing 4 village he can call home,

VOS

Vas wizards resemble the other members of
their race—tall and thick-honed, with flat tea-
tiures and sparkling eyes—so at first glance
spellcasters cannot be picked out from their
countrymen. But unlike the hunters and war-
riors of Vosgasrd who shave their heads and
sometimes decorate their hald tops with
designs of fierce animals or winged beasts,
Vos wizards tend to keep their hair—and
keep Lo themselves,

Thosze who study the arcane arts are far
from faverad hy the populace as a whole. In
fact, the majority of ¥os men and women
regard spellcasters with superstition. They
avoid wizards and magicians, and sometimes
even exile them from the tribe. The Vas treat



their wizards with more animaosity than Rjurik
people do. Because they must be able to sur-
vive on their own if banished, Vos wizards
likely have al least one of the following profi-
ciencies: Fishing, Hunting, Rope Use, Set
snares, Survival, and Tracking.

Some Vos fear spellcasters outright and
hang charms or images of their gods in their
doorways to keep the wizards away, Many
elders believe wizardly magic angers the grim
Vos gods and risks bringing plagues and
famine upon the people as punishment. They
52y to cast magical incantations is to Insult
the accepted Vos clerical spells and to insult
the priests, Wizards, they believe, do not
enjov the blessings of the gods and must be
watched carefully.

Vos leaders, war-chieftains called (sarevos,
openly shun casters of true magic. Some chief-
taing have gone so far as to han wizards from
their sight. Few will order a wizard's death,
however, as they [ear retribution. They have
not fargotten that centuries ago, their ances-
tors worshiped the god of moon and magic.
Though they turned away from Vorynn, they
have no desire to anger his successor, Lirovka
ithe Vos name for Ruomil),

Despite the outwardly anti-magic climate
of Vosgaard, a few war-chieftains have
secretly allisd themselves with wizards and
magicians, These chicftaing realize the power
at the fingertips of spellcasters and want that
power on their side in times of war, The
cooperative spellcasters have guaranteed
their quiet aid mn stroggles against rival tribes
in exchange for gold coins, provisions, and
Ireedom from persecution,

The barbaric and heotal Vos prefer direct
spells and magics to subtle creations and
manipulations, Vos wizards, feared and
sometimes hunted by their people, must be
able to survive on their own terms—using
strength to frighten their foes away, They like
invacationfevocation spells, and protect
themselves with abjurations. They have also
learned that there is nothing like a well-cast
necromancy spell to inspire fear when abuse
from their tribes grows too frequent or
strong, Although enchantment/charm spells
could help them improve their standing
m suciety, they consider magical
persuasion and coercion tools of
the weak,

Favored school{s): invocationfevocation,
abjuration.

LUinlikely school{s): none.

Shunned school{s): enchantment/charm.

The most noted Vos wizards are women
who disdain traditional Yoz sociely and
embrace magic a5 a wav to gain power, The
Vos alford more rights to men, helieving that
men are better warriors and hunters. While a
few wormen have risen in the male-dominated
ranks and even have become tsarevas, women
generally have limited roles in Vos society,
Therefore, Blooded women have found com-
tort and a different kind of voice by embracing
true mapic,

Kira Rvedlor serves as an example of a Vos
wizard:

Kira Rvedlor
fith-level Vos wizard

AC 5, MYV 12; hp 21; THACO 19; #AT 1;
Dme 1d4 (dagger). 5 14, D12, € 17,1 14,
W 17, Ch 12, Bloodline: Azrai, tainted, 7;
Blogd ahility: none.

Special equipment: bragers of defasse AC 5,
dajrrers.

Spells: affect normal fires, armor, magic mis-
sile, mount; Erik’s guills, comtinual light; fireball.
profection from normal missiles.

Proficiencies: Drageer, Fire-building, Survival,

Description: At age 42, Kira stands 5 feet,
7 inches tall and weighs 170 |bs: She dresses
simply, in coarse garments and furs,

Kira has lived a lonely existence since her
teacher. the victim of an angey varsk, died
six vears ago. Although she has a ¢ooapera-
tive agreement with her tsarevo, the ¢hiefs
tain and the rest of the tribe have asz little
contact with Kira as possible, Lately, how-
ever, she has noticed a little girl watching her
with more than the usual curiosity childreen
exhibit hefore they are taught 1o know bér-
ter. Kira helieves this child may have the

calling to wield troe magic: she has resoly :;;l_
to begin instructing her in secret. o pna. ?hp., :

her magicat I-:nnwle-dger
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Cerilian magic originates in the land itself. When
wizards cast spells—whether simple cantrips or
mighty realm spelis—they warskail the power of
untamed wilderness and wnspoiled plains to ere-
aie mystical effecs,

The elves bave a word for the magical energy
that inhabits every rock, tree, and stream of Cer-
ilia: mebhaighl. Sages speculate that mebtaigh!
ran mighty in the years before bumans came to
ihe conmtinent, as the young lavied had e civi-
lization impoasing demands wpon i, Elves say the
arcane potency of nature eraekled with vibrawcy
and force that could be felt by those walking the
ground, Although human occupation bas since
ceused mebhaighl to weaken, it i5 too much a
part of Cerilia ever to fade complétely.

Mebbaighl flows stramger in some fypes of ter-
rain than in others, High mountains and anciem
ferests, for example, offer more magic pofestial
than bills or tundra, Yet mo matter what the ter-
rain, when casting realm magie all wizards access
mebhaighl the sane way: through magical hold-
ings known as sonrees,

— &
][H simple terms, a source is a place where

mebhaighl coflects. Though this magical

energy exists throughout each province, i
naturally {énds to pool and concentrate in par-
ticular locations, much as puddles form in the
rain. The higher a source’s level, the more
mebhaighl accumulates there,

The concentration of mebhaighl is so strong
at sources that their surrouncings cannot help
but be affected. The strength of the land's
magical energy physically marks the immed:-
ate environs, creating a “manifestation"—a
natural s¥mbol of the source, Manifestations
take many forms, each one as unigue as the
source it signifies. A manifestation might be

an anclant

grove of
twisted trees,

A CTaggy
raclk

16

SOUrces

itnmune to the elements, an eerily misty
mauntain vallex. or the polished floor of a deep
cavern. The more powerful the source, the more
distinctive the manifestation, Whatever its form,
2 manifestation is likely one of the oldest rem-
nants of nature in a province, or some mystical
object largely untouched by ordinary men.
Cerilia’s wizards rely heavily on sources, for
those who control these caches of mebhaighi
can in turn control the mest powerful magic on
the continent: réalm spells. These spells require
g0 much mebhaight 1o cast that only wizards
whao hold sources can command realm magic.

lncuﬁng SOUCCes

zards who seek to control sources
must become intimately familiar
with the surrounding land before

they can commani its mebhaighl,

if a wizard rules the province in which he
wants to locate or create a source {that is, if he
governs the people and administers affairs of
state], he aleeady has a connection o the land.
Such “landed regents” often feel a gentle tug
ingide their minds—the summons of their
provinces' magical sources. Note that only
wizard rulers will experience this sensation,

To find the heckoning source, the wizard
embarks on 2 journey across his province, fol-
lowing the tug as it leads him. When the wizard
comes within a square mile of the source, how-
ever, the sensation becomes s0 overwhelming
that it no longer aids him in determining the
exnct location, He then must look, listen, and
use his senses in an attempt to identify the
source’s manifestation, The stronger the magic
potential of the fand, the more distinctive the
manifestation will be, and the more easily rec-
osmized. An experienced wizard will know what
he seeks the minute he sees 1L

Others capable of commanding true magic
who have strong ties to the land—

such as elves, or humans who

were born or raised in the
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a note for
du.ntgﬂun masters

A PC's gquest to locate a source can be as
simple or difficult as vou like. You can treat
it as & character action during the domain
turn, make it the subject of an entire adven-
ture, or anything in Jheﬁm:an. A player can
' deseribe in great detail the source's manifes-
tation, or simply note the holding on his
record sheet as a “source (0)."

In deciding how much difficulty wizard
PCs should have in locating sources, con-
sicter the following variables: .

+ PC's level and experience in locating

SOUTCEs,

# PCs familiarioy with the térrain.

* Tepe of teriain, '

+ Plaver's Interest in role-plaving the dis-

| cowery,

+ Whether previous discoveries were role-
played. (Once or twice is fun; every time |
wanld get tedious.)

province—might alse feel this summons, Sev-
eral ndls tell of great wizards who, as chil-
dren, felt drawn to certain locations. As their
understanding of magic grew, they recognized
these places as sources.

True wizards who do not rule the province
or otherwise have connéctions fo the land may
still discover and control sources within it—
they just have to work harder. These wizards
rely solely on their ability to recognize mani-
festations, Many will enlist the aid ot others in
their search, such as sending out apprentices
o make initial surveys or asking locals about

T unusual naturak features.

L= Magicians and nonwizsed characters
< who attempt to locate sources
S8

achieve only imited success,
They can sense something
tinnsual aboot an aréa,
and—depending on their
mtelhgence and previ-
Ous EXpOsUTE 1

Lh.;-- :

things magical—can make an educated guess
about whether they have located a source. But
the discovery can be confirmed only by a wiz-
ard who commands true magic,

mntmlling
SOUrces

Once the wizard locates a source, he may use
the create holding domain action to establish
it #s a holding (0) under his contral, The tine
spent locating the seurce counts as part of the
month-long action. There is no limit to the
number of sources a wizard can control,

If a wizard controls ne holdings. he may use
the create holding domain action even though he
is not vet a regent. The BirmuricHT Rulebook
statos that only regents may select domain
actions; however, scions may perform a create
holding action to establish themselves as regents.

Depending upon the strength of the Land's
magical power, more than one source can exist
in a single province, If another wizard already
controls a source within the province, or if the
province's ruler objects to the wizard estab-
lishing a presence, the wizard may me€t oppo-
gition in trying to create a holding. {Sce
“P¥omain, Character, and Free Actions™ in the
BistlHRICHT Rulebook, )

U'Sin‘g‘ SOUrCes

Wirards who control sources may work in
cooperation with the province's ruler {as cownt
wizards, for example) or as independent forces
in the province. Of course, a wizard may also
be the province's ruler.

realm ﬁp(‘.ﬂs

Wizards primarily use their sources to power
redlm spells, extraordinary enchantments
strang enough to affect entire domains, Because
these spells draw so much mebhaighl, wizards
can cast them only in provinces where they
have sources {or lev lineg; see the fallawing
chapter). Realm spells require varving levels of
sources to fuel them; more powerful spells
reguire higher level sources.

Whin a wizard casts a realm spell. he marshals



his spurce's magical energy over a peried of
one menth (one action round], Because of the
mystical connection wizards have with (heir
sonrces, the wizard need not be af the source's
manifestation, so Jong as he is somewhere in the
provipes. During this period he spends part
af every day in decp concentration, summon-
ing the land's mebhaighl toward himself. He
also spends considerable time studving,
abtaining and preparing spell components,
and resting, The wizard cannot leave the
provinge during this month of preparation or
his renlm spell will Lail.

Bv the end of the month, the wizard has
immersed himsell in mebhaighl, He has gath-
ered o much that it surrounds and courses
through him. When he casts the realm spell, he
channels the mebhaighl theough his bady and
sends it back in concentrgted form inte the
prsdnce, where it produces the desired effect,

Custing a realm spell feaves the wivird

physically exhausted. Unless circumstances
.dictate otherwise, he will try to spend the next
“two or three days resting and recuperating his
strength. (At the DM's discretion, an unrested
wizard could receive a "fatiguc penalty” to
actions altempted in the 72 hours following
the casting of a realm spell.)

ather uses

A wizard regent wields influence in the
provinces where his sources fie even if he does
not rule the realm. The people and other
regents in those provinces recognize him as an
tmportant and powerlul individual, one whose
opinion carvies weight and whom it would be
best not to anger, The higher a source’s lovel,
" the greater the wizard's ability to affect events
through domain actions,

A regent with 2 source (4] or higher has suffi-
eienl presence in the province to affect public
aginion (agitate}, create a permanent hase of
aperations tor himself {build and fortifv), or
rally others (o his couse (muster armics),

With 2 source (7] or higher, a wizard regent—
through his consicderable influence with local
crattsman and his intimate lamiliznty with the
FFDFIHLE 8 natural resources—cean affect the

cal economy, The high-level svurce effectively
gives him a guikl (0] in the province, but anly
tor the purpose of establishing a trade route.
Magical enhancement of a source through
means such as mebhaighl stones and spells does

not confer this abilivy. T a wizarcd rules up a
source (6} to a source {7) in a province that
already has its maximum number of guild
regents, he does not receive this benefit until &
guilder loses his holding.

Nonwizard Regents

MNonwizard characters can control sources if
they inherit them from & wizard or enlist & wiz-
ard's aid in establishing the holdings (the wiz-
ard expends a create holding action on the
other character's behall), A nonwirard regent,
however, can control only access to mebhaighl—
he cannot tap it himself. Nonwizard regents who
control sources usually do so as 2 means of regu-
lating the use of magic in their domains,

For example, il Fhileraene, Prince of
Tuarhievel, died and invested a nonwizard as
his heir, that heir would inherit Fhileraene's
sources as well as his other holdings. The heir
would not be able to uze the saurces to cast
realm spells, and therefore would face a choice:
let the sources lie untapped so that no one can
use realm magic in the domain, retain control
but allow trusted wizards to use the sources, or
transfer control 1o a wizard loyal (o the realm.

pr DTEEﬁﬂ‘B‘ SOUrces

Unce a wizard ostablishes control over a
source, he must decide whether he neads to
take active measures to protect the source and
its manifestation.

Because mebhaighl generally collects in the
most natural, uncivilized part of a province,
sources manifestations nanally do not reguoire
protection fromordinary people—few pass
nearby, And those who do seldom pose a theeat,
as the magical engegy surrounding manifesta-
tions grants them the innate ability to protect
themselves. Lovers jitempting to carve their
names in an ancient oak free Y
encm.;nter impenetratle bark;
unwelcome visitors s 1
approaching a ! E»”"“
hidden glen find 4
overs -

EIOWT

with

and tangled - ..5"!"‘ }
VIREs! sWimmers | f |
avaid the : - L 4
ponl at the
base of a

the path f
heamhles
painfully cold



waterfall: no traveler seeks shelter in a cave
notorious tor its eerie, pulsing darkness.

Mantfestations also resist normal wear and
damage fom the elements {earth, air, fire, and
water ), Wizards needn't fear that manifestations
will be harmed by naturally occurring forest
fires, Hooding, or erosion, Thus a rock formation
will look about the same a thousand vears from
now as it does taday; 2 majestic pine will see
neighboring trees felled by a hale of lightning a
Noeded meadow will dry out more quickly than
surrounding land. This is not toe say that mani-
festations sever incur natural damage. just that
the mebhaighl grants them inherent resistance,
This unusual resistance of manifestations often
lielps wizards to identify them.

Deliberate violence, however, cian harm
manifestations and—rarcly—even the sources
themzelves (see “Caorrupting Sources”). Per-
haps & rival wants to take over a wizard's
sources; perhaps a hostile regent seeks to crip-
ple the wizard’s power, In circomstances such
ay these, o wizard may well need to protect a
manifestation or the source itself, Wizards can
cagt abjurations such as protect source and
other defensive spells. use magical ilems, or
post guards to keep intruders [rom damaging
the manifestation or attempting Lo corrupt the
source and its mebhaighl,

Because of the mystical link between wiz-
ards and their sources, wizards become imme-
diately aware when a manifestation or source
is disturbed. | Nonwicard regents do not have
this link.) This mysterious communication
oCours in many ways, varving with individual
wirards and types of sources, One wizard may
experience a "nagging feeling” that prompts
him ta check an the manifestation: another,
far inland, mav encounter 4 bird indigenous to
only the coastal province in which the source
lies; a third may hear the report of a drvad or
treant upan his next visit 1o his lorest source,
Lipan inspection, wizards can usually rell what
has taken place, although they might not be
able to determing the agent,

maintaini Ng sources

Sources need little maintenance, Rather, the
more the land is left alone, the better,
Expanding farms, growing cilies,

and increasing population cut

down on the strengih of

nature, and therefore

diminish the power

ol sonurces,

20 o

Hr&ngthening
SOUrces

i hrough natural and magical means,
I wizards can enhance their connection
with the land’s mebhaighl, A stronger

link enables them to increase the levels of
their saurces.

Mmaximuin
source levels

Because mebhaighl derives from nature, the
magic potential of land is inversely proportional
to its province level. As a province becomes
maore civilized, the amount of mebhaighl
within it drops,

The maximum level a source can achieve is
determined by its terrain:

Terrain Type Potential
Plains, Hills, Tundra, Marsh, Moor 3
Forest, Mountain, River, Coast 7
Susmp B
High Mountains, Ancient Forest i

Each level a province achieves veduces the
possible source strength by one level. Province
ratings (for example, 3/2) indicate the province
level and resulting maximum source level: the
two numbers combined usually cannot exceed
the terrain’s magic potential,

For example. look at two provinces
located in the plains of Tuornen: Alamsreft
i(3/2) and Haesrien (5/0). Because of their
terrain, each started with a magic potential
of 5. Alamsrelt has developed into a province
{3}, so il can now support a source no higher
than level 2. Its neighbor Haesrien, a
province (5], is too developed to support a
source higher than level 0,

Wizards, therefore, have an interest in
keeping the land untamed. This goal often
puts them at odds with regents who want to
raise the levels of their provinces and other
holdings, Wizards who themselves rule
provinces face a unkjue canflict of inleeest,
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Onee the source level has dropped to O, the
province level can continue Lo rise—as iy the
case with the Imperial City of Anuire. a
province [1O/0) located on the coast, Most
provinees, however, don't reach such extrems
levels of population and development.

Some natural phenomens—among them
dragon bones and underground rvers—pos-
s¢ss the power to boost sources beyond their
wsual limits. Similarly, cataclysmic magical
events could impose stricter-than=usual lirmits
while the mebhaighl recovers.

Finally, because elves live in perfect har-
meny with nature, their maximum source
levels are not affected by changes in province
levels, Elves may tap the full magic potential
of their land regardless of their civilizations.
Thusz a forest provinée could support a
source {7}, and an ancient forest could sup-
porl a source {2), no matter how high the
province level grows.

- e

[ saw somne of them, once—long ago, when [ was
a yorng stuwdent al the Royal College of Sorcery,
[ had heard rumors of powerful enchantments
and rare magical items that could keep o souree
strong despite encroacking civilization. My
teachers denied their existence, but I persisted.
After all, I reasoned, if elves can live in such
burmony with nature as wot to affect the lands
mebbaighl, why could bumans wor divine means
to do the same?

At last one of mey teachers, Moridaen the Wolf,
relented. He led me into o labyrinh deep below
the Great Tower. a catacomb of secret laborato-
ricy, libraries, and vaults, There, in one of the
rooms, lay a small coffer containing about a
dozen silver seeds. “Plang just one in g province,”
e said, “and mebhaighl will forever flow strong.

The next day, Michael Roele died trying to
#lay the Gorgan, The Great Tower fell shortly
thereafter. a viatim of the internal fewds which
followed the emperors death, I know not whether
the seeds [ie there still, in the labyrinth deep
below the tower ruins.

—from the letters of Vhorduine Bunemaster,

circa 47 Michacline Recloning

2]




“decreasar, howe

incrﬂusin'g levels

To strengthen their sources, wizards use the
rule action. This domain or realin action repre-
sents additionzs] time the wizard spends in a
province. The wizard raises his source’s level
by hecoming more familiar with the ecology of
the province in which his source lies. A wizard
who rules his source up to the maximum pos-
sible level his spent 2o much time in the
provinee that animals and plant life aeeept him
a5 part of the environmenl, Hecan pass
through an area with minimal disturhance;

wi!dlufE does not Mee upon his approach. He
has attuned himself perfectly tothe land.

Once made, this symbiotic conpection remains
intact even il the wizard isiaw ay from the
province lor long periods of time.

Through the ce n1.u:r|1:54 wizards: ‘have
searched for wavs to infrease the levels of
their sources heyvond the Hmits imposed by
terrain. They have found Lhat mebhaighl
stones and realm spells sugh asenhance soce
and siphon mebbaighl Can boost souree levels
temporarily (u.e‘{- the “Magical Items ind Arti-
facts” and “Readli Spells® chapters) Any who
have discoveréd permanent means 4|:|-'.mﬂf':r.
have kept theirdiscoveries secret.

rf:nE:mUingr SOUrCes,

Whena pn'ﬂ:':ncc 5 kvql-mcrrasn:s the develop-

metit ¢a the Iandﬁ! maximuem source level
r,) deop i me:-ﬂa a provinee’s level
atum_.tnlms fonger to
he lost mebhaighl,
r:quj. d lo renew
qﬁwu developmen
ow casily matre can

bt ftdelf and mp'l
The dmount ol tin
ﬁwi.fpeq depends ap

il Uhdam'ﬂ

ien it Tf fire o ﬂr]:,? dcsﬂ:m-a @ b, o il
l.l'.!u.l |_1'u|J-t Df an hiﬂﬂnnmd i gé torn
tln.:rwn ma v.:artl.'.d ma;gf methaighl
revives mnm u n city s :

dHJﬂ]J wtl but ot intact, |
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Two vears later it would be a province (075),
assuming no one makes any new settlements,

If vestiges of civ ilization remain, mebhaighl
returns at the rate of one level every lve vears.
Thus, if traops from the rival duchy of Alamie kill
all the people in Alamsreft but leave the build-
ings standing, five springs wonld pass before the
province reached (073). Alamsrelt would not
achieve its full magic potential for L3 vears.

corrupiing
SOUrCES

h’E"fILEEI thiat stands impervious to hght-
iI ning bolte can be felled by an army unit
chopping it to bits: the rack formation

that survived 4 thowsand vears of erosion can
be turned to dust by a disintegrate spell.
Magic-based attacks and particularly destruc-
tive physical attacks on manifestations can
alfect a source. Different forms of attack vield
damage of varving amounts and pérmanence,

Attacks on a2 manifestation can temporarily
disrupt the flow of mebhaighl to a source,
Strong physical assaults and spells of levels
higher than the source's level {and of at least
Srcd [evely can n:.rer-::nr_hc. a manilestation's nat-
aral defenses, The effect of such attacks is
similar te a galloping horse splashing through
a puddle—the water is displaced but soon
trickles back. When a manifestation suffers
traumatic physical damage, a wizard cannot
nse the source until the mchhaﬂh] seftles.
This generally takes one month, although at
the DM's discretion the process ﬁa.i‘r—‘rﬂmm c
up to three months if unusaal'e nees
warrant more time. The source itself, however,
suffers no damage—even if the manifestation
is destroved. Eventually, thfmchhmghl will
produce a new manifestatio

Oniv realm magic can harmia source directly.

Wizards can poison source b deplete mgbhaighl
l_u we-..}hen the power of rival '.ii'lzﬂ;'-lt!i Most wiz-
arils, hawever, Including all Khingsi and el wiz-
ards. hesitate to use these destructive spells
Iecanse they fear repercussions that extend far
bevond the individual target source. These wie-
ards realize that mebhaighl extends past
province borders (o permeate all Cerilia; sabo-
taging even a small portion of it could resull in
unforescen Consequences,

Feuding wizards prefer instead to attack
each other's leyv line networks or attempt to
steal a rival's sources



Trmsfﬂrring
power

wizard retains control over a source

until he willingly relinquishes power or

luses the holding in contentian with
another wizard,

bo rmwing SOUrces

Linder rare circumstances—usually tintes
when great danger threatens—one wizard may
allow ancther Lo borrow his source. The lend-
ing wizard temporarily transfers control of the
halding to the borrowing wizard, who uses the
source for a mutually agreed-upoen purpose.
This transfer occurs through the ley link free
action described in the following chapler,

For example, perhaps Caine of Endier, a
I'hth-level wizard, has business in Dhoesarne,
White he is 4t court, 2 breathless messenger
arrives with news thal the Gorgon s preparing
tor another rampage—with Dhoesone as his tar-
get, One of Dhoesone's court wizards, [daeric,
contrals several seurces {5) and (6], but 43 a
3rd-level wizard he is unable to cast the most
powertul realm spells. As a 10th-level wizard,
Caine could cast them—but he holds no sources
in Dhoesone. If Daeric can persuade Caine to
become involved, he can lend Caine the power
of his sources to help defend the realm.

st{:uliﬂg SOUCEs

Control over a source is nol absolute—wizards
can (and often do) move into each other's ter-
ritory and attempt 1o siphon mebhaizh] awav
tram their rivals. They wage this magical war-
tare through a combination of create holding,
rule, and contest actions.

To take over someone else's source, a wizaed
first establishes a source (0) in the pravince. In
daing so, the wizard surveys the terrain, secking
out & new collection point for mebhaighl, This
Ao ROUNCE i separate from that of the first wiz-
ard, with its own munifestation.

If the province's magic potential is not fully
tapped, the wizdard can strengthen the zource
by using rule actions to increase its level, The
more time the wizard spends atuning himself
to the province's mebhaighl [in other words,
the higher his source's level), the better his

chances of diverting mebhaighl away from
his rival's source,

 When the wizard deems the time right, he
performs a contest action, During the month
of the action round, he engages in deep con-
centration and intense mental activity. For 2
minimum of one hour per dav he most vigic
his manifestation, There he focuses on the
province's mebhzaighl, summoning it toward
his source and away from his rival’s. Because
his connection with the land is so critical to
the success of the action, the wizard mav not
leave the province during this period.

I the contest action is successful, the can-
trafling regent cannot use his source and
eirns no Regency Points for it. If the source is
lewvel 0, the regent loses control altogether.
The source remains contested until one of the
lollowing events ocours:

+ the nttacker relents,

+ the attacker loses all his own holdings in
the province, or rule of the province.

+ the detender succeeds at a rule action,

Il the wizard completes two successful con-
tesi actions in a row, his rival loses control
over mebhaighi in the province, The tri-
umphant wizard may continue to strengthen
his source up to the maxi-
mium magic potential.

For more information .
about the contest action. see
the BrrmuriciTr Rulebook.

bf:quauthinfg

SOUrces

From time to time, régents find them-
selves in circumstances in which they
want to peacelully and permanently
transfer contral of one or more ol their
sources to another person, Pechips a
nonwizard regent has retained & court
mage: perhaps an eldecly wizard lics
elving or simply wishes to retire; perhaps
a voung, cocky spellcaster has a knife
pressed to his throat,

Whatever the resson, rulership of
soirces is permanently trunslerred from

ene person o ancther the same way all "4 4

holdings are: through & ceremonv of A
investiture. This ceremony, which — F

must be performed by a priest, is :
detailed in the "Domain, Charac- A
ter and Froe Actions" section of i J
the BIRTHRIGHT Rulebook. i ' r

iy




ncient texts and legends speak of a

caerbhaighlien
handful of sources vn Cerilia that no

Awizard can hold as his own. These

sonrces, called caerbbaighlion (kay-er-¥AY-len)
by the clves, are said to be places of such
strong enchantment that somelimes even non-
wizards passing near their manifestations can
feel the pull of mebhaighl,

Because no one has ever been able to pin-
paint the location of one ol these sources oo A
map, many scholars doubt whether they truly
exist, Yet wizards continue to risk personal
harm by venturing forth from the safety of
their towers in hapes ol linding the manifesta-
tion of one of these rare sources. For it 1s said
that though no individual may hold a caer-
bhaighl as his own, any wizard who discovers
afie can tap the source’s mebhatghl,

*

Hud Trot been infured, bunted, out of spells, and

desperately seeking shelter, | might not have
soriced the cave at afl, Tt was small. mestled into
she side of a bill. Actually, it looked more like a
Burrow for animals than anything else, But as [
van for my life, my feet somebeow led me there.

Tn enter the cave [ had to crouch down and
Erawl throngh the opening, Once inside, I conld
ot stand upright, but remained on hands and
knees. Feursed the loudness of my own panting
breath and pounding heart as T lay sill, listening
far the dogs that had been nearly on my heels.
Their gruff bariks told me they drew closer. Bue

o reaching the cave, they yelped and fell
_ back, Though they could smell my scent just feet
iy, mot owe dog would venture inside.

Coon the soldiert arrived, | could 1ell from the

. worinds of whinnics and sworts chal the borses

! -r _ ﬂ_-‘.f A e spieted, Yer strangely [ felt safe,
i gy - h __;,L :i:-la-r-ﬁ-@-pld," [ heard one of them say.
(=3 i i ':ﬁ looks tocy smzll for me. You go."
e pagel can't, 1'd get stuck.”

© Théir conversas
tion gonfused
Higsthe caze
amctll, and J

trouched

-
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s elose to the opening that oae of the nen prisbia-
bly could have reached im and grabbed me. Yer
thay left withowt making an attempt.

Exhausted, I dozed for o few hours, When 1
awake, I discovered—to noy surprise—thal the short
nap kad restored my full completnent of spells, 1 cast
light cndd set about explorving my surronndings.

The cave comprised & main chamber and five
narrow passages, all of a light brown stone worn
smooth. The chamber was roughly eight feet in
diameter and not guite four fret bigh. Fine, eriss-
crossing ridges run across the floox

Four of the passages each bad openings about
two and o half feet in diameter. The fifth passage
was wider and a little taller. Crawling down these
passiees, | determined that sach was of a differ-
cont demgth, The shovtest (fifth) ran about six fect
deep; the longest (thivd] ran about ten fest. Eack
ended in a solid wall,

Before long, the thought occurred to me that
the cave resembled a hand, The central chamber
formed the palm: the ridges palm lines; the five
passages [IHgers.

1 felt compelled to remain in the cave. That it
offered protection and sanctuary was Tedson
gnoigh—but something else, perbaps the same
foree that draw me to the cave in the first place.
bid nie stay.

After two days of examining the cave’s fea-
tiives. 1 speeulated that the chamber was actually
the imprint of someone’s band, and that the hill
formed a kind of store gountled around it, Per-
baps, I mused idly, ane of the gods owee thrust biy
hand into this Bill, (Outrageous, yes—but o more
comforming thought chan gianis, )

After seven daye vy injuries had bealed com-
pletely—at three times the wsial nate. And by the
end of that tinwe | knew—as surely as I krosw my
own name—ihat I rested in a place of great
mugic, Mebbaigh! bad beckoned me hither and
beld e until T recognized it

But my troubles bad not ended when 1 discor-
ered the cave, 1 keew that I trespassed in ememy
territory, thit soldicrs waited for me throughott
the province, that my life was forfei if they found
me. And [ ketew that my dwindling provisions
woueld ot last forewer

[ conceived a plarn. | had no logical reason to
believe it could work, but imstince whispered it
wonld. If I eowld wse realm magie—I, who had no
source in this province—to shroud the land in
fog, perbaps I could make o safe escape.

At the end of one month’s time, | cost
W warding. Racing through the mists, [
0 eluded my would-be caprors and reached
havens, But ever singe the mists closed

behind me, blocking the cave from wiew, [ bave
wever again been able to fimd the stome gauntlet,
—feom the writings of Lauriel the Mist Maiden,
circa 1472 Haelyn's Count

*_
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When Cerilia’s irue children freely roamed ber
forests and plains, we could use our magic any-
wirere, (ur ancesiors regardied mebhaighl as no less
important than aiv; it flowed through them and
around them, bording them 1o the earth and yield-
iy the lands arcane secrets. The greatest Sidhelien
wizards studied the poeiry of mountaing and mead-
ows to determing the coirses of ancient streams and
washes of mebbaighl, They récopnized these paths
as echannels of magic—the mebhatehl that rushed
through them thundered with arcane power, These
were the fimt ley lines, that stretched prom Cerilia’s
oldest forests to ber farthest shores,

Them the bumans brought destruciion to our
heautiful world with their ugly war The cata-
elysm that obliterated Deismaar so distressed the
tand that many ley lines collapsed, Our wizards
tried to reforge the fines, but the land bhad
changed o much, We bad 1o reateune ourselves
ter the music of the rivers, wind, rocks, and trees,
Meanwhile, human wizards discovered for them-
selves the secret of forging ley lines,

MNow we compete with bumans for land and the
“right" to forge ley lines through it, But we know
truths they do not. We krow that when o ley line i
edsy o ereate, mebhaight has always flowed sérongly
i that place. And we Frow that when ley lines dety
forging, the Deismaar cataclysm so disrupted the
mebhaighl that it bas not yet fully serded.

Human wizards think they understand
mebbaighl. They think their gods give them the
poer to conrimaied magic, and that ley lines can be
forged i places where their gods once walked the
sarth. Bet as hanan lives are ephemeral, so their
understanding of the world s superficial. Orely the
Sidbelien; whose memories outlast human exis-
teice, kroml the tricths behind the ancieni paths,

~stoiy told by elven taeline to their pupils

- & —

izards who control sources of me-
W!Jhuighl can command réalm magic,
the most powerful spells known to
hurman- and elvenkind. But to cast realm spells.
a wizard must be in a province where he holds a
source of the appropriate level—unless he has a
s of accessing mebhaighl from afan
Ley lines provide that means, These mysti-
cal conduits allow a wizard to tap a source
from outside its province—io import me-
Bhaighl from the place where it collects 1o a
province where he needs it,
For example, perhaps the Lord-Prince of

Ariva finally grows weary of Allane's threats
Hgaimst his state, e asks Bis court wizard,

Hahil the Falcon, to cast demagogue in Adaba

Kings. Dlemagogue requires its caster to hold a
source (3 ) Rahil controls no sources in Adaba,
He daes, however, hold a source (3) in Lhe
Arivan province of ®
[orees a lev line
[rom Kouszir to e Ines
Adaba, he can tap
the Kouzir svurce

The ley line creates a magical ink between
two provinces, A wizard can forge lines from a
province in which he holds a high-level source
to one in which he holds a low-level source, or
can also attach ley lines to other loy lines.
Each line provides him with another place
where he can access his source’s mebhaighl,
thereby making realm magic more "portable.”
element of their domains and incorporate
them into long-term strategic planning, Even
nonwiziard revents, who cannot themselves
forge ley lines, often guide their court wizards'

to incite unrest in Aftane and distract the Red

Kowzir, If Rahil

from Adaba to cast the spell,

to a provinge in which he holds no sources, He
Muost regents consider ley lines an essential

development. of ley line networks,

creuﬁng and
1|Jsim::;r ley lines

orging a ley line requires a significant

amount of a wizards time and resources.

The greater the distance between the
spurce's province and the destination provinge
{"terminal province” ), the greater the cost.

Although their mystical connection o Cer-

ilia’s mebhaighl allows mages to forge ley lines
from anvwhere on the continent, most wizards
prefer to perform this action while in the source
province. During a one-moanth period {one
action round), the wizard prepares to forge the
line bv collecting spell components, aligning his
mental energies with the mebhaighl of both
praovinces, and (il possible} visiting the two
provinces be intends to magcally link. At the
end of the month, the wizard seeks a secluded
outdoor location where he can complete
the forging undisturbed.
{1t he is in the sourca
province, the wizard

usually will go to the 8 o L o
manifestation, ) B
There, through @ L

series of spells and




pavchic exertions, he fashions and casts out his

line through the land.

This peried of concentrated effort lasts
approximately three hours, Wizards sometimes
have a quiet guard or trusted friend nearby, as
the process of lorging leaves them vuloerable.
The wizard goes into a trancelike state during
which he focuses so hard on mebhaighl that he
loses awareness of his physical surroundings, 1f
hiz is jostled or attacked, or if loud noises stir
him, his concentration on the ley line breaks and
his awareness returns. If such an interruption
nccurs, the wizard's forging attempt falls. {Note
that this success or failure is determined by the
success roll for the action, )

Forging a lev ling costs the wizard 1 Hegency
Point and 1 Gold Bar per provinee crossed, not
including the source province. Therefore, a ley
line between neighboring provinces (such as
Roesone's Abhbatuor and Daerlin) costs 1 BP
and 1 (iB: a line between Abbatuor and Edlin
[erassing Duerlin) costs 2 RF and 3.GB.

When determining the number of provinees
crossed, plavers should consider lev lines as
ritnning from the approximate center of the
source province straight to the approximate
center of the terminal province, In mast cases;
drawing feom center to center saves Pls
monev and Regency Points, However, a
straight line does not always work to the wiz-
ard's advantage. Sometimes it may be more
gxpensive ta draw a straight line from center
to center—not to mention more dangerous, if
the line passos through enemy territory.

11 4 wizard regent warnts (o bend his ley lines—
whether for strategic. economic, or
acsthetic reasons—he can, But the

amount of concentration and
materals invahred costs
him an

additional 1 RF and 1 GB for the ley line's
forging (not 1 RP and 1 GB per bend, just per
ley line ). Elves, because of their harmonious
relationship with nature, can forge curved ley
lines at no additional cost,

Lev lines can be forged across bodies of water,
but they can extend no longer than 150 miles
befare terminating in a province on dry land,

A wizard's success or [aflure in performing
the forge ley line action is determined by the
asual 1420 success roll required for most
actions. The required roll can be modified by
RP expenditures made by the PC and other
invalved regents;: Because forging a ley line
increases 4 wizard's power and influence in a
province, other wizards naturally have a stike
in the success or falhire of the attempt, The
forging wizard can be opposed or supported
by any wizard who holds a source in the termi-
nal province, the source province, or any
province through which the ley line will pass.
{For more information, see “Resolving
Actions™ in the BirrHarcHT Rulebook.)

ancient ley | INEs

A very small number of ley lines used by the
elves in the centuries before the Deismaar cata-
clysm remain, These lines extend only Irom
pravinces with high magic pote ntial {6 or
above), and almost exclusively from caer-
bhaighlien {sources that no individual can con-
tel), In rare instances, wizards have discovered
that ane of the sources under their control is
canmected to a ley line not forged by mortals,

Those who actively seck these ancient lines
seldom meet with success, [or they clude
datection spells. Mo one can claim or control
an ancient ley line, for it belongs to the land
itself. {As a result, these lines require no main-
tenance.] But those who stumble across such a
linge can tap the mebhaighl coursing through it
toocast realm spells—regardless of who haolds
the source from which it extends.



Thus lar, no wizard who attempred to dedc-
tivate, sunder, or otherwise destroy an ancient
lew line has succeeded—or lived to tell about
it. Mor has anvone been able to extend one of
the lines. Not even elves can affect them.

using ley lines

Onee a ley line has béen lorged, the wirard can
cast realm spells in the terminal province as if he
held 4 source there, When he summons me-
bhaighl toward himself in preparation for the
spell, he draws it through the lev line from the
source province to the terminal province. He
van this cast realm spells requiring sources up
1o the level of his holding in the source province,

For example, refer to Map 1 (page 28),
which shows part of Anuire’s Southern Coast
where Rogr Aglondier controls a source {2} in
Abbatuor, o source (1) in Alamiar, and a
saurce [0} in Hien. If Bogr forged a ley line
from Abhatuor to Alamicr, he would he able to
cast realm spells which require a source {2) in
Alamier, And, of course, he can still cast
source (2] realm spells in Abbatoor,

Nute that ley lines do not make source levels
cumulative—Rogr cannol cast realm spells
reguiring a source (3). Nor can he tap the
Ahbatuor source in Braeme or Hien, two
praovinces through which the line passes, He
can tap the source In enly the terminal
provinee and the source provinee, (To learn
how Rogr can arrange to tap the lev line from
Braeme or lien. see "Hook-Ups™ below. )

Ley lines work in both directions, If Rogr's
Abhatuor source were contested and therefore
unusabile, he tould use his ley line to lap his
source (1) m Alamier and cast realm mapic
reguiring 4 source (1) in Abhatuor,

If a source ever drops to level 0, ley lines
that originate from it dizsappear.

v::uunf:c'ring ley lines

Oten a wizard will want to expand his
sphere of influence by connecting new loy
lines ti an existing ley line. He may do 5o to
tap his source from a provinee

cven farther away than the original terminal
provinee. or to "hook up” provinces through
which the existing line passes, These two types
of connections are made through additional
forge ley line actions

hook-ups

Recall Rogr Aglondier’s Abbatuor-Alamier ley
ling. Right now the line passes through Bragme
and Thien, but Rogr cannot tap his source (2) from
either of those provinces, If Rogr forges another
{very short) ley line—from llien o the existing
line—he can "hook up" Hien to the line and tap
the Abbatutr source from there, In a subsequent
action round he can forge a third ley line—from
Braeme to the main ling, At the end of three
#ction rounds, Rogr can access his Abbatuor
sonrce from three other provinces: Alamier,
Bragme, and Ilien. (Refer to Map 2, page 28.)

Because hook-up lines dion’t cross province
boundaries, they cost 0 GRand O RP o forge.
The wizard's only cost is the wse of an action
i create them. Further, because these lines
merely grant access to a ley line already pass-
ing through the province, the success roll
receives 4 +3 modifier.

EHTensIons

If Rogr wants the ability to tap the Abbatuar
saurce from all of Medoere, he can forge yet
another ley line—this one connceting Cacrwil
to the Abbatuor-Alamier line (see Map 2},
This line crosses one provinée boundary and
would therefore cosl Ropr 1 GB, 1 RP, and
one action Lo forge. It receives no modifier to
the snccess roll,

Wote that an extension is a separate lev line
unto itself; it does not become part of the
original line.

rr
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extensions

ley Iine nervorks

A ley line network is a series of ley lines set
up in multiple action rounds that allows a
wizard to tap his sources from many differ-
ent provinces. When a wizard controls
spurces in several provinces connected via a
network, he can access any source (pro-
vicled its province is hooked up to the net-
work) from any terminal province.

Rogr's actions in the previous examples
have created a small network that he can
build on in future domain turns, For further
discussian of ley line networks, refer to the
"Seeategy and Tactics” chapter of this book,

bookkeepi ng

Any player of a wizard character will need to
carefully track ley lines and hook-ups. This
might be most easily accomplished by laminal-
ing a map or slipping it into a plastic sheet pro-
tector and using dry erase or water erase mark-
ars, Using different colors to designate separate
lew lings or hook-ups is recommended. 1n any.
case, ley lines are likely to change throughout
the course of a campaign, so players will wanta
methad that allows for flexibility.

maintenance

Every domain turn, wizards musi pay 1 RP
per lev line (regardless of length) to maintain
their lines, This cost represents mental ensrgy
the wizard must expend Lo keep the ey lines
in place. Each hook-up or extension counts as
a separate ley line.

If a wizard fails to pay. the line fades back
inta the earth. However, he can attempt to
reforge it within one year with a +1 bonus to
his success roll,

Rogr Aglondier's network comprises tour
ley lines and therelore would cost him 4 RP
to maintain: 1 RP for the main ley line from
Abhatuor to Alamier, 1 BP each for the two
hook-ups in Braeme and llien, and 1 RF for
the extension Lo Casrwil,

hide-and-seek

ccause ley lines hold strategic impor-
-Bta.nu: for regents, wizards At times may
need o locate the lev lines of others—

or protect their own lines from rivals,



upiinnul
maintenance rule:
power-up

| Developing 4 strong ley line network is a
(steategically wise course of action, How-

Pevar, lots of short loy lines make the cost of |

maintenance rise quickly, This cost can be a
problem for landless wizard regents—those
“'hl-'!l control EDUrces hl..lt do not rule
provinces—hecause they often collect fewer
Regency Points than do other regents.

The optional power-up rule allows DMz
| Ly make life easier on regency-poar wie-
Cards, Under this rule, wizards maintain ley
lings it their own discretion, depending on
whether the wirard wants to use—or thinks
he might want to use—a ley line during a
particular domain turn, Wizards pay their
ley line maintenance before the action
rounds of a domain turn—so using the
power-up optinn requires some planning
on the PC's parl, The wizard decides at
this point which ley lines {including haok-
ups) e will activare for the entire three-
month turn, Then he pays the maintenance
costs for those fey lines and no others—but
he can use only the lev lines that he has
powered up.

For example, if Rogr anticipates a peace-

maintain anly the Abbatuor-Alamier ley
line and the hook-up to Hien: This choice

would save him 2 RP. However, he would be |

uniable to cast realm spells in Braeme ar
Caerwil should the neﬂcrﬂrisg i the course
ot the domain turn.

An inactive ley line cannot have new lines
connected to it If Rogr decides during the
socand action round that he wanls to extend
his ley line from Caerwll to the Spiderfell,
he's out ol luck until the next domain turn.
Al that time he will have another opporte-
nity Lo power up the Alamier—Caerwil line,
and then add the Spiderfell extension dur-
i an- action round,

At the end of every domain turn the wizard
regent must roll 1d20 for every inactive ley
ling, O o rofl of |, the fev lme did not recete
enough residusl energy to keep itsell going
during the turn, [t simplyv dissipates the same
way unmaintained lines do under the standard
rules, This loss affects the viability of the rest

| of the network as il the line had been severed,

'l season with Medoere but suspects trou- |
ble may he brewing in Ilien, he may elect 1o |
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finding existing
h::ll! lines

Wirards cannot detect the presence of ey
lines bv merely passing through a province,
Rather. they require the aid of magical ftems;
artifacts, or spells:

Wirards using magical items to detect ley
lines must be in the provinces in which they
seck lines unless they use the scry realm spell in
conjunction with the item, For example, a wiz-
ard who drinks a potion of ley line finding can
locate lines in the provincels) he visits during
the potion'’s duration—a limited area of effect, If
he drinks the potion after casting sery, however,
he can seek ley lines much tarther away

The Ring of Ley Discovery, should a wizard be
s lucky as ta obtain this rare artifact, can lead a
wizard to ley lines unerringly over great dis-
tances. For more information, see the "Maghcal
Items and Artifacts” chapter of this book.

If a line has been hidden, such as through a
mask ley line spell, the searching wizard must
cast dispel realm magic or wish to detect the line.
If a former Lhine has dissipated or been sundered,
the searching wizard finds no sign that it existed.

These medsures reveal onby ley lines—the
wizard must make an educated guess or use
other means to determine who contrals the
lines and which sources power them,

[Jfﬂmcﬁng ley lines

Lev lines can be hidden, guarded, and boaaby-
trapped to deter other wizards from making
them targets of attack. Furthey, wizards can
monitor their lines for evidence of tampering,
All of these protections require a wizard Lo
cast specific realm spells such as ley trap, ley
ward, mask ley line, and protect ley line. Some
of the rings of ley can also aid in the protection
of ley lines, These measures are more fully
described in the "Realm Spells” and "Magical
Items and Artifacts” chapters of this book,

sabmutgﬁ

n Cerilia. magic is power, When wizards
Iwage war on each other, they most otten
battle not for land hut for the ability to
controel its mebhaighl, One of the best wayvs to
wedken a tival is to disable his lev lines. If 2 wiz-
ard limits the numbser of provinces in which his

30

rival can cast realm magic, he can reduce the
chances of undead legions—or some other
atrocity—marching 1o his frant doar,

deactivation

A wizard can rénder # ley line temporanily mac-

tive through the realm spell deactivare lev line.

tdeally, the wizapd should know the location ol

the line he intends to disable. He can. however,

deactivate 2 line he merely suspects exists—with
lowier chances of success, [See the "Realm Spells”
chapter for the details of deactivaie ley line.)

No wizard can use a deactivated line—
including the person who forged it and the per-
son who deactivated it, Any ley lines connected
to the affected line that are not powered by
sources of their own also cannot be used during
the peried of deactivation, Hooleups become
insignificant. Ley lines connected to the deacti-
vated line but originating in a province in which
the wirard controls & source can draw me-
bhaighl from that source to power realm spells,

For example, if the High Mage Aclies deac-
tivated Roger Aglondier’s Abbatuor—Alamier
ley line (ses Map 3, page 24), his attack would
have the following effects:

+ Rogr could cast realim spells requiring a source
{2} in Abbatuor only, because he could not
access that source from any other province,

# He could cast spells requiring a sonrce (1)
in Caerwil, hecause he has a source (1) in
Alamier andgd a separate ley line between the
two provinces,

# He could cast no realm spells in Braeme.

# He could cast realm spells in Abbatuor,
Mlien, and Alamier because he has sources m
thase provinces, However, his selection of
spells would be limited by the level of the
souron in each province.

These effects would last until the end of the

speli’s duration. At that time the deactivated

fev line {and any other lines subsequently
affected) would be restored to its original
power and accessibility.

ﬁundcring'

Sundering a lev line permanently culs it in two.
Toi sirnicker a line, the wheued ient honsow s logas
tion, After choosing a specific point in which to
sever the line, the wizard casts sunder ley
line, The spell cleanly slices the line in hall. The
breach widens in both directions until it reaches
a hook-up. connecting line, or terminus (the
point where the line originally began or ended).



At those two points the breach staps.
Depending on where the line is sundercd

and whether it had any hook-ups or connect-

ing lines, & stnder ley [ine spell could result in
two smaller lines with a gap between them,
one smaller line comprising only part of the
original line, or the destruction of the whole
line, Any remaining lines must still be powered

b at least one source or they dissipate.

I repair @ sundered line. the regent forges
i new ley line in the place where the breach
occurred, This new line counts as a separate
ley line, regardless of whether it replaces only
i section of what was once a longer line,

For example, if Aelies sunders Rogr's
Abbatuor—-Alamier line at the border between
Alamier and Braeme {see Map 4, page 29}, his
attack achieves the following results:

# The breach stops al the hook-up in Bragme
amd the terminus in Alamier.

#+ The original line now extends from
Abbatuor {source province) to Braeme (ter-
minal province), with a hook-up in Tlien,

#+ The Alamigr-Caerwil line remaing intact,
but is no longer connected to the rest of the
network. Roagr can now cast only spells
reduinng a source (1) 10 Caerwil,

+ If Rogr wants to repair the breach, he must
forge 4 new line hetween Braeme and
Alamicr. His network would then comprise
tive individual lines (Abbatuor-Braeme,
Braeme-Alamier, Alamier-Casrwil, and the
Braeme and Ilien hook-ups).

Even if their rivals repair breaches immedi-
ately after wizards create them, sundering a
ley line can still cause long-term damage:
Depending on the location of the cut, replac-
ing the lost section with a new ley line could
increase the total number of lines in the net-
work, in tum increasing maintenance costs, In
such a case, a wizard might choose to let
remaining pieces of a sundered ley line dissi-
pate, then reforge a new, full-length line,

transfercing
power ¢

hen o regent beguesths or loses his
sources, any ley lines he forged dis-
sipate uniess he transfers control of

them to the new regent. Additionally. circum-
stances may warrant the need for ono wizard
to use another's ley lines on @ temporary ar
pormanent basis,

bm*mming ley lines

Hegent wizards carefully guard the locations
of their sources and lev line necworks, [est
today’s trusted [riend become tomoreow's bit-
ter vival. Bul occasionally 2 wizacd has a good
reasan for letting another spellcaster use his
ley lines. Perhaps the regent finds his realm in
a state of emergency, or perhaps he needs to
teach an apprentice the secrets of ley lines.
Regardless of the cause, the sharing of such
pevwer 15 serivus business.

A wizard can granl another wizard vse of
his ley line{s} through the lev link action:

&

Ley Link Success: Auto
Type: Free Base Cost:' 1 RP

This action enables a regent wizard to tem-
pararily transter control of one or more of his
sources andor lev lines to another regent wix-
ard. The lending wizard must specify which
source(s) andfor ley line(s) he intends to shace
with the borrower,

The borrowing wizard must meet two cri-
tieria, First, he must obtain permission from
the wizard who controls the source(s) andior
line(s) he wants to borrow. (This permission
can be coerced.) Second, he must already have
a conneclion with Cerilia's mebhaighl by con-
trolling at least one source of his own some-
where on the continent,

This action forms an immediate link
between the borrowing wizard and the
sourcés/ley lines. The link lasts for two action
rounds, during which the lending wizard can-
not access the borrowed sources and lings.
The lending wizard still retiins control of his
holdings and network—he is just allowing __'%1-.-,
ather wizard to borrow the energy:

Should the lending wizard want to break the
link before the end of its dutation, he can do
s0 by performing another ley link action, this
time linking himself to the holdings,

‘ =
bequeathing ley lines

When a regent dies, or when he permanently
trgnslers conteal of & solirte thirough o cere-
mony ol investiture, any ley lines stemming
from that source immediately dissipate. If the
divesting regent wishes to prevent this, he can
perform the tev link action-—{ransfering control
te his heir—prior to the investiture ceremony.
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alternative
methods for

| fnrg'i ng ley lines

T heley line rules presented above are the
standard guidelines for BIRTHRIGHT

products and the official rules for wour-
nament play. However, because wizards—pat-
ticularly landless wizards—are tvpically the
poorest regents in 4 campaign (colledting no
taxcs, temple offerings, or guild profits), indi-
vidual Dungeon Masters might want to give
thern a break when it comes tothe cost of cre-
ating and maincaining a ley line network. DMs
can, at their discretion, allow players to use one
of these alternative methods for forging and
maintaining ley lines,

method one:
discount maimntrenance

This method allows 3 wizard to extend exist-
ing ley lings without incurring additional
maintenance costs, This results ina new

| domain action: extend ley line. The cost 15

L RP and 1 GB per province crosscd, just
like forging, The wizard adds provinces to
ane end of a ley line but pays no additional
maintenance costs for them: they become
part of a single line. The wizard gains the
ability to cast realm spelis fram the line's
new terminal province, in addition to the
previols terminal province.

For example. Rogr's original ley line ran
from Abbatuor to Alamier. Under the stan-
dard rules, when he added a line from
Alamier to Caerwil it counted as 8 second
line, Under this method, the Alamier-Cagr-
wil line becomes part of the first line; in
other wards. he now has just one line, which
runs from Abbatoor to Caerwil, He can cast
realm spells in a total of three provinces, but
he'll have to pay maintenance costs for only
one ley ine, As a bonus, Alamier acts ax a
terminus in the event the line is severed. If a
rival severs the line, the breach would
spread only as far as Alamier (regardless of
where the line was cut),

Additionally, this method grants wizands
a discount when adding hoak-ups to their
lines. Wizards can create up Lo five hook-
ups with u single forge ley line action, at a
cost of 1 GB, plus 1 RP per hook-up. The
maintenance cost for hook-ups is 1 RP per
five hook-ups.

method Two:
power fm"gl ne

This system saves wizards both money and
time by not only reducing maintenance costa
but also cutting down on the number of
action rounds needed to build a significant
ley line nerwork.

As in the standard rules; lov hines con- |
nect two provinces, and any number of
provinces can lie between the source
provinge and the terminal province, How-
ever, under this methail wizards can access
the mebhaighl flowing through a ley line
[romt any provincy through wikich the line
passes—no hook-ups required.

Further, any line a plaver can draw on the
map without lifting his pencil is considered
one line, and it doesn't matter whether the
ling is straight ar curved—the PC incurs a0
additional cost. It also doesa’t matter if he
starts with a small line andl adds on to it
tater—it’s still just one line,

Thus, if Rogre forged a ley line from
Ahbatuor to Caerwil—passing theough [len,
Braeme, and Alamler—he would have the
ahility, by the end of that single action Tound,
to cast realm spells requiring a source (2} in
all five provinces. And the line would cost a
mere 1 GB per domain tumn to maintain.

PC s should, however, beware lorging enor-
mous lines that snake through half the
provinces in Cerilia. A one-line-does-it-all
plan has serious strategic weaknesses. While
this method allows a PC o forge a powerful
line quickly and with little maintenance cost,
such o line is very vulnemble. A rivil needs to
sunder the line in only ane place—anywhere
along the line—and the whale thing dissi-
pates. Better to forge multiple lines: The
exira capense buys seourity,
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Today in Roesone'’s court I caught a glimpse of
the High Mage Aelies. Though short in starure,
the power be wields made Bim seem to loow over
ws, I knew, a5 [ watched him enter the mom, that
someday I wanted to achicve whar he has
achieved—to at once command the mebbaighl of
Cerilia and the respact of its rulers.

—your PC wizard

..._.

erilian wizards lead lives full of possi-
C bilitv. Thev can ally themselves with

other regents or operate as free agents:
they can rule the people of 4 province or only
its magic; they can usc their spells to wage war
or bring peace, Which path should-a playver
choose for his character? :

the fm}Tstﬂps
of others

S ometimes the best wav fo learn is by

example. The following characters (whom

readers might recognize {rom other
BIRTHRIGHT products) are spellcasters of great
influence in Cerilia. To meet one is to have a
brush with power: to study under one is the edu-
cation of a litetime, In a way. that is the opportu-
nity we offer here—an introduction to these
"major mages,” a chance for a plaver to learn
from the sgccesses and failures of the masters
when planning his PC's own rise to glony:

high maoce aelies

<
16th-level half-elf wizard
5 15
B 12
L 12
I: | s
Wi 13
Ch 16
AL: LM
AC: FR ]
hp: 47
MV i2
THACO: 16
FAT: 1
Dmg: 1d6i+3
(scepter +3)

stroteoies

and factics

Bloodline: Vorynn, major, 36.

Blood Abilities: Protection from evil, blood-
mark (adightoing boll-shaped birthmark on
his right shoulder).

Special Equipment: sceprer +3, ring of protec-
th +3, ¢loak of displacement, boots of srriding
and springing, wand of magic missiles, numer-
ous potions and scrolls,

Spells Usually Memorized: Audible glamer,
comprebend languages, dancing lights. enlarge,
prase; glittendest, improved phantasmal force, ray
of enfeeblement, scare. sharter: feign deah, fiveball,
flame arrow, infravision, lightning ol conlusion,
imprroved imvisibility, phantasmal killer, Shaef-
padte’s shadowy distinction, shout; avoidance, cone
of cold, distdnce digfortion, fecblemind, stone
shape; antimagic shell, deait fog, eyebite;
forcecage; vexist magic: polymoreh any object.
Proficiencies: Dagger. Stail, Bligquette, Her-
aldry, ReadingWriling Anuiréan, Reading/
Writing Basarii, ReadingWriting Elvizh,
singing, Spelleraft. y
Description/History: The High Mage Aelies,
first mentioned m the Ruins of Empire hook of
the Birtiricnut hoxed set, is a hawk-nosed
man with stern features, His lean [rame has
been scarred by mangadventures and an
unending thirst for move magic. Small fora
hali-elf, he stands little mare than'd feet, 5
iches tall and weighsabaur 130 (s, But éden
those who do pot kaow his power recognize

‘his confidence and stérn demeanor; Aclies

commands respect, and often delerende,
nearly cveriwhere he travels, v

Aclies is tumored to e anelent—huncreds
upon hundreds of years old. If such stories are
true, hi dge is the only part of the High Mage
that
considerable source dumain right in the cénter
of the former Anuiréan Empire and, theu
reclusive, seems to bear no particulas atin
for other ehves ov dislike of Bumans:™ 17 [/

Clar r'.!'_ﬂ.f.&f. b _-.-I o ‘.'# iﬂ_ Rﬂi‘
Aglondier; the k I '1lien ],qk the most
promingnt, if not moest powerful, human
mage of the Seuthern Coast), for his share of
the land's mebhaighl, This competition weuld,
at first glance; seam to he a 5% mismatch—
Rugr is d short-lived, lew-level human wlugl
while‘the High Mage Aelies ia;i-—-,‘m}illi,.t e

gl
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reflects his elven heritage, Aclies holds a
gh



High Mage Aelics: apparently immaortal,
immensely powerful, and cunning in the
extreme. But on closer examination, the com-
petition hetween the two |

.. . 14 still & gross mismateh,

Why, then, does the High Mage permit
Rogr—or anyone else—to develop sources and
other holdings in the area?

the hioh mage’s strotecies

Aglies values knowledge and power as the high-
est of commaoedities, He seldom worries about
material possessions {including gold), prefer-
ring o leave those concerns to his lieutenants
and sometime allies. Aelies is a true lawful neu-
tral character—he respects treatics, alliances,
and contracts o the letter. He deponds on his
businesslike honor to see him throwsh crises
and lean times much as he depends on his wiz-
ardly power and potent spells to see him
through physical ur magical chaltenges.

As a result, Aelies sees no profit—no knowl-
edge sained, no real power accumulated—Dy
eliminating “Triendh” rivals. (Acties defings a
Friendly rival as one who docs not trv Lo lake
what Aelies already nwns.) The high mage
slowly accumulates more sources (or improves
the strength of those he has) while gradually
growing in power and knowledge, He recog-
mizes the fact that his elven herilage gives him
A certain paticnce—an unhurriedness—that
both helps and hinders the achievement of his
goals, He can afford to wail until an uncouth
or unpredictable tival makes a mistake {or dies
af old age), but he also has a hard time moti-
vating himself to frenetic activity—as pure
humanity has always been able v do. 17 Aelies
acquires one new source every live vears, he
woild consider that a hehtmng pace,

Aelies also recognizes the value of patience
amel neutrality, There have been no serious chal-
lenges to hiz power in over 100 vears. The last
true enemy Aclies had was the Countess Adricn
Ruell—a wizard who tried to use sorcery to
make her realm the center of a new Anuirean
Empire. The countess saw the high mage's
steadfos holding of power as a threat to gy
own and sought to climinate Aclies, In the ¢nd.

this view hastened the demise of her would-be
umll.;'j:ru Las well as herself]
camse other rulers in

iy Anuire knew Aslies

%o was g fatr-dealing.
7 neutral powér,

manipulations as

They saw Adrien’s

a violation of unspoken and spoken treaties,
and eveniually combined their power 1o elimi-
nate the rabid wolf fram the pack. Aelies; as
always, assisted his allies in their endeavors
bul never once revealed a passion one way or
ancther—he simply did whatl was necessary.

The high mage is a builder and & fortitier,
His sources are all connected by ley lines
and—as unfortunate challengers might find—
he has trapped and protected his soorces
and lines, When Aelies establishes a new
source or forges a new ley line, he acts only
with carelul consideration of the conse-
guences. He krows what he is doing when he
challenges a rival, but the rival may not.
Aelies forging a ley line into another regent’s
domain might be a test for reaction or an
aggreasive move, Or it might be part of a
longer, more complicated scheme.

The High Mage Aeliea has achicved a state
many wizards envy but few will ever know foc
themselves, Though he rules no provinces and
collects no taxes, there are always regents of
law, guild, temple, and even ather source haldd-
ings willing to provide him with gold, troops,
ar workers (as he requires] free of charge or
far "a few favars.” Aelies is generally caveful to
avoid building friendships strong enongh to
cause camity among others. For example,
though the realms of Medoere, Rocsone, and
lien penerally fecl threatened by the power of
Choere, Aelies seldom helps them enough to
get the Baron of Ghoere angry at him—and
Aelies will even do pccasiena] favors or per-
form paid services for Ghoere.

The wizard seldom uses his spells in armed
conflict. The High Mage generally assumes
that when two realms go Lo war, they fight
aver 4 mundane conflict not worthy of his
interference, When he does choose to become
involved, however, he holds nothing back. He
reasons that the side he does not support will
recoenize him as 2 threat—and by extension,
an enemy, Aelies does not like 1o be perceived
by anvone as an encmy. So he eliminates those
who arrive at that judgment.

If the High Mage Aelies has a weakness, it
iz self-absorplion, Aelies has been known 1o
drop out of sight (on the political map of
Anuire) for months or years at a ime while he
devotes himself to & personal project, He will
oL Ill::p;lcl;l. commiliieiiis ol trdatias during
this time, but he may find himsell so absorbed
that he neglects the state of his own holdings.
MAu-a result, Aslies leaves his usuaﬂ}' human
retainers to manage his domain. This practice
has, on more than one occasion, led to the
high mage's loss of entire sources or ley line



netwarks, Aelies tends to forget, having been
alive for hundreds of years, that every thirly
vears o so he has to train 3 whole new'set of
lieutenants—some of wham might not have
the same capabilities as their predecessors,

The High Mage Aclies could thus summa-
rize his strategies:

Accumulate enough knowledge and
power to be respecied, but not such a repu-
tation as to be overtly feared. To do so, huild
solid, casily maintained networks of holdings
and ley lines and do aot tey to sguash every
potential tival who comes down the road,

Be patient, Even il you are not immartal,
vou have time on your side, Wizards become
onlv more powerful and knowledgeable with
time, The older you get, the more power vou
are likely ta have accrued, Trving to achicve
too-much too quickly will enly make vour
nerghbors nemous.

Be hﬁ:‘lesl-—-:-tmpuhuﬂy honest, Fulfill vour
contracts 1o the lelter of wood faich, Take no o
in outsmarting or cheating a supposed ally.
Today's financial or political coup may become
tomorrow’s defeat. Fullilling an agreed-to
contract or treaty makes voul look good; break-
ing even an unfair contract makes others less
willing to negotiate with you in the future.

Form alliances but not unions. Siding too
utten with one side in a conflict or sne partico-
lar ruler i an area may associate you unfavor-
ably wilth that power. Enemies of that ruler
bacome your enemics, because they see vou as
acting in that regent’s favor,

Obtain trustworthy and competent lisu-
tenants, Miny of the things wizards do can-
not he done by anvone else and take time and
great efforl, Also, you may be called on to
adventure or explore faraway lands in search
of knowledge, A powerful wizard needs people
whio can fuliill his contracts with other regents.

Imlrning' from the
high mage’s mistokes

Aelies tsn't perfect—or infallible, PCs who
study his methods can also learmn what not to do;

Do not become so concerned with the pur-
suit ufhuwlcdge or power that vou forget to
protect your intarests. Aelicn has a L life
span and has achieved a very high character
level; he can recover from serbacks,
Mortal and lower-level spellcasters.
might not get a second chance.

Pick your fights. Though Aelies isn't proud
of the [act, he has made a few enemias over

n‘:_.__.l—}-if ELUF ‘-I- ..-. -

the years. Fortunateby, he has been able to out-
last or ont-cast them ane be's survived—but he
has paid a price more than once.,

If you desire larger domains or rulership
beyond Aclies’s scope. vou might have to
choose a permanent ally or two. Aelies has a
okl solid domain—hbot after several centuries,
it could be a lot larger. Part of the prohlem
miight be the high mage’s reluctance to form per-
manent alliances or enmities.

quicad al-dinn

h-level renegade Khinost necromancer,

“The Shame of the Sontblands"

ot L3
(B R
A NE
I: 15
W 18
Ch: 14

AL ON
M 2
hp: BT
MV: 2
THACD: 18
#AT: |
Dimg: td&=1 {staff +1)

Bloodline: Basaia, major, 35. i TR -
Blood Abilitics: Alertness, divine sr 11111
resistance (major). ko g
Special Equipment: Staff 1, rofie .::fh]!erfd];p:g;_ wl _n."'“—'_ oy
bracers of defense AC 5, boors of levicarion, I.-_;.?’il g
numerous potions and scrolls, = WY A
Spells Usually Memorized: Chill e, .;i,g.;é.,; = _.‘__"'
undead, grease, shm:kiﬂg Erasp, wiseen servanl; i
darkness 13 radius, fop cloud. levitare, shatter. "y
spectral band; blink. clairaudignces ﬁ‘_p -, g
u}f.md m-mpm:!. touch; mﬁ-zm;gum.. engriation,
plant growtt, polymorph selfi animate diudx2
telekinests, transmute vock fo my M s
Proficiencies: Stall Reading o Basa
Readmgfﬁ-’n!.u =
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Description/History: Quirad al-Dinn, men-
tioned in the Rjunk Highlonds campaign expan-
s10m (and pictured on the cover of this book), is
i man on the mma. He refused o pilgrimage (o
the Temple of Rilni and take the Five Qaths

required of Khinasi wizards: he therefore has:

been sentenced to die, The 37-vear-okl rene-
gade stincs just shy of 6 foet and i of madium
build. His striking tacial features are 2asy to
remember, however: were it not for hiz alart-
ness blood abilitv and polymorph self spell he
probably would have besn found long aen.

al-dinn and the five oaths

Chiirad al-Dinn bexan his studies as an appren-
tice to a well-respected sorcerer in the city of
Adaba in southern Aftane. He was an apt stuo-
dent. often praised by his teacher. But when
the day came for him to begin his pilgrimage
to the temple, al-Dinn ballced at the prospect
ol taking the Five Oaths;

To obey the conmands of the- lawful ruler of
the state, Al-Dinn had no gualms with this
oath. Though he personally did not agree with
many rules, he fell his power as a wizard
would allow him to change or mfluence laws.

To preserve and protect all krowledge. Quirad
could have sworn to this cath if necessany To
most Khinasi wizards, preserving knowledge
means sharing it—the more people who know
something, the less chance it has of bacoming
lost, The future "Shame of the Scuthlands,”
however, was always circumsapect in what
knowledge he would share with others;

MNever to raise a hand agairst another mage
snorh to the oaths, except ds commanded by the
liege in lawful war, Because this cath meant
other wizards could not attack or harm him,
al-Dinn was all in faver of this commandment,

Never to use magic to raise of commumnicate
with the dead. This aath was al-Dinn's down-
fall. Despite the taboo against necromancy in

Khinasi lands. death magic had always held a
fascination for him. As a hoy, Quirad was the
type who ecnjoved watching small creatures
dig: as an adult, he went out of his way to wit-
ness the torture and execution of criminals
and became obsessed with the idea of revivifi-
cation, Al-Dinn saw necromantic ceeations as
life under control. He would never have to
worry about o zombie or skeleton betraving
him or causing his own death,

Tor destrov any wielder of tree magic who does
mot abide by these ogehs, A lew non-Khinasi wiz-
ards see Chuirad al-Dinn as a social revolutionary
becanse he did nol think wizards should be
destroved merely lor nol swearing to the Five
Chaths, This view might be accurate, but more
likely Quirad simply knew that this eath would
hocome his death warrant-—and nothing is more
impaortant to al-Thnn thin his ovn servival,

Contrasy 1o some camantic gecoiunts,
Cuirad al-Dinn did not challenge the rightness
ol the Five Oaths and—refusing ta swear to
them-—escape the Khinasi lands through his
own wits and courage, Rather, the soon-to-be
Shame of the Southlands bundled up a few
possossions and left his master’s home on the
ruse of going on his pilgrimage. Bot as davs
groew into weeks, and weeks into-months,
Quirad never arrived at the temple. Instead,
he fled north to Rjurik,

Lpon realizing al-Dinn's deception, the
elders of the Temple of Rilni placed him under
an immediate death sentence that could be
commuted only il al-THan appeared immedi-
ately betore a council of wizards, pled
for mercy, and swore to the Five
Oaths, The timwe for supplication
has long since elapsed.

'_,—q.
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At first al-Dinn struggled to survive in the
highlands and forests of unfamiliar tecritory
and an unfriendly climate. Soon, however, he
extablished a base of operations [or himsell
where—throogh seli-study, research, and
experimentation—he improved his mastery of
spellcasting and control over several of the
repion’s mamical sources,

Hunted and leared, the renepade wizard
spends most of his days in Rjuvile. He some-
times enjovs the company of Adviala, 2 mys-
periaus sarceress who also controls several
magical soarces. Quirad is smitlen with the
waman, who is mearly his equal in magical
abilities. Tt is, however, 0 tenuous telation-
ship: Sometimes the twa are rivals pursing
the same goals or magical items: sometimes
thev cooperate. Both keep their origins
secret [rom each other and outsiders.

Together, they protect their home with a mall
force of corpses they gathered and aised Bocl-
iex of orogs, humans, and dwarves, the riclead
force keeps travelers and wanderers ml bay.

ET-:.lllling alive on the bull’s eye:

al-dinn’s stratesies for sunnval

Quitrad al-Dinn is about as chaotic and ego-
centric a being as ever walked the land= of
Cerilia. He sees evervthing and eveéryane he
encounters as a tool to bo used or the wakeniay
to a goal—with the possible exceplion ol his
sometime lover, Adriala. Even she mains entrée
into his world only becanse she complements
his power and fulfills his needs.

Quirad believes that others think as he does,
byt not-as cleark: Tohim, evervone must be gey-
ing to further their own goals by manipulating
evaryone alse—manipulation end seli-serving

greed (5 all he understands. By exten-

sic. aleruism s either tomantic fool-

,# : ishiness or veiled manipulation n its
i, crwm vight, Al-Dinn believes that
& : the wizards of Khinasi iriel (o
o ST Linel and manipulate him

with their Five Ouatha:
. having failed, they seek
. o destron him

e
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because he is a living example to their hypocriay
After all, he reasons, no evil has come to him
hecause he refused to swear the vaths,

Al-Dinn is suspicious of those around him:
on occasion. he even believes fate and clircums-

stance conspire againsl him. He sometimes

comes up with conveluted schemes to achieve
simple goals because he always secs a third
party ready te act against him {whether or not
that perception is acourate). In Rjurik, where
wizards are regarded as creatures to be sus-
pecled, Lhis devioniness has served him maore
alten than not,

As-aman on the run and, fater, a wizard in
hiding, al-Chinn spent many long hoors devis-
ing plots amed plans to ensure his survival and
increased power, Sometimes his nature has
interfered with his own success, but for the
most part he has made few costly mistakes.
Quirad al-Dinn would summarize his tacties
a5 follows:

Lise, use, use. Everyone and everything you
encaunter can be used lo your advantage.,
Maszst people will let vou use them—nay,
encourage vou o use them—if they think it is
they who will benefit. Thaose who object to
being manipulated anly despise vou because
they are enviots of your power and abilities.

If passible, prime vour “tools™ for future
use by greasing their gears. Live those you
tranipulate a little of what they want, but do
not give it all. String along o pawn, find out
what it most wants, and give it a little—no
more, 1f vou ever give the object of vour
ratiapulation what it wants, it will abandaon
viod, Giratitude is a fleeting emotion; vou do
aal want those you manipulate Lo gain every-
thing they want, or they will set new goals—
oies that conflict with vours.

Be aware of outside manipulations by
those of equal power or position, Sometimas
yvou may wish to go along with another's
manipulations because you can gel something
v want., [0 not allow yoursell to be drawn
too deeply into another's web, however—when
vou start substituting vour will and desires for
that of another, vou are on the road to ruin,

Your domain exists for your use, Do not let
athers think vou owe them anvthing or that
they hive a hald on vou. Treaties and alliances
can be made, but they are made vo be broken i
ey faat WO loemyg, Lo ook Tvined yeraraell with
paths or treaties because they give others a han-
dle with which to steer vou, Consider carefully
hefore diversifyving vour domain—if you assirme
the rulership of a law or guild holding, you may
have greater influence and resources but your
responsibilitics will increase geometrically:



Explore the boundaries of vour powers
and Lry to surpass them, Do not subscribe 1o
the limitations of the weak. If another siyvs
something is impossible or immoral, that is
hecause he cannot, or dares not, perform the
deed himzelf. You can pretend to allow him to
influence you, but alwayvs explore the “impos-
sible.” Your morals and ethics are vours to
decide; let no one dictate your thoughts or
actions by their own standards,

iﬂurnin'g from guirad
al-pinn’s mistales

Much can be learned from studying al-Ddinn.
But this ohsessive man fiving a life of isolation
is hardly a perfect rale model, Avoid learning
these lessons the hard wav:

Cath breakers reap their own harvest. A
cunming of clever person can benefit fraom
duplicity. Quirad al-Dinn learned much dur-
ing his appréenticeship and afterwards
preved on the Khinasi confidence in custom
and tradition. His teacher and the temple
elders were so certain that any wizard study-
ing their ways would not shivk from taking
the Five Oaths that they ignored the al-
Dinn's disturbing nature and propensitics.
When he betraved them he escaped their jus-
tice—bul now he lives in exile, envious of the
rewards reaped by those who remained faith-
ful. and bearing the onus of an oath breaker

Mot everyone thinks the way you do, 1T
voi are self-absorbed or self-serving in all vaur
dealings, that selfishness will hecome apparent
to those who hold themselves to higher stan-
dards. Soon all vour plots will have the same
Eaw: Il an ensmy or would-he pawn can dis-
eover what you have to gain from a particular
ploy, he can unravel the weaving of these plans
with little trouble. Besides, those who seek
‘puily personal gain and strive to manipulate oth-
ers olten fall into the trap of being manipulated
by their own desires and suspicions,

All power has a price. So far, al-Dinn has
paid for his extra “freedom” by losing his home-
land and the respect of hiz peers, He eventually
may pay with his life hecanze he has made pow-
erful, unwavering enemies, And rumors sav
that al=Dinm Ay Aol pay a daibier ]_Jl.i.k-n!—'i.i-
he continues to tamper with necromancy ancd
the veil betweoen Cerilia and the Shadow
World, he could end up releising more power
than he can control.

caliene lwelyn

Wizardess of Grevesmiihl,
Sthelevel Brecht wizard

5: o
I 12
[ 1) 11
I: 17
Wi 16
Ch: 14
Al L~
J".':: T
hp: 13
MV 12
THACO: 19
#AT 1
Dmg; 1d% {staff)

Bloodline; Revnir, minor. 16,

Blood Ability: Resistance {minor),

Special Equipment: Six to eight scrolls
iscribed spells), seven assorted potions,

Spells Usuvally Memorized: Sleep,

spider climb, taunt, ventriloguism; levitate, sum-
mom s iy

Proticiencies: Statl, Fire-building. Fishing,
ReadingVWriting Brecht, Spelleraft, Swimming.
DescriptionHistory: Caliene Llwelyn, men-
tioned in the Havens of the Great Bay cam-
paign expansion, is 4 voung woman sure of
hersell but unsure of the lulure ol Greves-
miihl, the domain in which she lives. Small
and slight for 2 'Brecht woman, the 26-vear-
old stands barely 5 feet tall and weighs just
under 100 pounds, She wears her blond hair
pulled back in a topknot, and dresses in plain

bul serviceabls slothes, Caliene is very
atiractive and surpisingly sleguent forone
Indeed, Caliene Liwelvn disdams. &

many of the comforts |
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veins, the Wizardess of Grevesmilhl seems
intent on turning the rough wilderness inte a
comlortable and prosperous land. Unforiu-
nately, she has few allies in this endeavor, Her
main nemesiz, Colin Shacfpaete, the Istand
Mage, does what he can to thwart her civiliz-
ing attemprs; the Duke of Grevesmiihl,
Shaemes Karlburgher, offers no help at all,

Caliene controls several of the realm’s
inland sources, having inherited the first
from her teacher a lew vears ago and slowly
adding others to her domain, Cut off trom
instruction early in her career (it is said her
former teacher ran aloul ol the pirates of the
Yweilunds), Caliene has a thirst for knowl-
edge but considers her mundane pursuits to
bhe more important al this time.

Unlike most regents, Caliene Liwelyn has
no permancnot residence, Technically the court
wizard of Grevesmiihl, she disdains the court
with a fevvor matched only by the duke’s indif-
{erence to her existence. As a resull, most of
Caliene's magical experiments and research
are done "on the roed” or in the wild. She par-
ticularly favers the hills and woodds of the Ruls-
feg province, Since that area features a pass
between Grevesmilhl and its rival Hiorig, no
one disturbs her there,

Caliene is a [riend 1o adventurers who prove
themsehres a friend Lo Grevesmiihl, Those whao
would tame the wilds of the realm without
abusing the land find assistance [rom this
voung, unprepossessing wizardess, 1 possible;
Llwelyn will help adventuring pariies without
their even knowing it.

I is often feom adventuring groups that
Caliene bearns new magical practices, Since
she feals she cannot take the time o research
and study new spells, she trades information
or assistance for new spells or theories, Just
showing Caliene a page of a wizard's spellbook
will win her over to one's side.

Fortunatelv, the wandering wizard has
learned caution when dealing with strangers.
O various occasions Colin Shaelpaete, her
enemies in Rzhlev and Hjorig, and even the
duke have tried to entrap, deceive, or elimi-
nate her. When she survives such an attempt,

Caliene becomes morose and fecls her
efforts at civilizing the region are
lruitiess. Within a few months,
howevos, sha is back

in ALLion,
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the civilized course of
caliene llwelyn

Caliene wants law and civilization but knows
she cannot impose either on a realm that
does not seem ready for it. If her power and
detegmination alone suided CGrevesmihl, she
reazons, the realm would collapse when
other matters demanded her attention,
Caliene has decided that she needs to help
Grevesmih] learn the lessons of the past by
setting an example and helping those who
would form the future,

Caliene could summarize her strategics as
follows:

Operate behind the scenes. There are
wizards and other people more powerful than
vou out there. Every time you perform an
important action, you draw atléntion to your-
self. If vou can encourage and support others
to act on your behalf or in accordance to your
wishes, vou remain useful and in the shadow
of their success.

Don't trust other rulers, Bven if Greves-
miihl were hlessed with a competent and vig-
arous regent, Caliene would remain cautious
and aloof, The important thing is the realm,
not the ruler, The peaple and the land can
best be served by hard work and anonymity—
leadars are imperfect, A helpful hand at the
right time is more useful than overl direc-
tions. People chale ai strong authority,

Respect the land and be willing to give a
little to get a lot, Even though Caliene’s
sources could benefit from the wildness of
Cirevesmiihl in much the way Colin Shael-
paete’s do, she is willing to sacrifice some
potential power for stability. Certainly, a wiz-
ard in a lawless domain can tap greater
amounts of mebhaighl. but more things can go
wrong with overt chaos than will go right.

Keep moving and keep learning. Staying
in one place, physically or mentally, leads to
stagnation. Hesearch can be nseful but hands-
on expericnce is betler. You can better ascer-
tain what is going on around you by moving
around the demain and BATEINE invalved with
smaller matters, rather than staying back in
vour tower looking at musty old books,

Exchange information. As long as vou are
honest and generally forthright, you cannot
reveal knowledge to another that will come



back to haunt you, However, do not give away
information or assistance without receiving
something in return, If you can learn abaut
places beyvond your homeland, you may be
able to implement necessary changes in pew
and better ways,

lf:urnin-:r from calicne
|.Iumlli.'n".5 mistalies

Caliene wields significant power in Brechtiir,
but the young woman could smooth her way
by evaluating her methods and making a few
changes.,

Learn to play the court game, If Caliene
were willing Lo make an occasional appear-
ance at the court of Grevesmihl and attempt
to get on the current duke's good side, she
might be able to advance her interesta, While
she has quite a hit of magical power. it is not
the type necessary to achieve all her goals,
she needs to cooperate with someone who
has political force if she wants 1o bring civi-
lization to Grevesmiihl,

Devate some time to research, Exchang-
ing information and learning from others is
not discouraged; nor is traveling around vour
domain. But take time out to ponder what you
have learned and generate some original ideas.
If you can come op with a unique idea or
process, you could have a distinet advantage
OVET CIFCILMSLANCE Or vOur enemies,

Do not live defensively. Take action when
& situation requires it, Even if vou lack the
power af yvour foes, do not let them dictate
the rules of vour relationship, If 4n enemy
wizard constantly encroaches on vour
SOUTCES, Or @ regent continues to rule op a
province (and reduce vour source in the
process), do something about it. Do not just
defend yourself but fight back—diplamati-
cally, militarily, or magically, Make that per-
son think twice about tampering with vou
again. He might turn to easier prew

the sword mage
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Bloodline: Vorvnn, masjor, 42,
Blood Abilities: Alter appearance, resistance
[major .
Special Equipment: Cloak of swords AC 0,
Blade of protection +2, Made of magic protection
(works as scarab of protection), blade of apening
(works as chime of opening). numerous pations
and scrolls,
Spells usually memorized: Burning hands,
change self, magic missile, wall of fog: Mlirdmess,
flaming spheve, stinking clowd, web; firehall,
lightning bale, slow; ice storm, Shaefpacte’s shad-
oy distinction; cone of cold, summow shadow,
Proficiencies: Dagger, Saber, Reading Writ-
ing Anuirean, Weaponsmithing,
Description/History: The Sword Mage, first
mentioned in the Ruins of Empire book of the
BinTiRicHT hoxed set, controls 4 wide network
of sources and ley lines in the Heartlands of
Anuire, he formidable mage is mysterious—
none is sure of his age or whether the spell-
casteris a man of 4 woman, "He” {male pro-
nouns will be (sed here for simplicity) revealed
himself ag Vos vears ago in a brief communiqué
with the then-regent of Ghoere,

The Sword Mage hides his identity for
some reasen known only to himself—
though some say he interacts with
frends who, if certain of his true
identity, could contrel him in
return; The threat of death
(o wiorse ) keeps the curious
from probing oo deeply
and the foolish out
of the Sword
Mages path,
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The mage currently allies himself with Gho-
ere and its rlar, the baron Gavin Tael. Itis an
alliance of convenience and little interaction.
The Sword Mage protects his own interests as
well as the baron's by preventing hostile magic
from encroaching upon Ghoere, Meanwhile,
the baron gives the Sword Mage enough goid
far him to cast his speliz and perform experi-
ments—but not so much that the wizard
allowes ideas of conguest into hiz head,

Little 15 knoswn of the Sword Mage's past.
By the time Tasl realized his presence in Gho-
ere, the mage had already set upa powerful
series of sources and short, unchallenged ley
lines, Those who have dealt with him describe
the wizard as aggressive, sometimes belliger-
ent, but not incautious.

Many wizards, knowingly or unknowingly.
create for themselves mantles of distinction, The
Sword Mage's fascination with blades of all
types is his mantle, He has either manufactured
or otherwise procured many magical swords
that he issues to his ieutenants as needed. Also,
his roots in the militaristic culture of the Vos
have enabled him to Become proficient at the
saber, a highly uniusnal feat for wizands. _

The Sword RMage's cloak of swords 38 a pow-
erful m&gic.a]ﬂl‘tem constructed of heavy fab-
ric and magically flexible swords that meld
with the fabric. Each sword provides a new
layer of protection to the wizard's person.
Some speculate that he ance had the service
of a fiend from another plane whe could
transform the semblance of magical items:
Supposedly, the creature turned @ cloak of
protection, a chimg ing, and other mag-
ical itemng into swords the wizard added to his
n.'lmh.._-’ﬁ_ﬁrha}pn the Sword Mage can still call
on that particular fend at will, é¢ perhaps he
has learned the trick himself=occasionally

rumors claim thar e has added o new item to)
hit arsenal, thus increasing the threat he!

poses 1o thg Heartlands, .
4 His power 'mat_g concerns Roesone,
Mhoried, Alamis, andhe other kingdoms in
and aronnd thaﬂ-leu'rtiunﬂt. Ghoege 15 an
ambitious baron in pursuit of the Iron Throne:;
“he has/cultivated his alliance with the Sword
- Mage with thisend in mind: Fortunately, the
s milicary might of Roesone stands

a st B souxth, the political powerof

em b mﬁﬁﬁa the

coritant, uaknown of th Eﬁiacr geEps
his eve to the wéste N e

o The Sword Mag s himselbscems vbsessed

" m I’.?‘_‘g:ﬂ[ﬂl power. He values strong offensive
spells, while hismagical items tend to be defen-
sive i natare. It s said he :gn}‘!_ rsonal ducls

with wizards 2nd even nonwizards, trusting his
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magic and skill at arms {not toa mention his
ftems} 1o see him through any conflict,

The Sword Mage is not above using others
to do his dirty work, His chief retainers are
nearly as feared as Ghoere'’s [ron Guard, Some
are dual-class fighter/mages, while others are
simply rogues of the highest order. These
operatives achieve goals ton petty [or the
Sword Mage's personal attention, acting in
anonymity if possible bot revealing their
nature if necessary, Like the Sword Mage him-
self, cach retainer guards his true identity with
his life. When operating “openty,” cach hench-
man wears a lull-face, silver cloth mask with a
black sword bisecting the face. They are sel-
dom scen in this garb—but when they are, fear
follows them,

The Sword Mage's “rumored” ability to con-
tact other planes and bring across liends as
servants 15 genuine. He exploits this ability
when necessary, summoning powerbul beings
to achieve his darkest goals,

the sword mage’s
double-edyed strateqies

A powerlul wizard with a warrior's heart, the
Sword Mage's tactics may seein more mun-
dane and direct than thase of other wirzards,
but he makes up for his apparent lack of
arcane interest with a cunning that keeps ham
in power and comiortable. The Sword Mage's
sirategies can be summarized as tollows:

Fear of the unknown is effective, but fear
of the known can be even more powerful.
The Sword Mage's direct approach keeps chal-
lengers off his doorstep, While other wizards
come up with complicated, even brilliant ways
to keep rivals at bay, the Sword Mage simpiy
kills or cripples his ¢nemies: Some wizards
might think they can deal with the mysterions
spellcaster's magical threats; but the Sword
Mage brings their own mortality to light: He
will not dance the arcane dance with a fellow
practitioner: he just kills his foe.

Secrecy works to your advantage. Mo onz
knows the Sword Mage's identity; the wizard's
sccrocy keeps evervone fearing what they can-
not see, He could he anywhere, at any time,
and no one wouold know, Plus, if things go
wrong the Swoed Mage can talow off His tollvale
cloak of swords and digappear, A 10th-level
wizard [especially one whose appearance and
sex is unknown) who wants fo stay out of sight
is pretty hard to find—just ask those still
searching for Quirad al-Diinn

Subtlety works, The uneducated dismiss
the Sword Mage's tactics as draconian and



heavy-handed, He has a pseudossecret police
and enjovs working with the armies of Ghoere.
But lonk at his past; Hesct up at least five of
his present.day sources before anvone even
noticed—right under the nose of the High
Mage Aclics, Rogr Aglondier, and the Spider.
By the fime an realized a new practitioner
Was 1T towT, ﬂis- network of sources and ley
lines was set up and ready to go. Now he tises
his demain actions only to strengthen his posi-
tion. Mo one knows what his plans are orwhat
miysteries he hides behind his cloak,

Mundane methods also work. Many wiz-
ards surround themselves with apprentices
anidl lieutenants who use magic. In secking to
siréngthen their arcane power and knowledge
thev often neglect other inléerests, Not so the
Sword Mage—he has recruited operatives
wilh stealth and fighting abilitv {and some
magical talent), He uses them like the secret
police force ol Ghoere, but In pursuit of his
own agonda.

Exploring the bounds of Cerilia can
vield rewards, Many stories exist concerning
contact—and conflict—with other planes.
Most Cerilian scholars and wizards dismiss
these occurrences as contact with the Shadow
Warld or simply elabarate hoases, The Sword
Mage explored the rumors, made contact
with otherwarldly beings, and uses their
knowledge and power to his advaneage, Oth-
ers could as well, Even wizards nol interested
in atf-world exploration could rap inte the
ancient knowledige of the Basarji (said to still
exist bevond the seas) or even across the
Straits of Aerele in the wilds of Aduria,

[ﬂn::;rnlin-;_‘r from the swocd
Mugt:‘s mistalies

Those who study the Sword Mage may come
to the conclusion that secrecy and anonymity
have some drawbacks:

Mystery and repulation drive away as
much support as they garner. While the Sword
Mage s considered mithless and brutal by most,
other rulers of Cerilia with worse reputations
have no trouble finding allies and vassals, The
Sword Mage, a powerful wizard with much to
olfer pn alliance, hax anly one—an unedsy part-
nership with the despicable Baron of Ghoere,
Uithers in Anuire might wish to ally with the
sword Mage if they knew a little more about
him o if his reputation wasn't so forbidding,

Directness provekes direciness, Two wiz-
ards jockeving for magical supremacy do not
generally affect the mundane world in wavs

that ¢commoners or even other Tegents can e —
perceive. However. the Sword Mage's i L)
retainers; his fendish allics, and the haron's =

forces working in the wizard's favor all
attract attention. As a resull, when the Sword
Meage enters into a contlict with another wiz-
ard evervone sees the Sword Mage as a more
powerful bully acting against a less poverful,
relatively nonaggressive foe, This perception
sometimes brings the chaflenger unlooked-for
tid in his battles with the Sword Mage,

Distinction breeds legend. Rumors and leg-
ends aboot the Sword Mage fiv around the boe-
ders of Ghoore. The tales always portray him as
evil, cruel, and heartless—more so than other
regents who have resorted to even louler mei-
sures {o achieve their goals, The Sword Mage is
starting to attract adventurers and heroes who
long [or the glory of overcoming the "evil
enchanter” and plundering his magical treasore-
trove. The Sword Mage can use his ficnds, the
baron’s troops, his retamers, and his own ahili-
ties to stymie and destrov challengers, but deal-
ing with them wastes his time and resources—
and eventually one might succesd,

cﬂﬂlcnrwy nn
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Bloodline: Anduiras, major, 22.

Blood Abilities: Animal affinity |minor),
corape [major)

Special Equipment: Cloak of proteciion +3, z
sl <2, boots of elverkind, large belt pouch
of bolding, numerous potions and scrolls,
Spells Usually Memorized: -
Clomprehend languwages, detect magie,
hyprotisnn, jmp, moune; foriet,

Bypmotic pattern, invisibiliey,

Fevirate, web; delude, dispel

magic, enbance blood ability,

slomt, suguestion; cham monster,
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fear, ballucinatory terratn, plant growth; amimal
gromth, feeblemind. sending, teleport; conure ani-
mas, suppress bloodline,

Proficiencies: Dagger, Staff, Astrology,
Herbalism, Reading/Writing Basarji, Read-
ing/Writing Elvish. Spelicraft.
Description/History: Caelcorwymn, first men-
tioned in the Cities of the Sun campaign expan-
siom, is the court wizard of Bhuannach, an elven
clomain near the Khinasi states. He is tall and
graceful, and he appears full of vouthful energy—
like a coiled spring ready Lo be unleashed. He
bears a single scar over his right eye, a "trophy”
given to him during a heated slarmish with Black
Spear raiders, The gash serves to remind him of
the limits to his immortality.

Caelcorwynn and the other elves of Rhuan-
nach maintain guarded goodwill with
humans—particularly the Khinasi. Untortu-
nately, the Lamia, the Black Spear Tribes, and
the other humanoids of the region have cut
them off from many of their Khinasi allies and
keep the forest kingdom under siege. Fow
humans travel to and from Rhuannach; Cael-
corwynn keeps his eyes on those whoe do,
guarding against treachery and hoping for aid:

Caeleorwynn came to magic early in life. He
learned all he could from his teachers at a
young age, then abandoned his enchantments
for nearly a hundred vears. Some say he had no
discipline for magic, others helieve he became
hored with the ropetitiveness of ancient rituals
and the study of ancient tomes, e went wan-
dering (or a dozen years, up to Cwmb Bheinn
and south into Djafra and even Khourane.

As a result of his travels; the olf wizard per-
ceives mare clearly than others of his kind the
threat {0 not onby his kingdom, but to all of the
‘southern coast as well, The Lamia, the Black
Spear Tribes, and even the seemingly far-away

v Serpent dll pose threats to peace and hope. This
revelation drove Caeleorsimn back to magic
with renewed forvor,
-, I was then—about 30 years ago—that {pel-
/- parsnn caught the eye of High Lady Fiona,
[t e i, LI " whio was in
need of a
court wizard,
High Lord
;  and the for-

'.I J 1T, meT it

— e

& % F | -
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wizard, an ancient elf named Brassandrae, had
just died in battle against the Black Spear
Tribes. Ballads say that Braesandrae used his
lagt spells to defend the High Lord's body 1o the
last. rather than escaping into the forest, True or
not, when Caelcorwynn accepted the position,
he resobved to serve the High Lady with eqgual
faithfulness, and not to allow the last holdings of
Rhuannach to disappear from Cerilia.

Fiona, the 3ad Queen of Rhuannach, shares
Claclcorwynn’s devotion Lo the forest realm.
Omnce a beautiful and cheerful elf maiden, the
High Lady became queen of the elves in hap-
pier times. Now, after losing her husband and
pssuming the throne, she has channeled her
sadness into magical explorations that rival
those of her court wizard,

Perhaps it was the High Lady's sacness and
beauty, mingled with her knowledge of magic
and her lovalty to her realm, that sobered Cael-
corwynn. Mo longer the flighty elf youth eager
to teavel the land in scarch of knowledge and
new experience, he has become enamored of the
Sad Queen atid Rhuannach itself, He has voved
that the realm will fall enly after he lies dead at
her side., and that he will not fail to save her.

caelcorwynn’s elven i nsighfs

Maat elf wizards learn patience and under-
standing before achieving ppwer and position,
They came to realize that sometimes the
power and facility of magic can blind its users
to mare effective means of success, If Caeleor-
wynn has learned these lessons, he has yei to
be tested on his knowledge,

The court wizard's strategies can he summa-
rized as follows:

Loyalty and devotion have their own
rewards. Caclcorwynn serves a faithiul ruler
and puts her interests and the interests of the
reals befare his own. Or more accurately, her
interests and the realm's interests become Cael-
corwynn's, He is not blind—he will argue with
the High Lady more fervently than with anyone
else in the demain—but il he cannot dissuade
her From o course of action, he unites with herin
purpose, As & resull, the court wizard is casidy
the most trusted of the High Ladv's advisers,

Lovalty and devotion have their own
rewakds {pact ewo). Tn a boaieges] realm such o
Rhisannach, every &lf and every ally’s contribu-

tion counts, The High Lady, the nobles

7 of the court, and the commoners them-
selves recognize the fact that Caelcoraymn
strives ceaselessly for the people under his care.,
He is a hero in his own land; almost every elf in
the realm would sacrifice much for his welfare.



Do not be satisfied with what you are taught
or told. Although Caelcorwinn spends most of
his days at court with the High Lady, be still
remembers his travels throughout the Rhuan-
nadaraight Forest and the Khinasi lands. From
time Lo lime he slips away secretly to visit old
friends {or, more often, the descendants of old
frieruds), doing them favors or offering advice, His
primary goal on these ventures is not to maintain
alliances, but to gather knowledge. While other
ehvan realms have insulated thermselves from out-
side contact, Rhuannach—through its court wiz-
ard—retains contact with the humans arourd
them. As a result, the High Lady's realm has culti-
vated sources of support and information that
have proven eritical o its survival.

learn ng froun
::m-:!::nr-.ﬂllrrm'ﬁ mistalies

Caelcorwynn has had centuries to perfect, his
strategy, but it does hold a few weaknesses:

Others might not understand vour
respongibilities. Even the High Lady of
Rhuannach, a powerful wizard hersell, does
not understand completely what Caelcorwynn
must do te maintain his sources and ensure his
continued power as.a wizard regent, Conse-
guently, on at least two critical occastons Cael-
conwynn acceded to his ruler's wishes when he
should not have—and the Lamia's wizare has
snatched two source holdings from his control,

Use realm spells. Cacleorwynn, like many
elves, hesitates 1o cast realm spells in his king-
dom's defense. He lears that even the har-
nessed displacement of that much mebhaighl
might somehow harm the forest. Perhaps he iy
right, but the humanoids wha threaten the
kingdom seéem Lo do worse damage. II Cael-
corwynn unleashes his true power against his
realm's enemies; they will know the true power
of elven magic. .

Intatuation can become a hindrance.
While most court wizards do not become smil-
ten with their regents, as Caeleorwynn iz, they
can become obsessed with something—a goal,
an itgm, or a particulareven less tangble. Wiz-
ards must be prasmatic and unencumbered, If
a mage ties himselt too clasely (o anything or
anyone, he may became crippled withouot it,
Caelcorwynn Las atready vowed Lo die in the
High Lady's defense, should the sacrifice
become necessary, Instead of dyving, however,
he shauld resolve to live in her defense, using
his ahilities 1o make himszell strong enough to
prevent the destruction of her raalm,

overall advice

ifferent wizards in different parts of
Dflnn'lir! have dilferent strategics and dif-

ferent wealnesses, One wizard's weak-
ness might be another’s strength: Caelcorwynn
would probably struggle to survive in Rjurik
lands, while the Sword Mage might find himself
in terrible trouble among the Khinasi. But some
pieces of advice can benefit any Cerlian wizard.

wizacds 1n general

At first glance, wizards—in comparison ta
ather regents—seem to be ai a tremendous
disadvantage when politically maneuvering
against nonwizard regents, Upon lurther
study, thal theory asserts itself as arue,

Unlike other regents, landless wizards do
not collect faxes or tithes from their holdings,
They do not control people; they control magi-
cil energy. But in order o perform their most
important domain action-—c¢asting realm
spells-—they noed money and lots of it.

Also, while fighters; thieves, and priests can
function fairly well as low-level regents, wikard
source holders need levels of experience to
cast the more powerhul realm spells necessary
to their existence, Thus, the characters least
equipped o go on adventures at low level are
the ones who maost need to do so.

As a resull, inexpenenced rulers tend o dis-
count wizards as potential allies or even
worthwhile foes, A cautions and patient wiz-
ard can turn this v his advantage. A low-level
wizard might find himself and his sources
abused for the first few years of his rulership,
hut if he survives, he becomes 3 valuable com-
madity, Revenge comes with success,

domain actions

As stated above, the wizard's most useful and
unigque domain action is casting realm spells.
Realm spells are powerful magics that, when
seeupulously applicd; can turn defest into vic:
tory and weakness into strength,

Bl wizards have to effectively position
themselves—paolitically
and magicalb—to
cast realm spetls -

o best advantage. 4 'h'“ ¥ -" e
The following list T
notes each action ¥y



available to wizard regents and explaing how
performing that action helps mages achieve
power and influence in Cerillan politics. Mast of
the advice is geared toward wizand regents who
cantrol only source holdings; those who also
control other types of holdings will have addi-
tional concerns to factor inte their planning

Adventure: If a wizard regent cannot con-
vinee other (friendly) regents 10 go adventur-
ing, he should spend whatever resources he
can afford to hire mercenaries or retaners 1o
go adventuring with him. Tt's that important,
Experience and magical items are the back-
bone of the wizard regent, Lack of them ren-
ders him mneffectual.

Agitate: This does not help a landless wizard
regent at all. Sources hive no lovaloy to adjust;
negatively agitaling against another regent
wastes time and money.

Build: Why would a wizard regent need {or
want) roads through his domain? Possibly for
trade purposes, bul wizards tend rather to
“build” impassable thickets of woods, bram-
bles, or briers o deter law regents from creat-
ing holdings—they tend to increase province
levels, driving source levels down automati-
cally, Wizards do hest to keep their areas wild,

Contesty All too often, wizards expend valuable
resources contesting each other’s sources, Con-
testing holdings can become a sucking mire of
G and RP that wizards do not have or cannot
alford 1o spend. The smarl wizard is
willing to share provinces with other
regents, Certainly. having enemy
wizards control sources in the

S4Me are Lroates Inconvenience,

" but-he can defend himself and

“ his domain adequalely il he

uses lev lines to connect J few
powerful sources o provinces

with smaller holdings.
g
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Create Holding: A wizard is best ofl start-
ing with one source, ruling it up to ils maxi-
mum level, and guarding it like crazy, Then
he can create numerous smaller sources i
ather provinces, Wizards should create
haldings whenever they can, especially in
areas with high magic potential, Controlling
ANy sources inereases a wizard regent’s
range of influence,

Declare War and Decree: Wizards scldom
uze these petions, Standing armies cost money;
decrees are issned on g case-by-case basis.

Diplomacy: Wizards should actively partici-
pate in diplomacy even if they must send eu-
tonants in their steads. Alwavs in need of GB
andfor RP to finance realm spells, ley line
forging and maintenance, and other wizardly
pursuits, mages can use this action vo establish
alliances with other regents (“will cast spells
for money”) or enler inte a formal agreement
1o serve as.a coort mage, Wizards should exers
cise caution, however, in revealing to anvone
the full extent of their capabilities,

Disband: Most wizards have little use for troops
of their own. If wizards must have units, they
should try to dishand them before payday.

Espionage: Information is one of any regent's
primary resources: Rulers need to know what
the people around them are doing, While wiz-
ards are not very good at espionage them-
selves, they can get lieutenants or allies (o spy
(or even assassinale) for them.

Finances: Wizards should keep their money in
Gold Bars if possible—one never knows when
a realm spell might be needed.

Forge Lev Line: If & wizard can afford ley
lines into every province on Cerilia, he should
forge them, The more provinees in which a
wizard can cast realm spells, the more power-
ful he is as a regent: Unfortunately, wizards
st pay to muiut#ﬁ"i'-thc !méﬁ A savyy spell-
caster can persuade an allv.we doahis: TH vour
majosiy wants me fﬂ=grnl,'i;1;‘._§.1hia5_' province
from the evil sarcergr next door, I nédd to
farge and maintain a lev 11'1':'2.'i et

Fortify: This extremely expensive action is of-
questionable use toa wizard regents : “}
with this much cash s:huu]:%ﬁg_gz_afﬁ_trtﬁ_

spells instead, _ N



Grant: Generally useless to wizard regents,
this action can come in handy for wizards of
greal repute. Elevating retaimers to special
notoriety [as the Sword Mage has done) can
create a positive effect with little cost,

Hold Action: The smart wirard exercises this
option lrequently, especially while at low leval,
No one wiants to constantly react to others’
deeds instead of initiating one's awn, but
responding Lo a rival's action is easier than
predicting it,

Investiture: A wizard certain of anather
regent’s lovalty can benefit from making him a
vitssal—chuz doubling the liege's power. Blood-
line and damain investiture, of course, occur
only a5 needed.

Licutenant: Wizards want lieutenants, They
enable a regent to gain one additional
domain action per domain turn and can per-
form character actions of their own. A regent
with a powerful bloodline can attract higher
level characters to adventure with, offer pro-
tection: and perform research. A wizard with
foresizhe will, as often as possible, assign at
least one lieutenant the task of converting
battle spells (see the "Bartle Spells” chapter
of this boak),

Move Troops and Muster Armies: Wisards
are hetter off supparting other repents’ armies,
not building their owm, Landed wizards should
olnain a vassal to perform these actions.

Ply Trade: Cash-poor wizards can use this
action Lovearn money Casting spells, writing
scrolls, creating and selling continual [ight
lanterns: and so an, A shrewd wizard will yse
diplomacy to increase the amount of cash he
earns, exceeding the standard "25 gp per char-
acter level times the province level™ stated in

the BinriricHT Rulebook.
Realm Spells: Although this is the wizard's

most unique action, he should use it
sparingtv at first, New regents want
lo avoid angering other regents with

frivolous castings: Using sebversion to misdirect
a unit or take over a licutenant might be fun,
but it will oaly create cnemies. 1deally, a wiz-
ard should use his realm spells in conjunction
with allies” actions and in the protection of his
own domain.

Research: This action is a wizard's friend,
Every month a wizard spends researching
malkes him that much more powerful, A clever
mage will create “disposalle”™ magical items
(potions, scrolls, etc.} and either sell them or
provide them to allies. Outfitting a friendly
regent's lieutenants with useful items (as a ges-
ture of goodwill or as part of a deal) can gener-
ate returns bevond mere gratitude. Also. using
research to learn or create new realm spells and
battle magic s never a waste of time,

Rule: This action is especially effective as a
realm action. A wizard with several sources
{0 or (1) who increases many ar all of them at
once boosts his power and mfluence signifi-
cantly. A smart wizared will try to negotiate
beforehand with other regents in the arca to
avoid an RP bidding war,

Trade Route: Trade rontes are a great source
of income, but only guild holders can estah-
lish them. If & wizard does not contral a
source (7] or higher {which effectively gives
hime a guild (0)—see the "Sources” chapler of
this book}), he can profit from taking on one
or two gnild holdings or abtaining a guild-
MAasTer a4 a4 vassal,

Training: Improving proficiencies or adding
hit pointsare beneficial activities, bui wizard
regents have more pressing matcers on which
to spend actions, PCs should avaid this action
until they feel camfortable in their regency or
cannot think
of anvthing
cfsc to do,

-
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From the time she was o litle girl, Raisa showed
berself to be different from other children, Her
dreams were not dreams, but foretellings: she
knew things others did not—could nor—know,
Whenever she fell to the ground in one of ber
“fits” the rest of us grew silent, for we waiied drix-
iowsly to hear whether her latest vision prophe-
sied good or il for the village. Raisa bad the gifi
of sight— gift some respected, many feared. and
no one [ully understood,
—Petrov Vladmaar of Rehley,
speaking of his sister

T S

ost people think of magiclans as
M entertainers who do little more than

pull rabhits out of hats, Certainly,
PC magicians can do just that sort of trick—
bt they are capable of much more. Magicians
and seers can be characters of incredible
depth and complexity, individuals rich in per-
sanality, motivations, and goals (if not usually
in gold), As PCs thev bring unigue skills and
roleplayving opportunities to campaigns; when
encountered as NPCs they should never be
underestimatad or carelessly dismissed.

magicians
and seers
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the mﬂg'iciﬂn
character class

agicians and seers belong to a char-
M acter class unigue to the BIRTHRICHT

world. These spellcasters specialize
in the magic of knowing and seeming—the
schools of divination and illusion, Considered
“touched” by ordinary folk and mere dabblers
by true wizards, those who command lesser
magic have carved their own niche in Cerilia's
varied cultares.

The magician character class comprises
magicians {those whose interest leans toward
illusion) and seers {those whose skills lic in
divination). A member of this character class
iz considered a specialist in bath schools,
though a character's education and expenence
may concentrate on one ar the other,

Only humans may become magicians. Most
members of this character class are unblooded,
blooded individuals may become magiclans,
but in ¢hoosing to specialize in lesser magic
they forfeit their ability to wield true magic.
Far this reason, hlooded magicians are rare
individuals, Blooded magicians can be regents,
hut they cannot access sources or ley lines Lo
use realm magic, Unblooded magicians, hike
unhlooded individuals of any character class,
cannot be regents,

Considering the power of which true wiz-
ards are capable, why would a player want to
accept the limitations inherent in magicians?
Actually, this character class offers players
several advantages:

As nonregents, magicians are free of the
responsibilities of rulership and domain man-
agement. They can live the life they choose to
live instead of a life they were barn to live, If
they are interested in high-powered politics
they can gerve as advisers or members of
court; if they prefer 1o live on the fringes of
society they can travel wherever the road
takes them.

As practitioners of lesser magic, magicians
and zeers tend 1o be less intimidating (o athers
than are true wizards, Regular [olk consider
them eccentric and mysterious, and might not
invite them over for dinner or be happy about
one marrving into the family, But they do recog-
nize a ditference between a seer who can predict
the sex of an unbaorn child or help find lost




items. and & wizard regent capable of summaon-
ing undead legions, Magicians and seers might
he marginal members of their communities, but
they are still part of them, And in Khinasi,
where magical dabbling is a popular pastime.
they are accorded at least as much ecspect as
blooded characters of other classes,

Many magicians exhibit roguish tenden-
cies, as their backgrounds have given them
broader ranges of experience than their true
wizard counterparts, In addition to Wizard
and General nonweapon proficiencies,
magicians also can select Rogue proficien-
cies without spending extra slots. Alsa,
magicians can use the followingweapons,
miany of which are forhiddén to wizards:
club, dagger, dart, knife, short bow, light
crossbow, rapier. sling, short sword. staff,

Because practilioners of lesser magic excel
in the use of cantrips and rely on them heavily
in their worlk, 1st- through 3rd-level magicians
with Intelligence scores of 17 or higher can
cast cantrips automatically without having to
use spell memorzation slots. At dth level, all
magicians gain the ability to perform these
minor magics at will, withoul spending spcll
memorization slots,

As specialists in two schools of magic,
magicians can cast fllusion and divination
spells of all levels, Benetits of specialization
include one bonus spell per level from either
of their two primary schools; a -1 penalty to
saving throws vs, illusion and divination
apells imposed on magicians’ victims: a «1
bonus to their own saves vs. illusion and dive
ination spells cast at them: a +15% bhonus
when learning spells from these two schools
{with an attendant -15% penalty for learning
spells [rom other schools): and the avtomatic

gain of ong new
illusion or divina-
tion spell (magi-
¢ian's choice) for
their spellboolks
upon reaching a

NEW experience

level, Further,

magictanz have
no restrictions
regarding oppos-
ing schools, and
can cast Ist- and
2nd-level spells
trom all schools;

cre(lﬁntg Q
MAgQICIAN Or
seer character

hen developing a magician or seer,
Wp!avers should spend some time
deciding what tvpe of spellcaster

they want the character to be. Is he a traveling
illugionist who earns his living as an enter-
tainer? Is she a soothsayer who counsels the
king, unbeknownst to his more prominent
advisers? [s he a frustrated would-be wizacd,
limited by birth hut not in ambition? Or, having
never asked for the magical gitt she was born
with, does she wish it would just go awav?

Personal history, interests, motivations, and
goals are an important part of developing any
character. But in the case of magicians, these
elements are critical—plavers will have a lot
more fun with & magician character if they
know who the character is. what he wants to
accomplish, and how his command of lesser
magic can help or hinder his achicvement of
those goals,

The character Garmisch exemplifies how a
magician can set goals and use lesser magic to
acdvance his career:

gm*mi.ﬁch of
p{.‘tr’rﬂnlmﬂmn

Garmisch, a 10th-level magician, comes from
the village of Partenkirchen in the Brecht
domain of Danigau. Garmisch developed

a [ascination with both magic and

olitics earlv in life, but his lack of : _']1
bloodline prevented him from ]
wielding true magic or serving J
as a member of court, 7 5.
Howewer, Crarmisch

met this challenge : PI '
bv becoming a ™
magician. ¢
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Carmisch has concentrated his spells in the
two schools of which he can best take advan-
tage, rounding out his repertoire with & few
alterations and enchantments. Most often, he
memorizes identify, know bloodline derivation,
ketow Cerilian origin, ventriloguism: alter self.
forget, invisibility, know alignment; clairandi-
ence, spectral force, wraithform; detect scrying,
fear: contact other plane, false vision.

While not a wizard, Czarmisch has neverthe-
lexs gained the respect of his mler. The Count
of Danigau, a formidable sorcerer in his own
right, has come to depend on Garmisch for
intelligence information—which the magician
garners through judicious use of alter self, kmow
Cerilian origin, krow bloodline derivation, know
alignment, and clairaudience. As Erik Danig has
formed his spiderwebs of ley lines and holdings,
he has called on Cacmisch to create a network
al spies and informants for his own personal
use. Some are merchants who have allowed
Carmisch to eavesdrop on secret mectings ot
puildmasters and other important personages;
others are fellow magicians who see Garmisch
as their role madel, who in their cagerness to
please him and gain personal attention have
created small intelligence-gathering groups of
their own that relay information (o him at regu-
lar intervals, Garmisch’s network gives Danig a

guild {0} in Partenkirchen,

Garmisch has been cautious in his choice of
participants: most of them are aware that their
lives would be at fsk il Danig ever discovered
signs of duplicity, Garmisch has taken steps to
ensure lovalty in his followers by giving them
rings enchanted (by an anonymous wizard] with
seleport without ervor spells. Should his clainawdi-
gnce reveal a double agent, the offending spy is
brought immediately to the dungeons,

Ciarmisch himsell has been known to mas-
querade a5 a moneychanger, working out of a
hooth in one of the many temporary markets

of Danigau. Making liberal use of his alter

self spell, he appears in one of several
personas, each one associated with a
particubar marketplace on a particular
set of days. In this manner he keeps
in contact with members of his
network, organized in cells so

that no ene knows everyone

in the association,

CGarmisch leads

these cells,

adopting a

different

pPersona

for.each.
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Of course, he atsomakes a tidy bit of change for
himself on the side, since naturally he must
undertake the usual moneychanging transac-
tivns. Each of his personas is fully licensed to
operite within the marketplaces of Danigauw.

mﬂgicinn kits

he magician cheracter class lends iseli

I well to the use of kits to help classify
different types of magicians and seers,

The following kits specific to the BIRTHRIGHT
game setting are designed to challenge and
entertain players and DMs who thought char
acters who command lesser magic are limited
Lo stage magic alone. Plavers with additional
ideas lor kits are encouraged to discuss them

with the Dk

illusionist kits

Characters with illusionist kits concentrate
their spells in the school of illusion, Until such
characlers reach oth level, no more than 23%
of their spells should be from other schools.
The Court Magician kit is the sole exception
to this guideline,

couct mugif.: 10

Court Magicians have not coly mastered illu-
sions and divinations, but alse develop their
skills as much as possible in alteration magic.
While not as powerful as court wizards, Court
Magicians cost far less to hire and maintain—
making them a popular choice for minor nobles
Court Magicians are valued for both their div-
ination and entertainment talents. These charac-
ters have the broadest magical skills of all magi-
cian kits, as one never knows whether the count
will neat want guidance in drawing up future
mans or diversion for his son's birthday party,

Heguiremenis: ot Maglcians st have
Intelligence scores of 16 or higher.

Weapon proficiencies: None reguired,

Recommended nonweapon proficiencies:
Animal Training, Artistic Ability, Astrology,
Dancing, Etiquette, Juggling, Local History,
Musical Instrument, Singing, Spellcraft.



Equipment: In Ltheir role as entertainers,
Court Magicians possess a stageering array of
props: Trained beasts, costumes; musical instru-
ments, and weapons are only the beginning,

Benefits: As experts in low-level alteration
spells, Court Magiciang enjoy doubled dura-
tians on 15i- and 2nd-level alteration spells.
1opells with “instantanecns” durations instead
halve their casting times. )

Hindrances: Court Magicians cannot cast
spells from schools other than alteration, divina-
tion, and illusion. This attention to detail, hiw-
ever, atfords them the benefits described above.

Otten, only the regent who hires the Court
Magician {and perhaps his closest advisers)
knows the true power of this individual.
Guests of the court see only a highly-trained
juggler, animal trainer, or entertainer of
whatever sort the magician chooses ta por-
trav, Therefore, Court Magicians seldom
receive the respect due them. In game terms,
this slight is represented by a -2 penalty on
reaction ralls

(Iisguiﬁtr

Lhsgruisers spocialize in changing their own {or
others') appearance through illusions bol-
stered with physical aids {cosmetics and
wardrobe). Courts find them useful adjunces
tar their spy networks! theaters often hire them
s0 thal they can present “the finest in quality
entertainment” without having to actually fnd
the lamous actors and actresses of the day.
Dispuisers also often work for vain members
of the nebility, ready to provide just the lock
the customer wants at a2 moment’s notice,
Rumors surface now and again of a power-
ful renegade disguiser whao, along with a
Bloodline Hound (see below), has sold his
ther?) services 1o the Gorgon so that awnshegh
may walk among humankind undetected,
Requirements: Disguisers must have initial
Charisma scores of 15 or higher,
Weapon proficiencies: None required.
Recommended nonweapon proficiencics:
Eizgunse, Etquette, Heraldow Intrigue, Mod-
ern Languages, Seamstress/Tailor, Spelleraft.
Equipment: Disgoisers keep a well-stocked
cluset. They maintain a wardrobe spanning the
claszes. trom poarest wail Lo wealthiest noble.
Likewise, they ave cartain @0 have cosmetics
with which to strengthen their illusions.

i e e ——
m—

Benefits: When casting alter self or chamge
self, the Disguiser need not use any verbal or
somatic components, Mere torce of will is suf-
licient to effect the changes desired.

Hindrances: Because they spemd so much
time changing appearances (their own and
that of bthers), Disguisers lose 1 point of
Charisma for every two experience levels, The
ahility score cannot drop below 3, This loss is
attributed to denial of their true appearance;
living in someone elses skin, as it were, laads
them to deny their own looks and be dissatis-
fied if thev cannot maintain the appearance o
which they have hecome accustomed, The
resulting detrimental effects on personality
account for most of the Charisma loss; some
rare individuals also [ind that their actoasl
appearance changes for the worse the longer
they maintain their fllusions.
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lurminatos

Muminators are proficient in the casting of
light-hased illusions, Phantasms are beyond
their ahility hocause of their total dedication
to the understanding of light and its proper-
ties. Their lusions are unusually long-lasting
and highly ctiective (see "Benelits,” below),
Muminators are a rare type of subsipecial-
ist. They are found mainly in Khinasi—nohies
whao dabble in magic, or one of many magical
entertainess in a large court.

Requircments: [luminators must have
Intellisence scores ol 16 or higher and Dexter-
ity scores of 17 or higher.

Weapon proficiencies: MNone required,

Recommended nonweapon proficiencies:
Fire-building, Spelleralt.

Eqguipment: Tluminators traditionally wear
a snn symbiol somewhere on their person. as
jewelry, embroidery, or even a tattoo,

Benefits: lusions that affect mainly light
{including color and shadow) when cast by
an Iluminator have double duration, Any
effects caused to those who see the illusions
are also doubled,

Hindrances: luminators cannot cast
phantasma, Audible

glamer, Nystuls magical

aura, phantasmal force. spook,
sertvilnguism: deafness, improved
phantasmal force, Leamunds trap, whis-
pering wind; phantom steed, spectral force:
fear, minor erearion, phantasmal killer, shadow
prodtsters: advanced dlusion, demtishadow mon-
aters, dream, major creation. shadow door,
shadow magic; demishadow magic, eyebife,
mislead, permongnt illusion, programmed
illusion, project image, and shades are all
off linwits to [luminators,

Because these spells include elements of
hearing, touch, of speech, Mluminators can-
not cast them, [n particular, they cannot
cast any spell dealing with the demiplane o
shadow, Likewise. spells that directhy call
upon the fears of the viewer are off fimits.
Cmby illusions, the spells that resolt [rom
“tricks of the light,” are usable by
Mlurminators; howesver, as noted above,
their durations and effects are doubled,
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diviner kirs

Characeers with diviner kits concentrate thair
spells in the school of divination, Until such
characters reach Bth level, nie more than 25%
of their spells should be from ather schools,

bloodline hound

The Bloodling Hound specializes in spells
that identify and allfect blooded individuals:
kreow bloodline devivation, krow bloodline
strength, know Cerilian origin, mask bloodline,
and disguise bloodline {all detailed in the
*Conventional Speils” chapter of this book),
Most often, Bloadline Hounds are magical
mercenaries; hiring themselves out to wloe-
ever offers the most gold (and the most per-
sonal pratection). Regents employ Bloadline
Hounds for many reasons, including rooting
out pretenders to the throne and finding
heretofore unknown heirs (in the case of a
contested domain), Rulers also might hire a
Bloadline Hound to disguize their own or
athers” Mloodlines.

This tvpe of specialist is not known 1o the
general public, and indeed is rarely spoken
of even among those "in the know.” The
power inherent in the knowledge of someone
plae's bloodline, and the ahility to make a
bloodline seem to be of a different deriva-
tion, is great indeed. This is one ut'_th.t*. s
specialist magicians who can strike fear into
the heart of a regent,

Rumors have already surfaced of a Bloodline
Floumnd who works in concert with a Dispuiser
[see above),

Reguirements: Bloodline Hounds must
have Intelligence scores of 16 or higher.

Weapon proficiencies: None required,

Recommended nonweapon proficiencies:
Ancient History, Intrigue, Local History,
Speficraft.

Equipment: Bloodline Hounds need no
special equipment, nor do they wear or carry
anv identifying items,

Beaelits: Bloodline Hounds enjoy halved
casting times on the above-mentioned spells,
In addition, targets of these spells cast by a
Bloodline Hound make their saving throws at
an additional 2-point penalty to their rolls.

Hindrances: If their position is made public.
Bloodline Hounds suffer <4 on all reaction rolls
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Crystal Garers are specialized Oracles {see
helow) who use pemstones to the exclusion
of all other scrving devices, Their divinations
alwavs come through in visual form: [or
example. a successtul clatrawdience results in
words appearing on the inside of the crystal
garer's gem, These individuals can draw
mebhaighl (thereby boosting their divining
powers | by attuning the gemstones through
ritualized preparation of the stone and pra-
cise culting of the lacers. Oaly a Crystal
Gazer can cut a stone [or use by a Crvstal
Gazer; ordinary gem cutters are incapable of
“reading” the gem correctly Lo produce the
proper channeling [acets.

Requirements: Crystal Gazers must have
Intelligence scorcs of 17 or higher and Wis-
dom scores of 16 or higher

Weapon proficiencies: None required.

Recommended nonweapon proficiencies:
Appraising, Astrology, Etigquette, Gem Clut-
tingr, Spellcrall.

Equipment: Crystal Gazers always have
their memstones close at hand, often in 2 spe-
cially constructed containgr (box, pouch, sack,
etc.) further protected by magic, Additionally,
they must have gem cutting tools, as they are
alwavs an the prowl for better quality stones,

Benefits: In addition to cnjoving the bene-
fits for Oracles, Crystal CGazers can use their
gems o draw extra mebhaighl to fucl their div-
ination spells.

This additional power grants the crystal
gazer a shorlened casting time on divinations;
casting time i cul in hall provided the Crvstal
Gazer succeeds in a saving thiow vs. paralyza-
tion [see below).

Hindrances: Because they use the gems to
draw larpe gquantities of mebhaighl, Cry=tal
Cazers risk damage from power surges, Each
time a Crystal Gazer casts a divination spell,
he misst make a saving throw v, paralyeation,
Failure indicates that the mebhaighl has
fAowed through the memstone into Lthe Crystal
Cazer, rendering him unable 1o [unction for a
number of rounds equal 1o 20 minus

his kevel, (Only régent
wizards are able to
channel mehbaighl

. . 3-r3-7"‘__ - through themselves
'l with little 1o no risk, |
The Ceystal Crazer

falls to the floor {or

slumps in hiz chair, if he was scated) and
remains motionless antil the indicated number
ol rounds has passed.

oracle

Known as soothsayers in Khinasi and prophets
in Vosgaard, Oracles specialize in divination
spells to the exclusion of all other schoaols.
These are the individuals from whom kings
and commoners alike seek counsel: "Should I
lead my people into war?” "Should [ marry
Martin the cooper?” "When will the famine
end? "Who killed Laiusi™

Oracles use a number of devices—irom
crvstal balle to tea leaves—in addition to their
spells when searching for the truth. Even so,
they don’t alwayvs receive responses to their
magical inguiries; when they do; the answers
ate ollen not immediately intelligible, Tt is not
at all pnusual for someone Lo consult an Ora-
cle and receive a crvptic reply that becomes
clear onby in hindsight,

Requirements! Oracles must have Intelli-
gence and Wisdom scores of 16 or higher.

Weapon proficiencies: Mone roguired.

Recommended nonweapon proficiencies:
Astrology, Gem Cutting, Herhalism, Spell-
craft, Weather Sense,

Equipment: Oracles often carry g scrving
device of some kind. be it a crvstal ball, a black
mirret, of merehy a bowd they fill with water.

Benealits: Ovacles enjov a -1 casting time
bonus on divination attempts. (That is, a spell
with & custing time of 3 eftectively has a cast-
ing time of 2.3 Oracles also enjoy positions of
respect in their communities, particularly as
they grow older,

Hindrances: Althoogh they enjoy respect,
Oracles tend 1o make people nervous, Folks
senerally do not like to be around those who
could learn anvthing about them they wanted
tor know, As a result, Oracles have [ew real
friends and suffer a —1 to reaction rolls when
not performing their duties.

wisinnnrll-

Visionaries have no control aver their divining
powers, Visions come wpon themm at oy fime,
dav or nighl, awake or asleep. Howeover. their
visions are almost abways accurate. Becauss of
this uncanny ability for prediction, Visionaries
are highly sought-after additions to roval
courts, Visionaries with positions as courl
advisers are generally requested to conline




themselves to their own quarters as much as
possible, for reasons detailed below.

Requirements: Visionarics must have Intel-
ligence scores of 16 or higher.

Weapon
proficiencies: None required.

Recommended nonweapon proficiencics:
Artistic Ahility. Astrology, Spellcraft,

Equipment: Visionaries carry with them a
small scroll case and wriling implements for
recording their dreams (waking or otherwise),
Sometimes Visionaries will draw images they
have scon in their dreams,

Benefits: Visionaries have a 953% chance of
carrectly interpreting their divinations, This
factor overrides any chances for failure as
indicated in the apprnpnatt sp-ell descrip-
tions, If the Visionary is in a province with a
source (2] or greater, her interpretations are
campletely correct,

Hindrances: Because visionaries are so
attuned to the vibrations of the cosmos, they
are subject to visitations at any time of the day
or night. Their dreams are prophetic 80% of

the time and often are nightmarish in their
content, Visionaries commonly suffer from
what are called "night terrors.” A Visionary
wha dreams while sleeping in a province with
a source (2] or greater will experience nothing
but prophetic dreams.

Vigsionaries are limited to divination spells
exclusivelv. When they cast such spells; the
answers do not come right away; instead, they
appear in visions sometime afterward, The
delay, determined by the DM, can he any-
where irom a foew minutes to several months,

Simple folk often accuse YVisionaries of
heing visited by evil influences because they
fall to the ground, shaking uncontrallably and
blathering scemingly nonsensical statements.
This prejudice leads most Visionaries to live
like hermits to minimize their contact with
other people, It is commaon for a Visionary to
hire a scribe as a porsonal attendant; this
scribe duly notes evervthing the Vistonary says
while entranced, for later interpretation,

Because a Visionary's divinations come al
randam tines and can reveal future events,
these characters are handled most easily as-
NPCs, Plavers who would like to play a Vision-
ary should work closely with the DM in devel-
opinge the character,
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“Watch me and pay attention, " the instricior con-
manded on the first day of claxs, The old, sioop-
shouldered wizard had skin that was searly white
fram spending so mamy years within walls, His
long robe drapeed across the flovr as be paced in
fromi of u dozen men and women who had paid
well to aitend the Royal College of Sorcery,

“If vou don't bead my words, your spells wdll
Lack intensity—will miss their mark, Concentra-
tion is imperative when you gre calling forth an
enchanintend.”

He waggled the fingers of bis right hard and
an are of flame shot out, prastically singeing the
hair of the students in the front row,

"See? Concentrate and you can control exactiy

where your spell is released. Had I not paid
atteniion to what I was doing, poor Rigal and
Therari bere would be spending a few days in the
infirmary, " The old man chuckled, then winked,

“If the wizards and studints who lived here
centuries ago kad practiced control—in their
speficasting and in their dealings with the politics
af empire—you would be studying in 2 rall rower
made by the best dwarf stone masons, not in dan
old military barrachs. See the ruins out the win-
dow? That fs what remaing of the fine tower, It is
rothing but a dangerous, smoking deathtrap—
riddled with hidden glyphs and traps and waiting
to-cateh those who would dare explove it

“Stav away, You will live fonger if you comtrol
your curiosity, Bexides, | suspect fow valuable
things renain for would-he adventierers to find,

“Now where was 1?7 Yas—I know. The first step
te casting burning hands i, . ."
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the royal
c.n]lﬁgﬂ of sorcery

he City of Anuire boasts the Roval
I College of Sorcery, an institution
cloaked in mystery and awe and held
in much regard by the Anuirean populace and
spellcasters of all nationalities. Most wizards
in Cerilia have heard of the college and accord
it sorne amount of respect. .
All the known magic within the City ol
Anuire is contralled by the college’s Ruling
Council, each member of which is considened
a regent. The council knows the names and
powers of each magical item in its collection
{and many outside it), records who wears each
enchanted ring and wields each weapon, and
acts in concert to seize items from individuals
who could threaten the city or the college.

the study
of magQIC

The council always seems to know when vis-
iting wizards are in the provinee and where they
oo, Rumors credit this hody with sending spies
ta follow the foreign spellcasters and to record
their actions, but most local [olk believe the
wizatds have magical means of monitoring the
province's borders: An old adage says that the
Ruling Council knows everything and evervone
within the city's boundaries; to try to hide from
the council is folly, an exercise in futility that
could spell one’s doom.

Only wizards may sit on the council, and a
wizard must have attained at least 9th level to
gain a council seal. The council currently com-

prises 10 members, the least powerful of

whom is the newest member, a 9th-level
invoker of Anuirean descent named
Treven Cavinhorne. The most



powerful council member is the oldest wizard
in the city, a 19th- level enchanter named
Azusena Karitina—a woman rumored to be
well over 120 vears, although through the aid
ol spells and potions she looks middle-aged,

Each member of the council has one ley line
extending out from the college grounds, The
coundil jointly holds the province's source {i1);
Karitina closely monitors-its use. Centuries
Ago there were dozens upon dozens of ley
lines extending out from the province, Every
member of the council controlled several of
the lines, as did key instructors and a lew
choice students. However, when the Great
Tower fell during the internal succession wars
which followed Michael Roele's death, the
lines were sundered. Most were not replaced.
Now only L0 ley lines exizt, and the council
members who control them guard them care-
fully. Only they and their favored students are
allowed to use the lines. Rumars say that
incredibly powerful realm spells protect these
lines and that anvone who tres t0 harm them
faces certain and swift death,

history of the college

The Roval College of Sorcery was founded
nearly a millennium ago by a trio of Anuircan
witards who sought to increase the bady of
magical knowledype understond by human
spellcasters of Cerilia, The schaol began as a
small stone huilding on the outskirts of the
Imperial City of Anuire with half a dozen stu-
dents; within a decade the number of scholacs
swelled enough to require a new building,

The wizards hired the best dwarf stane-
masons. they could find to construct an impres-
sive, thick-walled tower that stretched above the
city's other buildings, Beneath the tower they
built 10 levels that held librarics of rave tomes,
extensive laboratories filled with all manner of
magical powders and potions, and steel-lined
vaults to store dangerous and powerful

enchanted items, The wizards would not tell the
sencral populace just how deep the fecility went
or what was in it, and they charmed the dwarves
sy they could not remember precizely what they
haed constructed.

It took nearly a decade to build the entire
alfair, When finished, it looked impressive—a
crowning achicvement for all of Asuire. Peo-
ple from throughaut the region came ta look
atl the siructure. and residents of the city
bragged abour the college,

More students joined the college, and the
Ruoling Council of Tén was establizhed, 5o
powerlul were the council wizards that they
managed Lo enhance the province's source—
despite the size of the city and the college. The
Ruling Council's source was at one time rated
10, bt the civil wars and their damaging
effects drapped its rating to 0,

The council, the students, and the residents
of the city believed the rower would last lorever.
It withstood many explosions from within—
cavsed by various magical experiments and
apells gone awry, The wizards had cast numer-
oig spells into the tower's stones to make the
structure incredibly strong. However, war took
its toll: The toweer now lies in ruins, People still
come to see it though most keep their distance.
Despite having been reduced to rubble over 500
years ago, il continues smoking—menacing

black wisps chimbing slorward.

the c.nlli:tbr{: toda U

The Ruling Council still numbers 10,
though obviousiy the original 10
wizards have long since paszsed

awav, The college now



resides in old barracks buildings near the tower,
A massive library fills the great hall where
decades ago soldicrs were called for talks of war,
ther buildings contain classzooms, laboratories,
student dormitories, and laculy housing, Mem-
bers of the Ruling Council live elsewhere—the
location of their homes kept secret from the pub-
lic-and all bat a few instructors at the college,

Only the exterior of the college buildings
hetray their original purpose. Inside, the walls
feature portraits of famous wizards, paintings
of the tower and grounds at the school’s height
of power, and murals depicting the elffects of
various spells, The lecture halls are filled with
fine, polished-wood furniture, and the living
quarters are far superior lo the sleeplng rooms
oecupied by soldiers of long ago. The tastefully
appointed instructor's rooms are kept tidy by a
stafl of servants.

Thick glass windows, magically enhanced to
he virtually unbreakable, are found in every
room. Students can look out the windows and
ser the still-smoldering ruins of the tower, The
instructors wanted their pupils Lo look opon
the folly of mankind's struggles for power and
greatness, which is why they chose this bar-
racks [or (he school.

The college accepts only a dozen new stu-
dents cach vear, Practitioncrs of lesser magc
and true magic alike may study at the college.
thourh preferential treatment is accorded to
the latter, Tuition is costhy—1,500 gold pieces
a vear for first-vear students. More advanced
students are charged more, to reflect the cosls
of gaining higher-level spells.

Most students stay between three and 10
vears, plunging inte studies abaut Cerilia's
magical past, the influence of the gods, and—of
course—spellerafi. A student whoe begins at the
s¢hool with o spells and no magical experience

can emerge three years fater as a Jrd-level

; wizard with seven nonweapon profi-
f ciencies. (These are in addition 1o
any proficiencies that he can gan

hecause of a high Intelligence;

thess are also two more non-

weapaon proficiencies than a

wizard outside the college

could scquire; The

honis comes

from the

inbetsive

studies

forced upon aspiring wizards. } Students can
select from these nonweapon proficiencies:
Ancient History, Ancient Languages, Astrology,
Etiguette, Herbalism, Modern Languages,
Reading/Writing, Religion, and Spellcraft.

Students also are instructed in weapon use.
Thev can choose to train with daggers or
staves, If they want to train with another
weapon, they must make instruction arcange-
ments with the local fighter's guild.

After completing a program of study, cach
student has a few spellbooks to show Lor his
offorts, They contain nine Lst-level spells, six
Ind-level spells, and one 3rd-level spell—the
latter of which the graduates cannot yet cast,
Though students study different spells based
an their interests and goals, all pupils learn
detect mawic, read magic, and sleep. Students
who opt to learn the find familiar spell may not
cast it while still enrolled, as the school has no
facilities for animals.

Graduates receive a ring—silver for magi-
¢ians, gold for wizards—embossed with the
colleges symbol. The ring grants (to graduates
who openly wear it} a +1 reaction bonus from
those who look upon the college favorably and
from all residents of the Imperial City

the ruins

Rumors (il the remains of the Cireat Tower with
all manner of magical treasures. The rfuins are
farhidden territory to current students, who
face expuldion if seen amid the rubble. Even
alumni are strongly discouraged from sifting
throngh the wreckage. Members of the Ruling
Council point out that although there might be
waulth amid the destruction, there are also the
remnants of powerful protection spells. To
chance paining a fortune from the old tower is
to risk losing one’s life,

Some students speculate that the Ruling
Council's members da not want people to
explare the ruins because they fear adventur-
ers will abscond with hidden wealth, that the
council members merely want the treasure for
themselves. Yet no one has ever seen a coun-
cilmember enter the ruins. Occasionally a stu-
dent will abserve adventurers poking through
the smoldering remaing. Cac pupil witireaned
an armored man move aside some chunks of
masonry and disappear in a {lash of orange,
craclding Light.

At ane time the tower had 10 underground
levels; oo one knows with cerlainty how miany
survived the forces which brought down the
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building's walls. Few have entered the voins in
an attempl to reach these deep chambers;
fewer still have emerged. However, those who
survived brought with them tales of magical
itemns and gold for the taking,

Some Lreasure hunters search for specific
items. Rare books such as the Four Tomes of Laila
the Wise are said to hold the secrets of powerful
spells not used since before Deismaar's destruc-
tion. Rumors place one of the fabled Rings of Ley
within the smoking ruins, along with the boots of
Malikoran. 'The boots, which belonged to one of
the college's founders, are belicved to grant their
wearer the ability to breathe water as if it were
air, and to shadow walk as halllings do. Still other
legendary treasures include a gold coin thal can
be transformed into a three-masted ship, a sash
that makes its wearer immune to cold-based
spells, and a girdle that grants wizards the ability
to comprehend and communicate in any spolen
o written tongue,

playerc haracters
and the college

At the Dungeon Master’s discretion, a plaver
character may be a graduate of the Royal Col-
lege of Sorcery, The graduate receives the ben-
efits of such an education [additional profi-
ciencies, the school ring, etc. ), but should be
prepared to return te the college if called by
the Ruling Council.

When the council needs o gather informa-
tion or marshal its forces to face a threat, it
magically contacts its graduates and asks for
aid. The college may seek the assistance of its
alumni Lo investigate reporis of powerful relics
and ancient tomes, to locate long-lost magical
items or people, or to handle troublesome
rivals, Council members usually lack the incli-
nation to adventure, nor can they jcopardice
current students on such missions. Of course,
alumni asked to conduct such tasks have no
obligation to da so—the college has no author-
ity over those who have graduated,

Instead of being a full alumnus, a player
character may have studied only briefly at the

college 1o learn a fow special spells or
shifls. P wizprds might tiv to enroll
for a few months in special courses.
Or wizard and magician charac-

ters might travel there to use

' the college’s extensive

library, whick is

available to

a0 -

visiting spellcasters—for a fee, The old tomes
are filled with information about Cerilia's
provinces, history, ruins, and more, The col-
lege may alsa hire PCs to collect spell compo-
nents or retrieve monsters for experiments.
When the Ruling Council needs to replace one
af its members, it looks ta the alumni, especially
those who have a long list of accomplishments. A
PC graduate might be asked to sit on the coun-
cil, gaining a position of respect and regency.
Such a post will not take the character out of
plav: rather, it might creare adventures. Besides,
nuthing prohibits eouncil members from adven-
turing with their friends from time to time.

npprenﬁceships

ot all students of magic receive their
Ntra'min;.: at the Roval College of Sorcery,

Manv apprentice themselves to masters
for a period of time, For some the decision is
purely economical—tuition at the college 1= pro-
hibitive for those not of arstocratic birth or on
friendly terms with a successful guilder. Others
prefer to study with teachers whose philoso-
phies, culture, or location more closely matches
their own, Still others prefer the one-on-onc
attention an apprenticeship provides.

Mast magicians and seers prefer to appren-
tice themselves to a master rather than study at
the college—a promising voung seer will train
with the alder village seer; a budding enter-
tainer will study under a famous illusionist. Just
as true wizards are attracted to the college for
the opportunity it provides to study under spe-
cialists of true magic schools. tulure magicians
and seers learn best from specialists in their
schools—who take lesser magic seriously.

Elves [and most half-elves) almost exclu-
sively study individually with elf wizards. It 1s
highly unusual for an elf to study "human
magic” at the Royal College. An eli may have
several teachers in the course of his magical
education, completing studies with one and
then moving on Lo another.

the cuﬂipg of an
u}r[] rentce

some teachers and students naturally fall into a
master—apprentice relationship, such as a local
diviner encouraging and gently guiding a young
person in his village who shows talent. Other



masters actively seek out students to ald them
in their own work or to provide a small meome.
Conversely, many students (or their parents)
tieke the initiative in finding teachers,
Repardless of who initiates the relationship,
buth masters and apprentices must take carce to
find & compatible partner, Some insteuctors will
select apprentices only of their own race, This
tendency 15 especially true of elf wizards, whe
will consider half-elf apprentices but accept
hitrnian students in onhv the rarest circumstances,
Vos anel Rjurik wizavds alse discriminate without
apology, althaugh cultural differences would
make it unusual for 4 human of another tace 1o
seel their instruction in the first place.
-"'I"[Jﬁil'.'iilm AT ACCL T f‘ln[_‘_u hikerans s Appren-
tices; wizards can accepl individuals of any
spellcasting race. Although most wizards prefer
apprentices capable of casting true magic, they
also can accept unblooded humans restricted to
lesser magic. A wizard might choose to do so il a
student seems especially bright or gifted, if the
wicard has been unable to tind a suitable siu-
dent of true magic, or if the student hrings to
the relationship a considerable amount of
wealth as payment for the training, A magician
apprentice studving spellcasting under a wizard
mentor is sUill restricted by his class—that is, he
can learn spells bevond 2nd level from only the
schools of divination and llusion,
rther considerations when séesening pussi-
ble parteers in an apprenticeship arrangement
include alignment, personality, talent, and
magical schools of intevest, Above all, the
teacher and student should regard each other
with respect. An apprenticeship is 4 vears-long
commitment lor both parties—they had best
ensure compatibility before entering into it.
Apprenticeships penerally begin when the
student is at 0 or Lst level, though students
who complete multiple apprenticeships or
receive other training will of course begin their
later commitments at higher levels. Masters
must be at least two levels higher than their
students at the time they enter inta an appren-
ticeship agreement,

terms of agreement

Some apprenticeships, such as the one
between the older and vounger village diviners
mentioned above, might not have any formal
agreement between the two parties. In such an
arrangemaont, the master is better described as
a mentor who recognizes the talent of 2 novice
and takes him under his wing. The student
studies with the mentor until they come to a

natural parting of the ways.

Crther masters and apprentices have very
formal, detailed agreements outlining how
long the partnership will last. what type and
how much remuneration the teacher will
receive, which magical schools and concepts
will be studied, and so on.

The student brings many things to an
appreaticeship, He makes a commitment to
his teacher, promises lovalty, and aften per.
lorms tasks at his instructor’s request. He
might be called upon to accompany his mentor
on an adventure or, if his mentor is a regent, 1o
help with affairs of state.

The master. of course, brings knowledge,
experience, and instruction to the relation-
ship, In general, a teacher should devote one
to four hours a day to his student, three or
more days per week, Such sessions are often
apent reviewing magical texts and assigned
reading, discussing varous points of spellcast-
ing, identilving and obtaining components,
demonstrating magical concepts and spells, or
supervising student practice,

The amount of instruction an apprentice
needs is based on that student’s Intelligence
score, The brighter the student, the less time
the master must spend in direct instraction:

Student’s Sugpested
Intelligence Hoursay
13-15 4
16 3
7 2
13 1

Similarly; the higher the apprentice’s level, the
more capable he is of independent study, There-
tore, masters need to spend fewer davs per week
instructing higher-level apprentices (recall that a
Cerilian week has cight days);

Student's
Laevel

Suggested
DaysWeek

[ 2 R AT T
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As g rule, an instrictod shaoald
have fio more than one
apprentice for every four
levels of experience. Thus,

a Sth-level wizard could
have one apprentice;

a Otheleve] wizard

could have two,

By
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ending an
i;1pprf:nﬂm:5hip

An apprenticeship terminates when one of the

following conditions occurs:

+ Dine of the parties dies.

+ The partics mutually agree to dissolve the
arrangement,

# An agreed-upon period of time his passed.

# The student reaches an agreed-upon
experionce level,

+ The student's level surpasses that of his
master,

# The student achieves fith level.

At 6th level, the student is no longer termed
an apprentice, though he may continge stueying
with hiz master. At this poind the instructor
miust consider his former apprentice a hench-
man or an “assistant” {subjeet tooall the miles of
fovalty covered in the PHB and DM ), of name
him & lieutenant {as described in the BoirHricHr
Bulebook). The mstructor can, of course, chopse
ta name his appréntice a lieutenant or an assis-
tant at a lower tevel if he so desires.

P la Uer ¢ haracters
aned ﬂpprﬁnhcuﬁhqﬁs

if a PC takes on an apprentice; he should keep
recorids ol any noteworthe accomplishments,

‘discoveries, of significant errors the student

makes, The Dungeon Master will keep track of

other infofmation, such as thetapprentice’s,

alignment, goals, and advincement,

A player charagter may also enter into an,
apprenticeship as the student. However,

depending upon the terms ofagreement
between the PG and his master, the commit-
ment could restrict tha PCY freedom to go
adventuring. Apprentices shoild consider this
possibility when negotiating terms with

their masters, Or, players miirht insteacd

opt to make an apprenticeship part
their chargelers” hackgrounds—that
ithe ceship was campleted

) - Termy of apprenticeships

| mst be rasolved between the
~plaver amd the DM, Even if the
arrangement is between two P'Cs,
the DM should still releree the
agreement, At a minimum, plavers
should negotiate the tollowing points:

62

+ Meihod of payment. Does the apprentice
or his familv pay the master a fee? Perform
varions tasks as payment? Does the teacher
offer instruction in exchange for past or
future considerationss

+ Length of arrangement. Will the appren-
tice stay for a certain number of vears?
Until he reaches a particular level?

+ Terms of agreement. What will the appren-
tice study? Will the spprentice be responsible
for assisting in the master's magical work, or
merely be responsible for his own studies? Is
the apprentice expected to accompany his
master on adveniures or other trips?

PC masters can decide for themselves
whether o bring apprentices along on adven-
tures. Apprentices could prove a great help—
and likely wotld handle many of the party’s
routing chores. Flowever, the master mighl
huve to give his apprentices at least a small
share of any treasure for their efforts—espe-
cially if the mission was dangerous. And the
other adventurers might msist that reward
come from the master's portion,

Handled skillfully. apprenticeships can serve
as vehicles for adventures—adventures that
could involve anything from a student’s search
for a teacher, to an apprentice accompanying his
instructor on a dangerous journey, to a now-
powerful wizard seeking an artifact he recalls his
old master speaking of many vears ago.

r.‘-;umplﬁ upprcnﬁtﬂ
characters

Players of wizard or magician characters who
would like to take on an apprentice can, with
the DM's approval, select ane of the candi-
dates below or use them as models in develon-
ing others. The DM is alsa frée to creats can-
didates of his own. Apprentice PCs secking a
master might consider ane of the NPCs
detailed clsewhere in this boek and in other
BIRTHRIGHT products.

mnqiciuﬂ ap |ZIFﬁﬂTiCt.'H

Hueoel Green
2nd-level Anuirean magician

AC 10: MY 120 hp 7: THACD 20; wAl 15
Umg 1d4 (dagger). 59, D 12, € 10, [ 16, W
12; Ch 14. Bloadline: none,

Equipment: vacious changes of clothes,
parchment, ink, quills, dagger.

Spells; cantrip, detect magic, spook.

. T W IFTeaa. O N
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Proliciencies: Agriculture, Animal Han-
dling, Blacksmithing, Reading/Writing
Anuirean, ReadingWriting Basari,

Diescription/History: Kuecel Green stands
5 feet, 9 inches tall, weighs 120 lbs., and is
reed thin—spaorting bony wrists, elbows, and
knees. He has & shock af thick, dark orange-
red hair which always looks unruly. Rueoel is
clean and near; his clothes, though tou large
and not of especially fine guality, are always in
good repair. He comes across as amicable and
jovial, and he is almost always smiling. His
intense green eyes scem to take in everything.

Rucoel is especially quick to focus on things
magical. Though he realizes his common birth
prevents him from ever being able to cast true
magic, he still wants very much to have some
cottimand over Cerilia’s lorces. At age 22, he
already has worked hard for two yealrs tovend
that end, under the direction of another mas-
ter However, Rueoel's previows sientor left on
a grand advenlure and never returned, Rueoel
waited move than a vear before striking out to
find a new teacher.

Bueocl's parents, farmers who work hard 1o
eke out a living, kenow their son is not destined
for common farm labor and support his efforts
to stucly magic. They will contribute what fow
coins they have to help him find a mentor.

Linna
Ist-leval Riurik seer

AC 9y MV 12; hp 4; THACO 20; #AT 1,
Dmg 1d6 {stalf). S 7, D 15, C 12, 1 14, W 14,
Ch 16, Bloodline: none,

Equipment: summer and winter clothing
apprapriate to the Rjurik climate, silver
brooch that belonged to hee mother, staff,

Proficiencies: Fire-building, Herbalism,
ReadingWriting Rjuven, Weather Sense,

Description/History: Linna stands 5 feet,
2 inches tall, weighs 100 Ibs,, and has blond
hair that she usually wears in braids. Her eyes
are blue-gray and aften reflect sadnoess.
Orphaned at age cight, Linna was raised by
other members of her clan in the villa pe ol her
birth. Now, 10 vears later, she is welcome at
the fires of many families but feels she has no
one place to call home,

Since childhood, Linna has known she has
the gilt of "sight.” Oceasionally, she has a sense
of danger—or joy—before an event comes to
pass. As a child she wished these sensatians
wolld just go awav, but as an adult she has
become curious about them, Linna would like
to know more about her gilt and learn—if such
a thing can be leamed—how to control i,




wrizourd appren rces

Michael Hasnear
lewe! Ametirean

AC 10 MV 12; hp 6; THACD 20; #AT 1:
Dmg 146 (staff). § 13, D 14, C 13,117, W
11, Ch 8. Bloodline: Reynir, major, 24; Blood
ability: regeneration (great).

Equipment: cxpensive clothing, gray riding
horse and equipment, gold ring, stall.

Proficiencies: Ancicnt History, Etiquette,
Dancing, Reading/Writing Anuirean, Read-
ing/Writing Basari, Riding {land-based),

Description/History: Michael is 15 vears
old. stands 5 feet, 7 inches, and weighs 142
ths.. The fourth son of a minor noble, he has
grown up with every advantage money could
provide, In fact, his upbringing has made him
a hit spoiled and willful. Unfortunately,
Michael cannot afford to be so: With three
others in line ahead of him for his father's title
and fortune. he will have to strike out on his
owmn hefore long.

Michaels father, realizing that his son needs
a profession, has commenced a search for a
tuter, He admires the learning and power held
by wizards, and would prefer his son choose
that path. Michacl himsell is inditferent.

Michaels father will pay well for the right
master, hut will expect significant results.

Siarva Yienkov
O-level Vos

AC 10 MV 12; hp 4; THACOD 20; #AT 1;
Dmg 1d4 (dagger), 513, D 10, C 12, 116, W
18, Ch 9, Bloadline: Yoryan, minor, 14; Blooad

- ahbility: resistance {minor).

Equipment: heavy clothing, fur ¢cloak, fur-
lined boots, dagger.

Proficiencies: Endurance, Fire-building.
! Herbalism, Survival.

Description/History: This 24.vear-old
woman stands 5 feet 6 inches tall and weighs
151 fhs. She has long dark hair and unusually

C T Ak eves. In wintey, her face

§ . _ e, and hands are
= AN g} *:._i'_ aften chapped
] :ﬁ % fmmh‘;%?

. L gaard’s hars
4 iy % winds and
refmperatures.
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Sarva knows full well that spellcasters are
feared and reviled by her people—only lasi
year she watched puwerlessly as warriors from
her village stoned a wizard, convinced that the
region's famine was either his doing or punish-
ment for his sorcery. Yet despite the dangers
of such a path, Sarva cannot resist the call of
magic, cannot deny the essence of Vorynn
lowing through her veins.

Sary has hegun a guiet search fora Vos spell-
caster to teach her the arcane arts. She must be
circumspect in her inquiries. mindful that few
spelicasters of her race will admit to having such
powers or reveal the extent of them. In exchange
for instruction, she is willing to offer her teacher
lowalty, secrecy, and-—should it ever be needed—
her aid against attackers,

Kielganal
O-level Balf-elf

AC B: MV 12; hp 7: THACO 20; #AT 1;
Dmg 1d6 {staff}, 5 15, D 16, C 13, [ 14, W
10, Ch 12, Bloadline: none.

Equipment: fine wooden stalf, a few
changes of well-made clothes, a medium war
horse, and a peuch of coins,

Proficiencies: Astrology, Healing, Local
History, ReadingWriting Brecht, Speaking
Elvizh, Swimming,

Description/History: Kielganal stands 3
feet & inches tall, wci?h:-. 137 Ihs., and has long
dark hair. The son of an elf father and Brecht
mother. Kielganal has lived in a small coastal
Brecht town all his life, He barcly remembers
his father. who died in an accident when Kicl-
ganal was an infant.

Kielganal's mother, who supported hersell
anid her son through her healing talents, otten
told him stories about his father, His favorite
tales were those that involved his father's
spelleasting abilities, Kielganal used to dream
that one dav he, too, would be able to com-
mand magic like his [ather did.

A faithful son, Kielganal postponed his
dreams and stayed with his mother until her
death earlier this vear. Now that he is free to
pursue any career he chooses, his mind strays
often 1o those childhood stories. The years have
not suppressed his yearming 1o study mag.

Kielganal would prefer the tutelage of an eif

wizard, one who could teach him the

same elven mazic his father com-

manded, He will first seek a master in the
elven woods: only if he is unsuccessful will he
turn 1o human teachers,
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Magical reasure i3 treasure indeed

For trie wizards are rare,

The products of their sorcery rarer sl

So ke who discovers an enchanted device

Receives a gift far more precious than gold,
—Khinazi proverh

== -

r I W he magical items listed in this chapter
are unique to the BIRTHRIGHT world.
Unless otherwise noted. both wizards

and magicians can use these items; a few are

available to other character classes as speci-
fied in individual descriptions.

tables

egent wizards who choose to begin
B their careers with a magical item (see

“Creating a Regent Character” in the
BirTHRIGHT Rulebook) mayv substitute Tahle 1
{at right) for Table 89 in the DMG. or Tahle 2
{at right) for Tables 95104 in the DM,
when rolling randomly. IXMs also may use the
following tables to randomly determine dis-
coveries during adventures.

Magical items hardly ever turn up for sale in
the open market—they are far too rare and
valuable for most owners to part with them
willingly, Sometimes, however, a character will
want to sell an item. Perhaps a regent is will-
ing to handsomely pay his court wizard to cre-
ate & specilic item: perhaps an adventurer
finds an item he cannot use himself. As a
guideline for setting prices, these tables offer
each item's approximate value in gold pieces
tgp). XTI value—the number of experience
points a character might he awarded for mak-
ing such an item—is also listed, Descriptions
of all items, including those of rare items not
listed in the tables, follow,

The rings of ley are rare treasures that can-
not be duplicated by PCs: as such their value
iz priceless. XP and gp guidelines, therefore,
have not heen assigned for these artifacts. The
Artifacts of Deismaar are also priccless.

Because true wizards are so rare in Cerilia,
phayers and DS should acdd 15=2%% 10 X1 and
gp values of items listed in other products {such
as the DMG and ENCYCLOPEDIA MAGICA™
volumes) when using them in a BirRTHRIGHT
CAMpaien.

g'lcol rems

and amfucts
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1d10  Potion xXp Ep

1 Blioweid Concealing Z00 B0

2 Bload Enhancement G0 1,100

3 Diouble Duration 250 450

4 Dioubling 250 600

i) Immunity to

Blood Ahilities 350 7h0

6 Iron Skin F0 550

X Lev Line Finding 1008 LM

B Kegency 200 1,300

¥ shadow Walking 400 G

10 Spell Stealing 330 700
= Sl &

table 2:
miscellaneous magic
Subtable A (1-3)

1d12 Potion i
£, [0

1 Bag of Feathers 3,000
2 Brooch of the Regents 4,000 9,000
3  Candle of Fortune 1,000 1,500
4  Crystal Ball of
Bird's-Eve Vision 4,500 10,000
5  Curragh of Movement 8,300 21,000
i Elemental Chalice BN 14,000
Fi Everfull Component
Case 4,000 9,500
8  Figurine of Traveling 2,750 6,400
9 Gloves of Delegation 3,000 11,000
1 Hat of Starlight 3,500 8,500
11 Insect of Spell Release 1,000 2,500
12 Magicians Hat 4,550 9,000
Lk




Subtahle B (4-6)

1d10 Ttem xr £p
1 Mantle of the
hazetians 5,000 14,000
2 ‘Mantle of the Basarji 6,000 12,500
3 Orhof Weather 3400 9.5(H
4  Quill of Erasing 1.200 2500
5  Quill of Listening Lign 2300
6 Cuill of Striking 1000 2,000
7 Scarah of Redirection 6,200 17,500
§  Talisman of Calling 3,200 5,000
9  Tray of Diplomacy 6,000 11,000
10 Weh of Spiders 4,500 7,500
L
table 3: rinegs of ley
P
1d12 Item
1 Ring of Ley Cammunication
2 Ring of Ley Detection
3 Ring of Ley Discovery
4 Ring of Ley Extension
B Ring of Ley Forging
(i Ring of Leyv Life
7 Ring of Lev Lore
8 Ring of Ley Shielding
9 Ring of Lev Transpott
10 Ring of Ley Lise
11 Ring of Ley Vision
12 Ring of Leyv Vitalization

pOTlOﬂS

Blood Concealing: This magical fluid

T makes others unable to determine
- whether the
i £ -
by

66

imbibing spellcaster is blooded. Tefltale hlood-
marks are masked; spelis such as krow bloodiine
dertvation and kmow boodiine strength, and other
magical means of divination are rendered inel-
fective, The potion does not, howsever, normalize
the appearance of an awnshegh with the blood-
form or bloadirait abilities, While under the
effects of this potion a scion can still use his
bicod abilities. The polion lasts 2dé turns,

Sixty percent of these potions work only on
wizard scions; if unbleeded wizards or charac-
ters of other classes imbibe such a potion, they
suffer 2d4 points of damage, Forty percent of
these potions work on anyone, with no threat
of damage, A wizard trying to distinguish
hetween the two (ypes of potions has a 20%
chance of success,

Blood Enhancement: This potion, usable by
any scion, enhances one minor bload ability to
majer of ane major ability to great for a period
of 1d4+ 1 hours. The imbiber may choose
which of his abilitics to enhance.

Double Duration: This magical elixir allows
the imbibing magizian or wizard Lo double the
duration of the next spell he casts (excluding
realm spells), He must cast the spell within the
next 2d4 tums, however, or the elfects of the
potion wear off, If used in conjunction with a
potion of doubling, the duration is quadrupled.

Doubling: This potion must be consumed
immediately after another draught for its
magic to take effect, When imbibed by a wiz-
ard, this potion doubles the duration of the
first elixir, When imbibed by anvone else, the
potion extends the duration of the first elixir
by 50%. Wizards can use this potion with any
other; for magicians and characters of other
classes the XM must make a potion compati-
hility check (see Table 111 in the DMG).

Immunity to Blood Abilities; This potion,
usable by anyone, makes its consumer immune

.'L‘ '.-__ ] il
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to the lollowing blood abilities of others; char-
acter reading, charm aura, detect lie, detect illu-
sion, detect lite, divine aura, fear, persuasion,

and wither touch: The: potion lasts 2d3 fums,

Iron Skin: When conzumed bw'a scion, this
magical (faid causes his bloodline 10 become a
natural delense against attacls: The consumier's
skin toughens, improving his Armaor Class by |
paint for every 10 peimnts of bloadline strengh,
Thus those with bloodiine scores of 9 ar less are
unaltected: a score of 10-19 improves the AC
by 1, 20-2% improves the AL by 2, and 5o on
This improvement is inaddition ta honnses
gaingd through armor, magical irems, or any
other means the imbiber has of improving his
Armor {Ulass, The potion lasts 546 rounds,

Ley Line Finding: This potion, usable by anly
wizard regents, gives the imbiber enhanced
direction sense that leads him wnerringly to
the neacest ley lime (though # does not reveal
the line's owner), Obstacles such ay moun-
tains, magical wards; or buildings do nol pre-
vent the consumer from finding the line, 5o
long as he reaches il before the potion expires,
The potion's duration is 5d4 tarns.

Regency: This polion, usable by any regent,
enrahlas its consumer tiy draw upon his connec-
tion 1o his domain and his experience as a repent
to affect the outcome of events, When consumed
during an action round, the regent gains a +2
bomus to his success roll for any domain or realm
action he attempts diuriog that round.

Shadow Walking: Prinking this mixture allows
a wizard the same access to the Shadow World
that halllings enjov. The wizard can frecly step
in and out of the Shadow World for as long as
the potion lasts. If the potion's duration expives
while the wizard is in the Shadow Waorld, he is
trapped there unless he has another dose of the
poiion of shadow walking or can find another
means home, A val of this potion typically con-
tains [d4 uses. with each dose lasting 1d4
turns: If a4 member of another character class
consumes the potion, its duration is hakved,

Spell Stealing: When a wizard or magician
drinks this potion in the presence of another
mage, the imbiber instantly steals a 1st-or 2nd-
level spell from his target's mird. The DM ran-
domly determines the spell stolen; it must be
one the victim mage has not vet cast that day,

Tha imbibey is instantly aware of the
enchantment he has acquired. This stolen
enchantment must he cast during the same
day, and it is cast at the level of the wizard
who drank the potion, The imbiber can cast
the 4pell in addition to the number of spells he
normally can cast per day,

H the stolen spell is one the imbiber has
never betore cast, he has a 70% chance of being
able to cast it successfully. If the success roll
fails. the DM determines whether the spell pro-
duced in unexpected cffect or no effect at all,

The wizard who lost his spell does not lenow
Bow he lost it It disappears from his memory
as if cast.

miscellaneous
MagIc

Bag of Feathers: This unusual summaning
device, usable by anv regent, consists of a small
velvet pouch with 646 black leathers inside,
Each time the regent withdraws a feather from
thie bag and lets it float to the ground, he sum-
TWORS 3 LIYEN S0 aol 45 A messeneet,

The regent aflixes a written message to the
creature, speaks the recipient’s name, and
releases the bivd, The raven will travel up to
300 miles (o magically find the intended recip-
ient within ld4+1 davs. The messenger will
wait up te 24 hours lor a response before
returning 1o the summoner. Once the raven
retuens fo the
regent and 2
delivery the
response {if
there is
onel, it ix
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ne longer bound to the summoner and will fly
away [ree.

The pouch can be recharged, at which time
more feathers magically appear in the pouch.

Brooch of the Regents: Usable by anv régent,
this impressive piece of jewelry typically
appears as a large polished stone circled by
tiny white or black pearls,

When affixed to the cloak of a regent, the
item magically informs its wearer of the pres-
ence of other regents in the same province. The
brooch indicates the direction in which vther
regents can be found, but cannot ascertain iden-
tity. When worn by a wizard regent, the hrooch
reveals the precise locations of other regents.

The brooch functions once per day,

Candle of Fortune: Tepically ¢eeated in bundles
of six, these small, aromatic tapers can be used
by wizards only. The candles burn for one hour,
and the spellcaster who burns one gains +1 to-all
of his saving throws tor the following 24 hours,

Crystal Ball of Bird's-Eye Vision: When used
by nonregent wizards and magicians, this 12-
inch sphere functions as a normal crystal bail
serying device, However, in the hands of a
regent wizard the ball ¢an show a top-down
view of the wizards domain {any provinees in
which the wizard has a holding). If another
regent is present, the wizard may also view
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that regent's domain {thus allowing a court
wizard to scrv for his ruler).

By concenlrating on certain locations, the
user can direct the ball to magnify the view—
showing coemy armigs, wandering monsters,
and more. Because a regent naturally knows
his domain well, the wizard has a 100% chance
of viewing the provinces he desires Lo see. He
can sery lor one hour at a time, up to three
times per day.

Curragh of Movement: Although this small
boat can accommodate up to three individuals
of any class, only a wizard can power it.

By casting a water breathing spell upon the
curragh, the wizard causes it to submerge,
Those sitting inside can breathe water and
function as if under a free action spell. The
craft has an underwiter movement rate of 18,

By casting fly upon the hoat, the wizard
causcs it-to mse into the air and travel at a
movement rate of 24 (D),

Under either spell, the boat operates one
hour [or every three levels of the caster. For
example, a 7th-level wizard could command the
curragh of movement to travel for up to three
hours. The wizard can cast additional spells
upon the boat to prolong the duration of the
flight or submersion, While traveling, the wiz-
ard is able to cast other spells if he so desires.,




Whether traveling by water or air, the curragh
must be steered with a large wooden paddle.
The wizard can verbally command the curragh
to surtace or Lind at any time.

Between uses, the wizard can cast a redpce
apell to shrink the boat to palme-size, An
ertlarge spell returns it to its proper size.

Elemental Chalice: An omate cup often miade
of hammered silver or bronze and stuedded
with gems, an elemenzal chalice is prized as
much for its beauty and monetany value as for
the creatures it can summon.

Unused, the chalice has [our thumb-sized
gems, one each of diamond, emerald, ruby,
and sapphire (worth 10,000 gp each), and 10
smaller gems {worth 1,000 gp cach): amethyst
dgquamarine, citrine, jade, moonstone, opal.
pearl, peridot, topaz. and tourmaline.

When a wizard fills the chalice with pure
water and firmly depresses one of the gems, the
pem vanishes and an elemental or elemental kin
appears: [t willingly serves the holder af the
chalice—if that individual is a troe wizard—Ffor 1
turn plus 2d 10 rounds, but each round there is 2
5% chance the summoper will break his concen-
tration and the elemental will become free-
willed. Once the period of servitude has passed,
the elemental returns to its plane of existence.
Consull the MoNSTROUS MANUAL™ accessary
for more information about elementals and ther
behavior when summoned.

If the holder of the chalice ¢cannot wield
true magic, the elemental attacks until it or
the summoner is slain.

Omce a gem is used, that tvpe of elemental
cannot be summoned again, The chalice is ron-
dered nonmagical when all the gems have
been used.

Lrein Elemental
Amethyst  Skriaxit (16+16 HD)
Aguamarine Water Weird

Citrine Sandling

Diamond  Earth Elemental {12 HI)
Emerald Water Elemental (12 HID)
Jade Tempest {10 HDY)
Moonstone Sviph

Opal Aerial Servant

Peard Merakd

Peridot Pech

Rubv Fire Elemental (12 HD)
Sapphire  Air Elemental {12 HDy)
Topaz Fire Snake

Tourmaline Salamander

Everfull Component Case: This pouch, which
holds an extra-dimensional space, is about 10

inches across when lving flal. Similar to a bag of

boldirg—only having no weight of its own and
no weirht limits oo it5 contents—the case will
hold up to 1 cubic vard of spell components. It
keeps all compenents fresh and duplicates them
at the wizard's request. The pouch will duplicite
expensive components, such as pearls, up Looa
value of 100 gold picces once per week. Because
it is 0 magical duplicate of the original, any com-
ponent pulled from the pouch must be used
within 1d4 Trns oe 1 djsapp{:ﬂn.

¥When tound, the case may or may not con-
lain componcnts from the previous owner’s
use, The awner 15 free to add new components
AL iy Lime,

Figurine of Traveling: This simple wooden carv
ing of an animal springs to life when a wizard
casts anv 15t~ through dthelevel spell onto it. The
level of spell used determines the Mull-size antmal
thiat appoars and the period of animation:

Ist-level spell—Riding horse: AC 7; MV
24; HEY 3) hp 24 THACD 17; #AT 2
Dmg 142/ 12 82 L. Duration 4d4 hours:

Ind-level spell—Mediom war horse: AC
T MV-A8 HD 242 hp 15; THACDH 19;
$AT 3 Dmg 1d6/1d6; 8Z L. Duration
ddd hours.

drd-lewel spell—Hippocampus: AC 5;
MY Sw 24 HID4; hp 33; THACO 17;
AT 1; Dmg 1d4; 5Z H. Duration 2d4
homurs.

dib-level spell—Pegasus: AC 6: MV 24,
Fl 48 (D); HID 4; hp 32, THACO 17; #AT
3: Dmg 1d8/1d8/1d3; 5Z L. Duration 5
1d4 houes e

v 4 0
The animal functions as a fully- r *113

cquipped mount for its awnear <
The initial spell cast to ani- e
mate the carving merely . o
powers it: The spell’'s ’ 4
normal effects do ] oy
el OCeiE, nor ™ : {_ | ;
doas (e = .

sl L il 2

harm =
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the figueine {though the animal can sufler nor-
mal damage from subsequent spells or physical
attacks), The mount works tirelessly until its
duration expires, at which time it resumes the
form of a wooden carving. The figurine func-
tions once per day,

Cloves of Delegation: When worn by a
regent’s lisutenant, these soft leather gloves
allow the regent Lo improve his lieutenant’s
ability 1o complets one domain action.

Befare sending his lientenant forth (o per-
form an action, the regent puts on the gloves,
In doing so, he can imbue the gloves with ap
to 10 Regency Points; these points are imme-
diately deducted from his score,

The lieutenant has three action rounds in
which Lo use the gloves before the Regency
Points expire. When performing the domain
action, the lieutenant can spend the regency
invested in the gloves to increase his chance of
success, Once the action has been parformed
{or attempted unsuccessiully), any unused
Regency Points expire immediately.

The gloves may be vsed twice a year,

Hat of Starlight: This magical hat looks like a
tall. painted cone of dark blue or black, covered
with silver and gold stars and moons. When wom
by & wizard or magician, it grants him infravision
to M) feet, If the spellcaster already possesses

o infiavision, it extends the range by 15 feet,

A Bar of starfight usually is decorated with
2d4 sitver stars. 1dd gold stars, 1d6 silver
mogms, and 2d8 gold moons. The wizard can
pluck the stars and moons off the hat and toss
them into the air to release various spell
effects. Once used, the decorations cannot be
returned to the hat or replaced, The hat con-
tinues to grant infravision after all the decova-
tions ave nsed.

Silver star: colorspray, as il cast b a dth-
level wizard.

Cold star: rainbow patiern, as if cast by an
Hth-level wizard.

Silver moon: dancing fights, as I cast

by a fith-level wizard.

Gold moon: glitterdust, as i cast

hy a Sth-level wizard.

Insect of Spell Release: This
crvstal fignmine, often in the
form of a butterfly. Lady-
bug, or dragonlly; comes

, tolife in the hands of a

" wizard onby. Deficate
but far from [ragile,

the crystal insect
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Sorves as .uumer for wizard spelis,

To use the insect, a wizard simply casts a spell
inte the fgurine (the spell merely animates the
creature; it does not have its normal effects or
harm the insect), then directs it to vy or crawl to
an intended destination or target within the wiz-
ard’s line of sight. The line of sight includes
places he can sec via a orystal ball of spells. The
insect stores the spell until it reaches its destina-
tion, then looses the spell. The act of releasing
the spell destrovs the insect,

The wizard may cast only the following
spells inta the figurine: awdible glamer, cantrip,
dancing lights. grease, bold portal, light. magic
missile, phantasmal Jovee, sleep, ventriloguism,
wall of fog: bind, blindness, continual light,
darksess 15" radiug, deafsess; ESP, flaming
sphere, foe cloud, forgee, glitterdust, bypaotic
pattern, improved phantasmal foree, drritarion,
scard, shatter, stinking cloud, sunmon swarm;
clairaudience, dizpel magic, fireball, flame arrow,
baste. bold person, hold undead, Hghtning bolt,
slow, spectral force, wind wall. _

Destroying. capturing, or otherwise interler-
ing with the insect also releases the wizard’s
spell, When animated. an insect of spell reledse
looks Tike a real insect and has the following sta-
Hstics: AT -1 MV 15: HD 1; bp & AT 0; 8ET

Magician's Hat: Though any hat or cap can be
enchanted into & magician'’s bat, this unusoal
magical item uswally takes the torm of a jei-
black silk hat, conical (for women) or cylindri-
cal with a wide brim (for men). A wizard or
magician who doffs the cap and reaches into it
can pull out a eolorful Mlusory animal who will
serve him, obeving simple commands [or a
number of turns equal to the spellcaster’s level.

The animal has substance and can carry small
ohjects weighing up ta 1 Ih. The animal 4ppears
veal in all respects (o those viewing it unless Uhey
ook at i very ¢losely and succeed a saving
throw vs. spell. A successiul rall shosws the ani-
mal as 3 dim, colorful outline but does not
negate the animal's substance 1o the summoning
speflcaster or other viewers, When the duration
of the illusion expires, the animal disappears,
lzaving behind anything it was carnving,

The animal brought Torth, and its coloer, 35
determined randomly by rolling on the tables
below. However, magicians and specialists in
illusion or divination ¢an summon particular
animals of specitic colovs,

When found, a magician s hat will have 64190
charges. It cannot be recharged,
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1d12 Caolor 1d12  Animal
| Yellow 1 Scpuirrel
2 Green 7. Rabbit
3 Orange 3 Hedgehog
4 Purple 4 Lt
3 White 5 Monkey
fi Charcoal Gray (] Ferreti
(] Turquoise 7 Pig
e Black 5 Woodchuck
g Pink g Cipossurm
L€l Light Blue il Crow
[ | Crmson il Beaver
1457, Animal's Natural 12 SWAN

Mantle of the Masetians: A mantle of the
Masetians is a loose, sleeveless garment of
expensive material that is tvpically warn over
other clothes. One of n|I|_1.' a aloeen created |:|:.-'
a Masetian wizard centuries ago, it will radiate
only faintly if magic is detected for, Usable by
wizards only, a mantle's magic is instantly
known 1o anv wizard who dons it

The wearer can command a mantle of the
Maserians to cast each of the following spells
once per dav: whispering wind, gust of wind,
and wind wall. The spells are cast as if hy an
Ath-level wizard, If the wizard is in Khinasi
lands, he can will the mantle to cast an extra
whispering wind and gust of wind cach day.

Mantle of the Basarji: Similar in appearance
to a manede of the Muasetions, this rich garment
s usually found with 5d10 charges, A wizard
who dons it instantly realizes (he magic it con-
tains, By expending the appropriate number of
charges, the wizard can cause the mantle to
release the following spells as il they were cast
by an Sth-lese] wizard:

featker fall one charge
fiy b Chiarpes
levitate twe Charpes

fiving powst three charges
In Khinasi, the wearer of a manide of the Basarji
can call forth from the mantle any one of the
above spells once per day without expending
any charges.

The garment, usible by wizards only, can be
irecharged 1o 4 miniraum of 20 charges. Mo miore
than 12 of these mantles are known to exist.

Orb of Weather: This near-transhicent erystal
globe looks like 4 miniature crystal hall and is
usually displayed atop an ornate stand aof
bronze or gald: An orb of wediber can drastically

change the climate in one province for every
tive experience levels of the wizard, The weather
lasts for up to ooe hour per caster level, though
the caster can choose a shorter duration, The
number of charges expended al one time deter-
mines the type of weather summoned,

Usable by regent wizards only, an orb will
have 3d6 charges when foonnd and cannot be
recharged. Consult the following for weather
costs and effects for individuals and creatures
caught unprotected outdoors:

Weather/Effect Charges
Blizzard A2 : g
1d4 hp cold damagerhour
Clear skies 1
R-:mmﬂ harmfuf m:aihr:r and effects

1
Lﬁi Elt dmgw'}jnur from pelting rain
Grale- 511:\,!: winds 3
1d4 hp damageshour; flyving impossible
Hail storim. =+
2d4 hp damagehour
Heat wave 4
2d4 hp heat dms.;."hnul temparary 1|:|-4 o Inr.ﬁ
Thick fog 1

Visibility cut to 2 feet; infravision useless

Quill of Erasing: This potent cursed item has
only a 40% chance of radiating if a spellcaster
detects for magic. Appearing as an ordinacy wril-
ing quill and able wo funcuon as such, its devas-
tating power {5 released when touched by an
individual carrving spellbooks, scrolls, or magical
weitings, The quill absorbs the ink trom these
pages. erasing at a rate of one page for every 2
rounds the person holds the quill. The quilfhas
no effect if the paper containing the magmeal
writings passes a saving throw vs, acid, If the sav-
ing throw fails, only remove cerse or a carelully
worded wish spell will restore the writing,

Quill of Listening: A wirard who doiws a cancle
on-a wall or door with this quill can listen behind
it as if he had cast clafroudience. The wizard puts
his ear against the circle and can clearly hear any
noises in a 6l-foot-square area beyond the wall
or door, The effect lasts one turn, plus one

turn for every four levels the wizard has
attained, A quill of lstening pypically

has 448 charges and expends

v o every ciecla

dramm, Tt can

be recharged,
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Quill of Striking: Upon command, a wiz-
ard holding this quill ean transform it into a
staff +1. A second command returns it to
quill form, in which it operates as a normal
wriling mstrument,

Upon discovery, there is a 30% chance

that a guill of striking will have 5d6 charges
on it, Expending a charge causes the staff to
inflict 2 points of additional damage when it
hits the wizard's opponent. The charge is not
expended if the wizard does not successiully
strike his foe. Only one charge can be spent
per round. When the charges are gone the
quill cannot he recharged, though it still
relaing its ability to function both as a writing
instrument and a staff <1,

Scarab of Redirection: Looking like an omate
pin ar cloak clasp, this magical device allows the
wizard wearing it to cast a spell upon another
that he could normally cast only upon himsell.
Each use of the scarab expends a charge: scanabs
of redirection typically are found with 5d6
charges. As a piece of jewelry, a scarab is worth
1,200 10 3,600 [6d3:200) gold pieces.

Talisman of Calling: Often looking likea
hand-sized sculpture of 3 mythical beast, these
much sought-after

talismans are used by

wizards to call particular

creatures with monster summoning

101, 1, I M VI and VI spells,

If a wizard has the talisman on his person

while casting one of the above spelis, he has a
10% chance per level of the caster—to a maxi-
mum of B0%—al summoning a specific crea-
ture, For example, 3 6th-level wizard who

casts monster summoning I and specifies

ares has a 60% chance that orcs will

appear rather than a random creature,

Tray of Diplomacy: Usable by regents

- only, this enchanted silver receptacle spoeds
communication between rulers. When one
regent needs to contact another, he places a
wrirten message in his tray, speaks the name
of the regent for whom it is destined, and
gives the command “send.” The message is
immediately transported to the other

regent's ray of diplomacy.

h The tray mensores 12 faches wide,
y 18 inches long, and 1 inch deep. It
will transport only nonmagical

writing on loose sheets of paper.

A regent can send & message o

any other regent who has a tray

of diplomacy, regardless of

T2

whether they have had prior communication.

Because both regents must have a Lray,
these items are sometimes given as good-aith
gestures when regents commence negotialions
with potential allies,

Weh of Spiders: This summoning cloth looks
like a Black or dark gray silk handkerchief with a
spider web embroidered in silver and gold
thrend. To use the device, a wivard lays the cloth
flat on a piece of stone and passes his hand over
it. The device calls forth one spider thag will
serve the wizard to the best of its ability for
4d12 rounds. The spider has a special ability or
spell it can use once per time summoned; the
wizard determines when to use the ability.

Only one dozen webs of spiders are believed to
exist: they generally have 4d8 charges cach
when found. Spider statistics can be tound in
the MomsTRous Marual accessory, Boll Lo zan-
damby determine which type of spider appears:

1d6 Spider Special Ability or Spell

1 Hairy Web spell, as if cast by a
Tth-level wizard

2 Larige Grease spell, as if cast by
an Hth-level wizard

3 Huge Diiminution. per the potion,
directed against an
individial

4  Ciant Mage is hased, per the
spell, for duration of
SUTTITOTTI

%  Phase Summoner can blink, per

the ring, while spider 15
present

Inilicts maximum damage
every other round

6  {argantuan

(1 ngs of ley

C enturies agoe, an elf regent wizard named

Lienna Deir created one dowen rings of
lev, each one of a kind, Realizing
humans were gaining more power in Cerilia, he
fashioned these rings with the intention of ?'1.--
kg tham w ather dli':r:ﬂnw. Lieriepn wiieiimel L
help the elves regain control over more of the
land's forces and prevent humans from gaming
too much knowledge of mebhaighl
Some of the rings remain in the hands of cif
regents, Others have fallen into human posses-
sion: some have been lost allogether. No one




knoiws for certain who holds individual rings.,

Rings of ley can be used by regent wizards
only, The rings must attune themselves to their
wearers belfure they can be used, a process
that takes 1d 12 days per ring. An individual
cannot wear more than one ring of ley at a
time, should anyone ever be so lucky as to
abtain two in his lifetime. Those rings with
charges cannot be recharged. Thev are imper-
vious to physical and magical damage; only a
wish spell can destrov them.

Ring of Ley Communication: This useful
band of gold dotted with tiny diamonds and
emcralds allows the wearer to communicate
telepathically with one of his ldutenants. The
licutenant must be in a provinge through
which a ley line controlled by the wizard
passes, The ring functions once per day and
can be used for ap to 30 minutes at a time,

Ring of Ley Detection: This ring cnables its
wearer to learn il a lev line has been affected
bv the realm spells procect ley line, ey trap. or
[e:p ward. However, the ring cannol negate
those spells. This rng is the simplest of thosc
made by Lienna, It appears to be a circle of
braided. dry reeds woven together. The ring
functions once every three action rounds.

Ring of Ley Discovery: Made of pure gold,
this ring is set with pale green pearls that rep-
resent charges. Perhaps the most exguisite of
the rings Lienna designed, it is believed to
bear the élf's signature inside the band.

When the wearer expends a charge, a pearl
disappears and for the next 72 hours the ring
d.f.r:cﬂ its wearer to the nearest ley line—even
if it is an anciegnt ley line. Obstacles such as
mouniains, magical wards, buildings, or even a
mrask fey line realm spell will not prevent the
wearer {rom finding the line. When found, this
ring will have 3d6 pearls on it.

Ring of Ley Extension: This powerful ring
allows @ wigard Lo cast realm spells in any
province Adjacent W a province in which onc
of his ley lines terminates. He can cast the

spell as if a ley line connected the province to
ri!" LLi '”.L'l\ l-ﬂ'l- ].l.ll.'l.'

This ring was fashioned of hammered bronze
and has tiny rosebuds engraved on the inside
and outzide of the band, Rumors sav it was
Lienna's wedding band; some scholars speculate
that a second exists, given to the elf’s spouse.
The ring functions once every siv action rounds,

Ring of Ley Forging: Made of platinum and
set with an emerald, this ring enables its
wearer to forge a hook-up to an existing ley
line with automatic success and without
expending an action, Once the hook-up has
been forged, the wearer must pay normal
maintenance costs, The ring functions three
FIN&s PET Vear,

Ring of Ley Life; This band is made of ham-
mered silver and is set with a heart-shaped
emérald worth more than 10,000 gp, When
wiorn by a regent wizarnd who controls Tey lines,
this treasured piece of jewelry will regenerate as
many hit points per day as the regent has lev
lings—up to a maximum of 10 points. The
paints are regenerated as the regent loses them,

Farther, the rng will evenmally replace lost
limbsor organs and bring its wearer back from
death, When the wearer is restored te full hit
puints after sustaining such an injury, any lost
limbs or organs are completely restored. If the
wizard is killed while wearing the ring, it will
brinig him back 1o life (with 1 hit point) after
one turn has passed, Only total destruction of
all living tissue thraugh five, acid. or similar
means will prevent regeneration.

If the ring is placed on the finger of a regent
wizard whe is already dead. no result occurs,

Ring of Lire: Thu ring, carved from pale
blue ¢oral found only in tl'u: Sea of Storms, foa-
tures the image of a shin flawdessly rendered
on the band. A regent wizard whe wears this

ring—and who knows the location of various ley
Ley Love to'determing’

lincs—can usc the Ring)
who controls th: J.m::a

knowledye as

The wea

¢ Ting lr:q:_l.am the
r:'uxp-&mlm:l
r mustilhe within ﬂhptnﬁncc

ﬂuuugh which the line 5 for the mfu:uim
‘tion to be imparted. Uﬂ%ﬂnn charge reveals
the name of the wizard

line. Using two- charges Iln.rlzﬂlu th: relative

level of the strongest source that POWErS tﬁn'

leyv linés ﬁt‘.ﬂ.]ﬁ £1=2 )% inndurslt: {3-5}, or’
SLFOTIE

or higher).
Whely Eumwl this ring will have 6d12

charges.

Ring of Ley Shielding: This &

mcm from a ie-cﬁnf “ ;'-:"I.
dlﬂ&}'aﬂm i gt :J;-

to H’!I#' T vl & L
Vosgaard, IQMWFEitmj" £ 1
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The regent must designate the lines at the
time each line is forged, thus creating a link
hetween the line and the ring. If the regent
obtains the ring after beginning his lev line
network, he may designate up to two pre-
existing lines. Lines so designated cannot be
deactivated, detected, sundered, or traced by
rivalz. Further, they cannot be borrowed by
the wearer of the Ring of Ley Use.

However, if circumstances necessitate such
drastic measures, the wearer can sunder his
own shielded lev lines without harm,

Once created, a link cannot be broken in
order to designate a different line. The link
remains until the line dissipates. or until the
weirer dies or loses possession of the nng,

Ring of Ley Transport: This ring 15 a thick
band of silver shot through with streaks of a
darker, unknown exotic metal. Two black opals
ate set into it, Three times per week, the ring
can transport its wearer Lo provinces along his
lev line networle

The wearer must first be in a province through
which ong of his ley lines passes, By visuahzing a
destination, the wearer can use the ning to
instantly teleport to any other provinge in the
network, The ring will not transport the wearer
inside objects or buildings, and always deposits
the regent salely at ground level,

Ring of Ley Use: This plain-looking ring.
helieved to be fashioned of Hghmaevril {biood-
silver), grants its wearer the power to use
another wizard's ley line withowot first obtain-
ing permission.

The ring allows its wearer Lo cast realm
spells through the horrowed ley line and asso-
ciated hook-ups as if he controlled them, {The
ring dees not give him control of a ley line,
simphy the use of it.) Further, the ring imparts
to its wearer knowledge of the source levels he
has access to through the ley line,

Ifaline has been protected by magical
means, the ring's wearer suffers the effects of
those measures, When found, the ring will
have 3d10 charges, It functions twice per year.

Ring of Ley Vision: This is the most ostenla-
tous of the rings of ley, a bronze band set with
a ruby the size of a grape. By staring into the
Eernslane aepel guncantralangg on seekivan of
land through which one of his ley lines runs,
the wearer can see what is transpiring there,
Regardless of weather ortime of day, the
wearer will always see the land as clearly as if
viewed in broad dayight.

At any given point, the wearer ¢an see an



area 120 vards in radivs. Through verbal com-
mangls; he can magnify a location or move the
center of vision to sec surrounding land. The
wearer can sery through the ring once per dav
for ups o hour,

Hing of Lev Vitalization: This ring comprises
two interiwined bands—ane platinum, vne
gold. The wizard who wears this ving does nol
have to pay Regency Points to maintain up o
tour ley lines. The regent must designate the
lines at the time each line is forged, thus creat-
ing a link betweon the lines and the nng. Once
created, o link cannot be broken in order (o
designate a different line. The link remaing
until the line is sundered, the regent dies, or
the wearer loses possession of the ring.

uqifuc’rs of
deismaar

agunt Deismaar's  destruction
M changed the [ace of Cerilia forever-
maore, The annihilation of the ald
gads unleashed powers among the ruling
classes as the divine essences of the gods
hecome infused in mortal forms, However, the
gods’ champions were nol the only recipients
of divine powers: Some of the power was
inftsed into the mauntain itsell. And when
Deismaar was abliterated. that power scat-
tered across the face of Cedlia,
Dieizziel [DAY-ez-zeel) is an elvizh word that
refers to any of these powered remnants of
Mount Deismaar. There are two types of

deissiel known to scholars; mebhaighl stones
and siclshegh [SEEL-shav) gems.

mﬂhhuighl stones

The natural ebb and flow of mebhaighl, the
magical energy that permeates Cerilia, was
disrupted by the explosion of Mount Deis-
maar. At the central point of this destruction,
some of this magical energv—enhanced by the
essonce of the gods themselves—was frappe
imaide hardentng Lemps of molien rock, ”?It'iﬂ
rocks were flung far and wide by the
leveling of the mountain, and to

this day are discovered all over the
continent, Scholirs hyvpothesize

that some landed in Aduria, also.

T iy
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Mebhaighl stones contain a quantity of
mehhaighl equal 1o that found at a source (1),
The stones are portable and, in most cases,
may be tapped by regent wicards as if they
were sources (1)
Once a mebhaighl stone is tapped Lo cast a
realm spell, the stone loses its stored energy.
However, if the stone is placed near a source
manifestation for one year, it reabsorhs magi-
cal energy and may be used again as a source
[1).There is no apparent limit to the number
of limes a stone may be re-energized.
Up to three stones may be used jointly to
¢ast a realm spell requiring a source (3], No
muore than three stones may be tapped to cast
a realm spell; any additional mebhaighl stones
used for one spell will simply be drained with-
out contributing their energy to fuel the spell,
A mebhaighl stone used in conjunction with
4 solirge can boost the source level by 17 in
other words. a caster tapping a source {2} and o
a mebhaighl stone may cast a realm spell that D,
requires a source (3. Like the three-stone =
limitt described above, no more than one stone P o
miy be added to a source used in a realm
spell, Additional mebhaighl stones at the -
source will not be drained. but thev will not M _5-':'- j
add Torther power, LT =
Mebhaishl stones most cften take the form of |
smooth, dark, oblong stones about the size of
small melons. Their shape and lexiure is partle '
due to the molten rock’s expulsion ghvthe s, g
air following the explosion of Mount Deismaar.
though other nadural wear and tear over the cens
turies has smoothed the rocks further, The
stones are sometimes found with minute’ green.
cryatals embedded in the rock. ‘-r:[chhmghl by .
stones weigh anvwhere Inom 4 to 8 The, . gy Iy
Roughly three dozen mebhaight stones .ﬁtﬁ ENR
known ter exist, but more probably lie scattere -
in remote areas of wilderness, The R:!shﬂ f.:'j o=
lege of Sorcery in Annire owns ene; th '
and the mrvsterions female mape know
Wizare (see Ruins of Empire in th
Brertimcst hoxed § Eﬂnﬁ?;’
rumirced to nutm i .
stone: and at : '}

least ﬂu‘:;
rulers in.

elatm
Stans,
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Mebhaighl stones are coveted by wizards as
safe, portable sources of magical energy. They
may be used by all true wizards, even non-
regents. The stones exhibit one dangerous quirk,
however, as an unfortunate wizird in centuries
past discovered: A stone may never be placed in
an extradimensional space such as a bag of Bold-
ing or portable hole, If this occurs, the stone's
innate magics destroy the magics of the extradi-
mensional space and the stone itself will
explode with the force of a 253d6 firgball. The
stones become unstable when cut off from the
mebhaighl from which they derive power.

sielshegh gems

The most fabulous gifts of Deismaar's fall are
the sielsheghlicn (seel-5HAY-lenj—or "bload-
stones,” as translated from the elves' tonzue.
Legend identifies these stones as the remnants
of rack where the gods stood and brought
their full power to bear against Avrai, These
large deposits of raw gems were imbued with
the power of the geds, just as the gods’ cham-
pions were so investad, Like mebhaighl stones,
the sielshegh gems were scattered when the
ald gods and the mountain exploded.

The first to claim and recognize the power
of a siclshegh was Daryn Theros, Prince Rae-
sene's chief aszassin, Crawling from the
blasted wreckage of the battle site, he chanced
to grasp a small, dark crystal that glowed in
response to his touch. Suddenly, he gained
additional powers and slew four of his retain-
ers Lo claim even more. He fled the scene of
battle when Bagsene sought to steal the stone
from him, Fven so, all at hattle site saw the
power of the raw gem and fervently sought
motre of gems to enhance their own might.

A number of the raw crvstalline rocks were

found. While
TLANY TETLEIN
i raw

torm, cut
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and polished sielsheghlien have become pre-
cions gems with power beyond the monetary
value of the gems themselves, Over the con-
turies, the scions of Cerilia have gained some
knowledge about the sielsheghlien:

color

Each siclshegh is connected to a particular
bloodline, and that blosdline is reflected in the
gmem's color. The bloodline of Anduiras manitests
in red rubies; Azrai's power pulses within black
sapphires; Basala’s energy lies in bright vellow
topaz; Brenna's bloodline is embedded o deep
orange facinths; Masela's bloodline powers blue
sapphires; Reynir's essence can be found in
emeralds; and Vorynn's power lies in diamonds,

pad Pl

Schaolars classify all known sielsheghlien into
three categories based primarily on size:
emperor, prince, and knight {largest to small-
est). The pem’s exact sive is immaterial beyond
the thres general categories; that is, two gems
in the same category will contain the same
amount of energy regardless of slight size vari-
ations between them.

Emperor gems rafige from 1 to 2 inches in sive
and grant their bearers 10 additional bloodlme
sirength points, Gems of this size are often cabo-
chon cuts and are used as adomments on belts,
lracers, croms, Haras, and other large items. Of
the four known emperor siclsheghlien, two were
ge1 in crowns, one iy set at the head of a staff,
and the fourth was part of an elaborate necklace,

Prince gems are ¥ to 1| inch in size; those
gems afford their wearers 5 extra bloodline
strength points. Cut in a varisty of shapes,
prince sielsheghlien have appeared in amulets,
tings, weapon pommels and hilts. and even as
parts of inlaid murals. Over 20 prince gems of
varied bloodlines have been recorded.

Knight gems are tiny stones 4 to 4 inch in
size; these mive their bearers onby 1 additional
bloodline strength point, However, if one
bearer carries four knight gems: they collec-
tively produce an effect greater than the

sam of its parts by granting the




bearer the power of one prince gem (53
points). The smallest recorded kaight
sielsheghlien are the %-inch crown-cut gems
in the Spurs of Awamaur; anyv attempts to cut
smaller gems cause the energy tu dissipate.
There are very few known knight sielshegh-
lien, since their small size and pOWEr canse
them to be easily averlooked.

|'h‘|‘:n:~{ Tis! =|11II

Sielsheghlien reveal their powers only when in
proxmity to-someong of their particular blood-
e, When within & inches of a scion of the cor-
rect blaodling, the gem or raw stone glows with
inner energy. The glow lasts while the scion is
within the specified range. From more than 6
inches away, a scion cannot sense that sielshegh-
lien are different from normal gems,

To the touch and detection of all other
bloodlines, blood abilities, or spells, siclshegh-
lign are normal gemas or uncut rock crvstals.
Thus, some siclshegh gems have been used as
normal gems by folk of ather Bloadlines with
no inkling of their true worth or power,

duration

Although a sielshegh glows if a scion of the
same bloodline approaches within & inches of
it, the scion gains its benefits anly if he
touches it for 4t least one round. For 24 hours
thereafter, the scion gains the added bloodline
strangth points; if the points are enough for
the scion to advance on Table 12: Blaodline
Ability Acquisition {in the BraTHrIGHT Rule-
book), he gains 4 temporary additional blood
ahility. The added points {and any extra abili-
ties) are lost if the scion does not touch the
sielshegh (or the artifact in which it iz set) for
at least one round every 24 hours.

known Siﬁtﬁhﬂt{hlil':l'l

Cnly a handful of sielsheghlien were found
immediately at the site of Deismaar, Daryn
Theros Hed with the only known Azeai sielshegh,
while Wull Dianig found a similar glowing golden
crystal of his own. Roele and his followers dis-
covered nine large raw gem fragments that
would become the 18 sielsheghlien of

Andisiras, The other known bloodstones

were crafted from fragments found

spread acroas Cenlia.

For nearly

1,000
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vears after Deisenaar. only 19 sielsheghlien were
discovered, In the centuries since, nearly a
dozen more gems have been found.

No sielshegh fragment or gem corresponding
to the blowdlines of Masela or Reynir has been
recorded; the colors and types of gems listed
abave for these gods are the educated guesses of
scholars. Legends among their faithful locate
their respective sielsheghlien deep in the murky
bottom of the Straits of Aerele ("That's the
Seadrake's true purpose—o guard the sielshegh-
lign of Masela!" sav old sailors) or emibedded in
the peaks of the Seamist Mountains.

sitﬁlﬁllﬂgh arrifacts

O course, the power of these gems demanded
their use—especially in the carly days ol the
Anuirean Empire and the initial rise of the
awnsheghlien. Many of these arfifacts are still
remembsered by sages, and some are recalled in
tales and legends of the comman folk. Below
are the artifacts created from the known
sielsheghlien and notes on their current fates,

Bremna's Favor

This priceless necklace features six sielsheghlien
in elaboraie sitver chain settings. The necklace is
dominated by an oval emperor cahochion in the
center flanked by two round prince cabochons.
Four %-inch oval knight gems surraund the
emperor and form the linking points to the twio
princes. All of these gems are jacinth infused
with the power of Brenna's Bloodline; their col-
lective power adds 25 blowdline strength points
ta the wearer. Traditionally, Brenna'’s Favor was

worn by the Countess of Danigau,
Bremma’s Favor was originally o single jacinth
pendant, an emperor sielshegh gem Tound by
Wulf Danig at Deismaar. Over the cen-
turies, members of Danigau's ruling
i* family found more siglsheghlian of
' Brenna and incorporated them
into the necklace. The jewelry
became knoam as Brenma s
Favor when the two flank-
ing prince gems were
added 40 vears ago,
Currently,
Brenna’s

TE

Favor is missing, believed stolen by either the
Swordhawk of Massenmarch or Albrecht
Graben, the pirate-king of Grabentod,

Bridie and Spurs of Awnmaur

Believed to have been constructed from the
Bloadstone fonnd by Darnyn Theras, the Awn-
maur artifacts are a trio of objects made with
four sielsheghlien of Azrai's bloodline; a pair
ol ornate platinum spurs and a horse’s bridle
with matching detail work on the leather and
knobs, Thess items were created approxi-
mately 500 vears ago by an unknown wizard in
Taeghas, While the original name of the items
and their creator's name are lost, they gained
the name "Awnmaur,” an elvish word meaning
“dark horseman.” [rom their most famous
owner, the awnshegh Bhuobhe Manstayer

The Bridle of Awnmaur holds two prince
gems that glitter darkly an the knob-ends of
the bridle’s bit. The platinum bit and the gem
settings are carved in the shape of clouds. The
black leather reins on the bridle are feature-
less, and no one has ever determined exactly
what creature's skin became this supple and
strang leather, O its own, the Bridle of Aws.
mawt grants its horse the same abilities as
harseshoes of @ zephyr,

he Spurs of Anmmuur are also heavy plat-
inum pieces shaped and carved in the image ol
billowing clonds, with the clouds ending in the
sharp spur-points. A black sapphire knight
sialshegh is set at the anlde of each spur. The
umigue, supple black leather, supplemented hy
a light platinum chain, straps the spurs onto
any human- or elf-zized boot, The Spurs of
Awnmitur grant their wearer's mount the same
ahilities as borseshoes of speed.

When a single rider uses both the Spurs and
Bridle of Avwnmaur, the ahove powers are active
during the day; at night. no mount is even
necded, When night falls, the items collectively
conjure a phartom steed out of material drawn
from the Shadow World. The steed has all the
abilities of one summoned with a phantom steed
spell cast b a 14th-level wizard, though it can
carry no passengers bul the rider wearmg the
spurs. The phantom steed can be summoned
once per night and lssts for up to 10 hours,
until the nder dismounts, or until dawn,

When used together, the spurs and bridle
collecUvely add 3 points of bloodline strenyth
tor the user.

Courrently, no one Knows whio has these Arti-
facrs. Rhuobhe has not used amv of them in well
over a century, Rumors suggest that the bridle
was stolen from his fortress, Tower Ruannoch,
by agents ol either Tuornen or Avanil



Calamiry

Calamity Iz an ash quarterstaff +2 with 4 number
of magical enchantments endowing it with great
powers, In addition Lo its magical properties, it
alsw serves as the setting for two siclsheghlien of
Yorynn's bloodline, The emperor crown-cut dia-
mond at the top of the stall is 1% inches across
and anchored at the top of the statf, while the 1-
mch cabochon-cut prince diamond is set where
the wiclder usually grips Caliemity.

This unique staff is alwavs in the possession
of an enigmatic female known only as the Wiz-
ard. Some Anuireans claim that the diamonds
were not abways part of Calamiiy. though no one
knows where or when they were found and cut.
It is highly unlileely that the Wizard will be forth-
coming with anv information,

The staff duplicates all the abilities of three
other magical items: an amaler of proof against
detection and location: the Rivg of Ley Ulse; and a
staff of thunder apd Hghtsing, In addition to all that
power, the two sielsheghlien grant Calamirg's
owner 15 bloodline strength points (10 and 3
points, respectively).

Emperor’s and State Crowns of Aswwire
The Emperors Crown and State Crown of Amire
are imarguably the greatest artifacts ever to hold
sielsheghlien. All the gems were found in raw
lorm within 3 miles of the Deismaar hattle site
and swiftly claimed by Roele and his fallowers.
These gems were left rough and uncut [or years.
When Roele began his dream of bringing
peace to Cerilia, he-had the three largest ruby
fragments cut and polished into five gems of
varinus dizes, These helped grant Roele the
power to huild the Anuirean Empire. Once the
empire was established, Rocle’s gems were set
into the Emperor's Crown of Anuire, the stan-
dard crown of the ruler on the Iron Throne.,
Addirional bloodstones held by Roele's kins-
men were cul and polished into 13 magnifi-
cent gems that were set into a formal ceown
bor state occasions, the State Crown of Anuire,
The greatest legend about the power of the
crowns involves the Empetor Shaene, grandson
of Caercuillen and father of Emperor Hadrian.
Shaene's predecessor, his twin brother Arlen,
came to the Iron Throne as a child in 870
Haelyn's Count upon the untimely death of
their father, Emperor Torele. Arlen, always
sickly, fefl ill and died eardy in 872, The | I-_-,.-;J.,Lr-
old Shaene learned too late that his brother had
died of poisons administered by the deadly
awnshegh assassin Darvn Theros, now known
as the Diabolvk. At the moment of Shaene's
coronation. Lthe Diabolvk revealed himsell and
slaughtered a number of guards. However, his

plan of gaining the Iron Throne was stopped by
the will of the child-emperar, The State Crown's
sielshegh gems flared brighthe as Shaene drew
upon their power and called on the blood abili-
tigs courame and divine wrath, He commanded
the Diabelvk to leave. The awnshegh lnsghed—
until it met Shaenc's eves and fled for its life, It
15 saiil that the Dhabolvk thereafter feared only
two Lthings: the Gorgon and his Imperial
Majesty Shaene Roele 11 of Anuire,

Af gome unknown point during the reign of
Emperor Hadvian, 4 great crime was commit-
ted, The sielsheghlien of both crowns were
stolen, pried from their settings and replaced
with gems that simply glowed with magical
light. Though few bevond the Roele family and
the Imperial Chamberlain knew of this loss,
some later muttered that Michael’s death could
have heen avoided il the Emperor’s Crows had
its former power Since no one in the past six
centuries has been reported using a ruby
sielshepgh, the Dosieres believe the FEMIS Were
aplil i and scattered. Unless a scion of Anduiras
coriey mlo contact with one of the rubies, the
gems may never be found. Since the gems were
alzo cabochon-cut for [lat settings, Caliedhe
Dhasicre believes that the rubies mayv have been
made into other jewelry but not altered, since the
rubies were fawless and few jewelers would
recit and risk dama wing such perfoct gems.

Both crowns still exist, with the false rubies
in thoir settings, The crowns’ resting place is a
secret known only to Caliedhe Daosiere, the
Imperial Chamberlain of Anugire, When o
rightful ruler for the Iron Throne appears, the
crowns will be ready, As tor the two emperor
and 16 prince siclsheghlien, the Dosieres con-
duct a quict search to this day.

The State Crown once hore ane 2-inch oval
emperor gem surrgunded by 12 inch-lang round
prince wems. This cigen, worn by the Emperor
of Anuire on important occazions of
state; sranted its weards T}
bloodline strength points
and often a number of
additional blood i
ahilities 4
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while it was worn, The Emperor’s Cromm formerdy
hald 4 1%-inch oval emperor gem surrounded by
four ¥-inch oval prince gems. This crown, worn
daily by the Emperor of Anuire, gave its hearer
30 additional bloodline strength points. 1t is
unlikely that these gems will ever again all he
collected in the samec place,

The Sielebr

The greatest of the known sielsheghlien on
Cerilia is the Sielebr (SEEL-avr), the “Stomne of
Lighi.” This solid mass of uncut, unpolished
topar is apparently the entire mass of Basaia’s
sielshegh. Though it has a rough surface, it is a
nearly perfect globe of sielshegh approxi-
mately 1 [ool in diametler. Details about the
artifact are sketchy and come from verhal
accounts over 1,500 vears old, but the Stone of
Light apparently holds move power than all the
sielsheghlien of the Emperors Crown and Staie
Crown combined.

The only remaining physical evidence of the
Sieleht's existence is an ancient, fading tapes-
try in a tiny temple to Avani in the Khinasi
domain of Djafra, The tapestey has four images
on it: The first image shows Mount Deismaar
exploding and throwing a vellow rock high
into the sky. The second renders a Basani war-
rior finding the rock in a desert; the warrior
and the rock both glow. The third image shows
the warrior blasting an army apart with beams
of fire from his hand. The final image depicts
the glowing vellow orh on the deck of a Basarji
ship heading east,

Orral tradition among the Khinasi identifies
the warmor as Aram ibn Malik, 2 yvoung man
who discovered the Sielebr shortly afler the
Deismaar cataclysm, With the bloodstone’s
aid, Aram and his followers (the Holy Thirty)
were able to slay the entire army of the great
oppressor Omar al-Sami in lands now claimed
by Zikala. When others tried to claim the
Sielehr from Aram, he and the Holy Thirty fled
and took a ship to parts unknown. Little else is
known ahout the Sielebr. save Lhat Avani's
faithful and a few dichard Basaia worshipers
consider it one of their holiest artifacts,

In truth. the tales are accurate, Aram and
10 of his 30 pious companions were
scions of Basaia, They fled the main-
land with their families in order to
keep the stone'’s power out of
greedy; irreverent hands.

(hear the course of 20

vears, they built

monasteries to

Awani and

Basaia in
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the mountainy of Cerilia’s castern shores; in
fact, five of them, now long-abandoned, still
exist in the domains now known as Suiriene,
the Magian's domain, Merasaf, Yeninskiy, and
Zoloskava. Aram and his followers continued
their trek northward antil finally they put
Leviathan's Reach between the Sielébr and
those who would use the bloodstone for their
crwty selfish purposes.

Within one of the highest mountains ranges
of northern Torova Temylatin, Aram and his
followers built Basaia's Seat, an impregnable
monastery carved out of a mountain peak: Its
central chamber holds the Sielebhr. Basain's
Seat is reachable only by a single pass that
remains snowbound and impassable for all but
two weeks out of every vear. The bitter, power-
ful winds surrounding the peak make it ton
treacherous to approach by any flying crea-
tures less hardy than dragons. Fortunately for
those whao guard the Sielebr the artifact itselt
helps keep the monastery warm,

At its most populated, the monastery held
78 people. It now halds only four scions: Aram
ibn Malik, Fatima bhin Aram {(Aram's eldest
daughter), Tuarim ibn Aram (Fatima's fourth
son), and Alvaro el-Surak (the last of the Haly
Thirtw}. All of these scions have the long life
blood ability at greal power; Aram and Alvaro
bath appear to be men in their forties, while
Fatima and Tearim seem to be in their late and
early twenties, The youngest of the four
guardians is nearly 1,500 vears old.

Some Khinasi believe that a piece of the
Sielebr broke off before Aram discovered it,
Citizens of Ariya still speak of the "Blinding
Bracelet of Georg One-Eve,” a magical bracelet
worn by a wizard merchant of mixed Brecht
and Khinasi blocd. The bracelet is described as
a golden band set with a glowing yellow topas:,
Legend tells thal Georg used it to project
light and magical fire, but he and his bracelet
disappeared in a sudden storm at sea over
200 years ago, His ship was last sighted just
outside the Dauren Arm of the Krakennauricht.
Given the powers of the braceler and the
legends of the Siclebr, some Khinasi helieve it
held @ sangle chip off the Stone of Light. A
select few go so far as to maintain that if that
chip were found and reunited with the Sielebr,
Basaia would come again to Cerilia. Since no
living Khinasi know the final resting place of
the Sielebr, it is highly unlikely this thaory will
ever be put to the test,



conventional

spells

he following spells were developed

I through the centuries by Cerilian wiz-
ards and magicians to address needs
unique to their world. Their descriptions
appear in the "Conventional Spells™ chapter of

this book. These spells follow the standard
rules and format of other AD&ID spells.

first level

Khinasi Trade Tongue
Know Bloodline Derivation
Know Blowdline Strength
Enow Cerilian Origin
Sidbelicn Bow®

second level
Calder's Starry Skv
First Strike

Mask Bloodline
Mistortune
Ruormil’s Tracks

thicd level

Enhance Blood Ability
Erik’s Quills

Haelyn's Bow

Suppress Blood Ability
Zikalan Fireform

fourth level

Identity Tighmaevril

Impraved Armuoe

Mimic Blood Ability

Shacfpaete’s Shadowy Distinction

fifth level

Disguize Bloodline
Facei
Mass Mounts

sinth level

Sidkelien Mirn
suppress Bloodline

seventh level
Resist M.‘Lgir.

BIRTHRIGHT

spell hists

{:ighTh level
Magie Dirain

ninth level
Bilond Dirain

* Itaticized spells are reversible.

battle spells

hese spells affect entire military units,

ﬂ They were converted from conven-

tional spells by Cerilian wizards and

magicians for use on the battlefield only, Their

descriptions, as well as details about the use of

battle spells in a BIRTHRIGHT campaign, appear
in the "Battle Magic” chapter of this book.

first level
Charm Unit
Rain of Magic Missiles

second level
Rolling Fira
Glittering Shower

third level

Flving Troops

Monster L'nit Summoning 1
Slow Unit

fourth level

Aura of Invulnerability
Enchanted Weapons
Stoneskinned] Armv

fifth level

Animate Army
Shadow World Teoops
Walf in the Fald - : 2




realm spells by

caster level

his comprehensive list of wizand realm
I spells includes those spefls originally
priblished in the BretHriGHT Redebook
and new realm spells published for the (irst

time in this book, Descriptions of all
realm spells appear in the "Realm |

Spells” chapter of this volume, The
following fist is organized by the
required minimum level of the

spell's caster. For a list orga-
nized by required minimum
source level, see below,

1st-level caster
Alchemy

Dispel Realm Magic
Scry

Subsersion
[

znd-levelcaster

Battle Fury
Cofler Credit

Detect Ley Ling
Inflamie
Roval Facade
Trace Ley Line
gl
!

::.l-'; 5o L

e

grd-level caster
Llemagopgue

Ley Trap

Mask Ley Line

Mass Destruction
SumimoTing

Transport

h}‘rh—lmmi COSTET

Gold Rush
Protect Source
Eegenl hites

sthi-level casyer

Death Plague
Feign Destruction
Protect Lev Line
Stronghold
Warding

6th-level caster
Defection

“th-level caster

Legion of Dead
Ley Ward
Raze

Brh-level coster
Shadow Block

grh-level casrer

Deactivate Ley Line
Enhance Source

toth-level caster
Deplete Mebhaighl

izth-level casrer

Siphon Mebhaighl
Sunder Ley Line

16th-level caster

Poison Source



realm spells by
soucce level

] he fallowing Hel is organized by the
required minimum source level needed
to cast cach spell. For a list orzanized

by required caster level, see above. Descrip-

tions of all realm spells appear in the “Realm

Spells” chapter of this boak,

source (1)
Petect Lev Line
Dispel Realm Magic
Feign Destruction
Protect Soorce
Regent Bite

BTy

Subversion

Trace Ley Line

souice (z)

Battle Fury
Coffer Credit
Defection
Enhance Source
Gold Bush
Intlame

Mask Ley Line
Royal Facade

source (3)

Alchemy
Demagogue
Legion of Dead
Ley Trap
Protect Ley Line
Summaning

source (4)
Dreactivate Ley Ling
Ley Ward

Shadow Block

source (g)
Death Plague
LJeplete Mebhaighl
Mans Drastruction
Haze

Transport

Warding

souirce (6)

Eiph_uu Mebhaighl
Sunder Ley Line

source (7)
Poison Source
Stronghold

using other

SPellg. (l[l_(]
ileley cal tems

ot all spells and magical items created
N for AD&D game scttings are appropri-
ate for use in a BIRTHRICHT campaign,
M5 and plavers need to take care that spells
and items borrowed or adapted from ether
products and settings are compatible with the
rules and flavor of the Binrasicur world;
spells with effects that contradict, impair, or
are otherwise mcongruous with life in Cerilia
should be excloded
from the campaign,
Plavers may use anv spell
[rom the PHB in a BIRTHRIGHT
campaign (though they may want to
consider giving spells such as Nistuls
magical aura more Cerlian-sounding niemes).
DM s may fecl free to introduce any magical
item appearing in the DM,
This section lists the spells and magical
items from the Tome of Magic that are
switable for use in Cerilia. Anv spells or
items excluded from this list are not rec-
ommended for the BIRTHRIGHT setting; as
always, however, players and DMy may
agree to allow (or disallow) a apell or item
tor suit their own campaign. Playvers and
DM can use this fist—as well as discus-
sions of Cerilia's magical atmosphere
presented m the rest of this book—~for
giiidance when deciding whether spells
and ilems from other products are
appropriate to the campaign,

B3
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spells

first level

Conjure Spell Component
Fire Burst.

Fist of Stone

Lasting Breath
Metamorphose Liguids

second level
Insatiable Thirst
Maximillians Earthen Grasp
Past Life

Protection feom Paralysis
Ride the YWind

Sense Shifting

third level

Alacrity
Alamir's Fundamental Breakdowmn
Augmentation 1
Far Reaching |
Lorloveim's Creeping Shadow
Maximillian's Stony Cirasp
: W 8 Minor Malison

: ;l[:f ~ Bpirit Armor (may not be cast
et R _on bhndcd characters)

- rthe Circle

"i'i.’&’cm"? Bnubic

Locate Creature
Mask of Death L iSe
hmaaﬁm bk ainans Crlarity
Thunder Staff

Turn Pebble to Boulder I:dnﬂ.'!fﬂﬂt affect
mebhaighl stanes or sielsheghlien}

ffth level

Far Reaching 111

Khazids Procurement

Lower Resistance (does not affect
the resist magic spell)

Magic Stafl

Mind Fog

Safeguarding

Von Gasik's Refusal

siuth level

Augmentation 1

Drilation I1

Forest's Flery Constrictor

Lortoveim’s Shadowy Transformation
{cannot be used in the Shadow World)

seventh level

Acid Storm

Bloodstone's Frightlul Joining

Intensify Summoning

Malec-Keth's Flame Fist

Shadowcat (cannot be used in the
Shadow Waorld)

Steal Enchantment {dees not affect
tighmaevril. mebhaighl stones, or
sielsheghlicn]

Sutfocate

E'.ifg'h th level

Abi-Dralzim’s Horrid Wilting
Airboat
Cunther’s Kaleidoscopic Strike

ninth level

Chain Contingency

Elemental Aura
‘Wail of the Banshee
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mug"[col Hems

potions and oils

Aroma of Dreams
Curdled Death
Murdocks Tnsect Ward
Ol of Peeservalion
Starella’s Aphradisiac

puurdﬂrﬁ

Povwrder of the Black Veil
Powder of Coagulation
Powder of the Heros Heart
Powder of Magic Detection

r ll'l?‘ﬁ

Ring of Affliction

Ring of Armuring

Hing of Bureaucratic Wizardry
{does not alfect realm spells)

Ring of Fortitude

Ring of Kandomness

Ring of Resistance

rods and wands

Rod of Distortion
Wand of Element Transmogrification
Wand of Misplaced Objects

miscellaneous magic

Air Spores

Amulet of Extension

Amulet of Far Reaching

Amiuilet of Leadership
(cannot be used by regents)

Amulet of Magic Resistance
(not cumulative with resist magic spell)

Amulet of Metaspell Influence

Amiulet of Perpetual Youth

Bag of Bones (Use Undead Legion War Card
#836 from the BirrHriGHT boxed set; onlv
10% of bags are multi-use. )

Bell's Palette of Identity

Brooch of Number Mumbing
{ Blooded characters gain <2 bonus (o save;
regents gain —4 bonus to save, |

Candle of Propitiousness

Claw of Magic Stealing

Contracts of Nepthas

Crucible of Melting (tighmaeveil is immune)

Crystal Parrot

Dizmtegration Chamboer

Dast of Mind Dulling

Everbountiful Soup Kettle

Flathox

Fur of Warmth (derivation: Vosgaard, rather
than the Paraelemental Plane of Icc)

Gem of Retaliation

Glass of Preserved Words

Globe of Purification

Globe of Serenity

Horn of Yalor ( Alfected War Card units gain
o orale icon of plaver's choice for 1d4
turns; routed units immediately make a
morale checle rather than first returning to
the reserve; enemy unils lose one morale
icon of plavers choice [or 1d2 turms; player
chooses square in which horn iz sounded—
horn may be heard one square away; hormn
may he nsed once per YWar Clard battle,)

Hourglass of Fire and lce

Jar of Preserving

Law's Banner (Functions on-one War Card
unit commanded by a lawful PC or NPC:
plaver chooses one icon to add to the card's
marale icons,)

Lens of Speed Reading

Ligquid Road

Lorloweim's Obsidian Mortar and Pestle
{ Mebhaighl stones, sielsheghlien, and
tighmaewril gain -5 bonus to saves. )

Manual of Dogmatic Methods

Medallion of Spell Exchange

Mirror of Relention

Mirrar of Simple Order

tdist Tent

Mordom’s Cauldron of Air

Mouse Cart

Mecklace of Memory Enhancement

Melradina's Identifier

Philosupher's Ege ( first application onlv)

Puortable Canoe

Prism of Light Splitting

Puchezma'’s Powder of Edible Objocts

Quill of Law

Reglar's Gloves of Freedom e

Robe of Repetition .

Saddle of Flying -

Scarab of Uncertainty AT

School Cap Vi e R e

Slae's Locks and Bolts ' L

Talisman of Memorization '

Tapestry of Discase Warding

Teleportation Chamber

Tenser's Portmianteau of

Frugality y
Thought Aottle ‘ r
Time Bomhb -!'r a3 wl a o H 0L
Zowann’s YWatening Can _.:"!"

] -
o



conveniional
spells

-
The War of Shadew and s cataclysm ar Mot
Deéiomaar altered our world irreparably, Political
strieggles, Mood abilities, awnsheghlien—it
seemed that suddenly all the rules by which we
lived life had chameed. And it was gp 1o us [o
find ways to meat these new challenges,
—from the fournal of Oerean the Stone Mage,
circa 31 Haebn's Count

,‘, - e == S

first level

khinast trade tongue

[Divination)

Range: Touch
Components: ¥, M
Duration: 1 turn'2 levels
iZastirig Time: 1

Area of Effect: 1 individual
Saving Throw: Mone

-\.i-i

856

Favored by Khinasi and Brecht wizards
because af their countries” reliance an trade,
this limited form of ESP aids in dealing effi-
ciently with merchants and peddlers, The
recipient of this spell can sense the amount of
money that an individual is willing to accepl or
pay for a particular item—regardiess of the
price verbally quoted by the individual —to
within Idé coins appropriate to the transac-
tion, The recipient of the spell can delermine
prices for multiple items (one at a time] until
the spell cxpires.

When cast by o Khinasi or Brecht wizard, this
divination is even more precise, determiming
within 1d4 appropriate coins the amount of
maney a trader wall accepl or pay.

The mateérial component of this spell is 2
vial of snake oil.

know bloodline
derivation

i D¥ivination)

Range: 30 yards
Components: 5. M
PDuration: Instantaneous
Casting Time: 2

Area of Elfect: 1 individual
Saving Throw: Negales

The caster of this spell can determine the
hlaodline denivation of a target individual, The
target ix atlowed o saving throw with the fol-
lowing modifiers to the die roll (becanse
stronger bloodlines are easier to detect]:
tainted, +2; minor, «0; major, -2; great, —.
The material component of this spell is a
collection of trinkets representing different
bloodlines {Basaia is represented by the hawk,
so 2 hawk feather ar claw would be appropri-
ate: scions of Reynir are attuned to the wilder-
ness, making 4 pine cone or live twig suitable,




and so on}. The component that represents the
target's bloodline disintegrates upon comple-
tion of the spell.

MNote: If the spell is cast on an unblaoded
character, none of the totems destroy them-
sehves, There 15 also a base 50% chance (minus
5% for every level of the caster) that a tainted
bloodline passes unnoticed, even if the target
fails his saving throw.

This spell does not work on inanimate.

abjects such as sielshegh gems,

know bloodline
stren L;Th
{ Dhivination)

Range: 30 vards
Components; 5, b
DPhreation; Instantaneous
Clasting Time; 2

Ares of Effect: 1 individual
Saving Throw: Negates.

This spell atfects only blooded characters, If
the target fails his saving throw, Lthe caster
learns the relative strength of his bloodline—
tainted, minor, major, or great. Because
stronger bloodlines are easier to identify, the
target miikes his saving throw with the follovw-
ing modifiers to the die roll: tainted, «2;
minor, «0; magor, —2; great, —4,

The material component is a small vase or
jar made of malleable metal (briass, gold, tin,
et ). The component collapses, as if crushed
in & strong hand, when the spell iz cast. The
¢aster measures the extent of the crumpling to
determine the relative bloodline strength,

Mote: I the spell is cast onan uablooded
character, the vase remains uncrushed, There
is also a base 50% chance (minus 3% for every
level of the caster) that a tainted bioodline’s
strength cannot be determined, even if the tar-
get fails his .sap.-'Eng throw,

know certlian urig'in

| Divination)

Range: [0 yards

Components: ¥, 5

Miration; Instantancons

Castimg Time: 1

Area of Effect: 1 creature or object
Saving Throw: Negates

When a wizard directs this apell at a creature,
inclividual, or abject, he can determine the area
of Cerilia from which the targel originated (or
whether the target derives from outside Cerilia).
This spell can identifv the origin of a Cerilian
item or person to within 25 miles, with a general
ar specific result—that is, a warrior born 20
miles outside of the City of Anuire might be
identificd as hailing from that city; & weapon
forged in the city of Ilien might simply be ident-
fiee] as orignating in the province ot Tien.

The caster may specify whethor he wishes to
learn the actual orgin of an item or the place in
which a target has spent the most time. Thus,
he may learn the hirthplace of an individual or
the place in which he haz spent most of his life;
he may learn the place where a weapon was
forged or the site at which it lay lost for decades.
The origins of items predating the Mount Deis-
maar catachesm cannot he determined.

In the case of centuries-old items, this spell
might be cast a number of times to determine
the history of an object: Such castings will first
reveal the place where the item spent the most
time. with subscquent castings revealing pro-
gressively shorter hahitats,

When this spell is cast on an individual, a
saving throw vs, spell is allowed; on a magi-
cel item, a saving throw vs. crushing blow
applies, In cither case, a successful saving
throw means the caster
cannot
determing
the Larget's
origin,

87



sidhelien bow

{ Enchantment)
Heversible

Range: Touch

Components: V. 5, M

Duration: 3 rounds+1 round/level
Casting Time: 1

Area of Effect: 1 bow

Saving Throw: None

When a wizard casts this spell upon a nonmag-
ical short bow, long bow, or crossbow, the
wespon gains a +1 attack bonus. The spell
takes effect when the first shot is fired and
then lasts for the full spell dueation, The first
shot must be fired within 24 hours of casting
or the enchantment is lost. The bow's bonus
alone does not enable archars o hit creatures
that can be attacked by magical weapons only;
one needs magical arrows to do so,

Multiple spells can be cast upon a single
how to extend the duration of the enchant-
ment. Doing so does not ereate additional
attack bonuses or extend the 24-hour limit.

The reverse of thiz spell, decrepit bow, males a
nonmagical bow suffer 2 -1 attack penalty.

When this spell is cast by a Sidhelien wizard,
the target bow may be magical or nonmagical
and gains a +1 honus to attacks and damage, A
deerepit bow enchantment cast by such a wizard
causes —1 attack and damage penalties,

"The material component for both versions is
a thread from a silkworm,
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second level
calder’s

starry sky
[ Divinaticon |

Range: 10 vards

Components: V, 5, M

Duration: 1 hour/Tevel

Casting Time: 2 tirmnms

Area of Effect: 10 square vards

Saving Throw: None

Developed by a Brecht magician, this spel]
enables ships to gail on cloudy nights or storm-
swept days without losing their way, When
cast, the spell causes a display of stars to
appear approximately 10 yards above the
caster’s head. The stars are ropresentations ol
the correct positions of stars in the sky, allow-
ing & navigator to steer by this projection. The
gpell can be cast inside a ship's cabin {or inside
a huilding if the spell is desired for study or
decorative effect), projecting the star field on
the ceiling. The spell fails on cloudless days.

The material component is an unblemished
silver mirror that the caster must direct skyv-
ward during the casting.

first strike
{Alteration)

Eange: ()

Componants: V, 5, M

Duration: 1d4 rounds+1 round/level

Casting Time: 4

Area of Effect: 1 creature/level within 10 yards
Saving Throw: None

This spell causes a number of creatures ar
individuals within 10 vards of the caster to
automatically gain initiative in ensuing combat
rounds, The enchantment does not hasten the
casting times of spells,

Individuals uncer the influence of a first strike
spell must rernain within 10 vards of the caster;
if they venture outside the area, they lose the
effect. Reentering the spell radius does not
retnistate the effect on those individuals,

If both sides in a battle are affected by [fimse
strike spells or an individual is using a weapon
such as a short sword of quickness, initiative is
rolled normally. Unlike a haste spell. this enchant-
mient does not age the affected individuals,

The material component of this spell is a
handful of purified sand, which the caster runs
through his fingers.




mask bloodline

i Tlusiomn)

Range: Touch
Components: ¥, 5
Duration: 2 turns/Tevel
Casting Time: 4

Avea of Effect: 1 creature
Saving Throw: Negates

This spell is used by blooded wizards {or cast on
blooded charactees) to hide the denvation and
strength of their bloodlines from others. Blood-
lines, because of their divine nature, are some-
what resistant 10 being hidden; the target there.
tore must roll & saving throw even if he wanis
the spell to work, The bloodline's strength adds
a modifier to the roll as follows: tainted, =2:
minor, -{; majoc, +F; great, +4.

If the target fails the saving throw, the
bloodline is completely masked; nothing short
of a limited wish will reveal its derivation or
strength lor the duration of the spell, If the tar-
get’s save succeeds, obvious characteristics of
the bloodline (such as a bloodmark or other
secondary characteristic) are masked, but a
ernow bloodline derivation or know bloodline
strength spell will succerd normally:

The target of the spell cancels the effect if
he uses any blood ability during the spell’s
duration, This means that some characters will
be forced to operate at below their normal
abilities for the duration of the spell if they
want to keep their bloodlines secret (such as
characters with heightened ability).

Note: Ershegh and awnshegh characters arc
difficult to affect with this spell, since they almost
always bear unconcealable marks of their Blood-
lines. The XM may wish to increase the modificr
to their saving throws or disallow the use of the
spell altogether unless it s cast in conjunction

with another powerful illusion or polymorpb spell.

mistortrune
{Alteration)

Range: 10 vards
Components: V, §
Duration: | weekdevel
Casting Time; 2

Arca of Effect: | creature
Saving Throw; Special

An elderly Rjurik wizard is said to have cre-
ated this spell to bring ill luck to his enemies,
He intended his foes to sufler misfortune

when hunting, lishing, or trapping—activities
esgential to the livelihood of the Rjurik people.
The apell has since been used to bring il luck
to people of all races.

When a wizard successfully casts a misfor-
rure spell upon another individeal or creature,
the target's proficiency checks sulfer a 1-point
ponalty for the spell’s duration, Multiple wis-
fortune spells can be cast upon a target, with
cummulative resulis,

The target of a misfortune enchantment is
allowed a saving throw vs. spell with a -1
penalty to the die roll for every three levels of
the caster, Thus, if a 10th-level wizard cast
misfortune, the target would suffer a -3 penalty
Lo ils saving throw,

The spell{s) may be negated by a single
remove curse or similar spell.

ruornil’s tracks

[Alteration}
Reversible

Eange: Touch
Components: ¥V, 5. M
Duration: 1 turnflevel
Casting Time: 2

Area of Effect: Special
Saving Throw: None

This alteration enables an individual to leave
in his wake the tracks of a native animal
ingtead of his own, thus thwarting those who
attempt Lo track his movements. Those in pur-
suit can identify the true nature of the tracks
only if they make successlul tracking profi-
ciency checks with a <2 penalty.

For every experience level above 3rd, the
wizard can affect one additional creature.
Thus, a Sthelevel wizard could affect him-
self and two other individuals, The spell
can affect creatures up o large siee, [
50 a4 wizard could prevent horses or ol
other mounts fraom leaving
identifiable tracks.

The reverse of this spell,
Ruomnil’s footprints,
causes affected
indhviduals
to leave

=
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deep, noticeahle footprints in their wake.

These tracks can be followed casily by anyone,
The material component of either version is.a

handful of ashes sprankled at the caster's feet.

third level
enhance blood ability

{Alteration, Evocation)

Range; Tench

Components; V. 8, M

Druration: 3 rounds +1 rounddevel
Casting Time: 2

Area of Effect: 1 creatare

saving Throw; None

This spell enables ils targel 1o tap the essence
of his bloodline directly to temporarily
increase the power of one hlood ahility. The
caster must know the bloodline derivation,
Blood ability, and ability power {minor or
major] to be attected, When the spell 15 cast,
the chosen blood abilits improves one power—
minor to major, of major to great—for the
duration of the spell, Blood abilitics of maxi-
mum level gain no benefit from the spell, and
blood abilities that have only one level of
poser cannot be cn_hanccl:l.

90

At the end of the spell's duration, the
blood ability returns to normal. The target
then may not use the previously enhanced
blood ahility for one turn (he has stretched it
hevond its limils),

The material components are two similar
objects—one large and one small— represent-
ing the bloodline derivalion of the target, {Ses
the animal affmity blood ability description in
the BixTHRIGHT Rulebook for a list of totems.)
The wizard breaks the smaller of the two
totems during the casting of the spell,

eril’s r'luiilﬁ

(Evecation )

Range; 5 vardslevel
Components: V, 5, M
Dheation; Instantancous
Casting Time: 3

Arca of Effect: 1-2 creatures
Saving Throw; MNone

This enchantment allows the caster to cause a
number of magical quills {resembling poreu-
pine quilis) to fly from his hands and unerr-
ingly sirike a chosen target. The guills reach
their victim even in melee combat, and they
magically find chinks in armor or gaps in
clothing to strike successiully.

A wizard can conjure 2d4 guills plus one
quill for every two experience tevels above Sth;
thus, a Tth-level caster can ¢reate 2d4+1
quills, The quills may be directed at no more
than two opponcnts.

Each guill inflicts 1 point of damage on the
initial round, In the following two rounds,
victima are allowed a saving throw vs. spell:
failure indicates a second {and/or third)
round of identical damage, At the end of the
third round, the guills vanish, The enchant-
ment is especially ellective against spellcast-
ers, who cannot cast spells while suffering
damage from the quills,

The material component is a parcupine guill,

Il{_lﬂll[:'li'ﬁ bow

{ Enchantment)
Reversible

Range: 10 vards
Components: ¥, 5 M
Dhieation: 1 roundevel
Casting Time: 3

Aren ol Effect: 1 bowlevel
Saving Throw: None




When & wizend casts this spell upon a magical
or nonmagical short bow, long bow, or cross-
bow, the bow gains 4 +1 bonus to attack and
damage rolle for 4 number of rounds equal to
the wizard's level, The bonus conferred by this
spell adds to any magical bonuses the bow
already carrics.

The spell takes effect when the first shot is
fired and then lasts for the {ull duration. The
first shot must be fired within 8 hours of the
casling or the enchantment is lost, Multiple
spells can be cast upon the baw, with cumula-
tive bonusas:

The reverse of this spell, cursed bow, confers
a =| penalty to attack and damage rolls for a
number of rounds equal to the caster's level.

The material component s a stone armowhead.

suppress blood ability

{ Alteration)

Range: 10 vards
Components: V. 5, M
Duiration: 1 turndevel
Casting Time; 1 round
Area of Effect: | creature
Saving Throw: Negates

Suppress blood ability removes an individual's
power to use one blood ability for the duration
af the spell. The caster must know both the
bloodline derivation and blood ahility of the
target, as well as the power of the blood ability
ta be suppressed {minar, major, or great) or
the spell will fail, Bloodlines are somewhat
resistant to tampering; therefore saving throws
receive the following modifiers based on
bloodline strength: tainted, -2: minar, -0;
major, +2; great, +4. Multiple castings can
affect multiple abilities on the zame targer,

The material component is a small object
trom the victim's bloodline tatem {cat whisker,
snake scale, it ), Refer to the animal alfinity
blood ability description in the BIetHRIGHT
Rulebook for a list of totems,

zikalan fireform

[Alteration)

Range: Toush
Components: V, 5, M
Duration: | hourlevel
Casting Time: 3

Ares of Effect: 1 creature
naving Throw: None

This old enchantment was created by a Zikalan
court wizard who used it to spy on visiting dig-
nitaries. The spell enabled the wizard or other
target of his choice to hids in the braziers and
lireplaces of Fikala's palace, temples, and
other state buildings:

A character under the effects of this spell
can meld his bodv with nonmagical fire. The
[ire must be within 5 feet of the freformed
mdividual so he can leap into the blaze, The
firejormed tarzet is then concealed in the Mick-
ering (lames ol a torch, campfire, fireplace, or
other source of nonmagical {ire, The fire must
be at least the size of a torch,

While in fircform, the individual can see and
hear normally: the flames da not ahscure hear-
ing or vision, The individual cannot cast spells,
talk, attack. or sulfer damage, To exit the fire,
the character may cancel the spell with a tele-
pathic commanel. The character is automati-
cally expelled from the flames al the end of the
spell’s duration or if the fire is completely
extinguished by any novmal or magical means.
{The spell does not expire if the blaxe merely
dies down to embers.) The spell is also can-
celled il a spell such as affect normal fired or
pyrorechmnics is cast upon the flames.

The recipient of the spell is immune to heat
and damage from normal fires while moving
into and out of the source of flame [as well as
during the spell’s effects). A fireformed individ-
ual cannot be discerned from' normal flames
unless a detect smagic spell is cast, In this event,
the flames radiate a {aint aura of alteration
magic. A detect imvisibility spell wAll not reveal
the tireformed individual,

The materis! component i a mixture of galt,
sulfur, and crushed peppercorns that is tossed
into the fire source.

tourth level

identt fu Tigﬁlﬂuum‘il

(Mvination)

Hange: 100 vards
Components: 5. M
Duration: 1 round/level
Cusling Time: 4

Area of Effect: 1 cubic vard
Saving Thriw: MNane

ldentify tighmaevril allows the caster 1o distin-

guish the bloodline-draining metal from other
metals, Because of the spell's relatively short
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duration and limited ares of effect, i is most
uscfizl for confirming whether an already-
located object s indeed forged of bloodsilver,
The spell causes all tighmaevril within the
area of effect to glow a bright burgundy
color and 1o pulse in a manner visible only to
the caster. [, lor some reasan, the caster
cannol see the tighmaevril affected by the
spell (because of darkness or interposing
walls), he will sense the metal's location, but
not its shape or size.
The material component, which melts dur-
ing the casting, is a band of copper wire
wrapped around a rod of steel.

lmprnuml armor

{Clonjuration )

Range: Touch
Components: V, 5, M
Duration: Special
Casting Time; 4

Area of Effect: 1 creature
Saving Throw None

Similar to the 1stdevel amor spell, this enchant-
ment creates & faintly glowing magical field of
energy around a target

individual that serves as il it

were field plate mail (AC 2],

The spell has no effect on a person

already armuared or a creature with Armor
Class 2 or better, but it is cumulative with
Dexterity bonuses, Improved armor does not
al{ect a creature’s movement or hinder
spellcasting, and it has no weight.

Improved armor remains shout the
individual until dispelied or until the
individual suffers damage equal to 10
pomls plus twice the casters level. For
example, i an Sth-level wizard cast this
spell upon himself, the armor would

remain intact until he sulfered 26 points of
damage. The armor does not prevent. the
spel| pecipient from suffering the damage.
I'he material component is a cube

of polished steel.

mimic blood abilmy

{Enchantment)

RBange: 20 vards
Components: ¥, 5
Duration: 1 round/level
Casting Time; &
Area of Effect: 1 creature
Saving Throw: Mono

This powerful spell allows the ¢caster or other
blooded character to mimic a scion’s blood abil-
iy, The caster must have withesseéd the use of
the chasen blood ability within one day per
leviel of experience or have personal mowledige
of the blood ability ({or example, has scen it
used several times in recent months, has a pet-
somal friend or colleague with the ability, ete.],

The target of the spell nret be a scion in order
ta imitate the ability, but his derivation and
hloodline strength need not match that wsually
required for the mimicked ahility. Thos, a char-
acter with a bloodline other than Awrais could
mimic the fear ability; a character with a blood-
line strength of B could imitate a great abilicy:

Both the target of the spell and a possessor
af the blond ability to be imitated must be
within 20 vards of the wizard at the time of
casting. As part of the spell, the caster states
the name and power (minor, major, or great)
of the bload ability in a loud, cledr voice.

The recipient gains the use of the blood
shility for the duration of the spell. The char-
acter whose ability was mimicked retains full
use of the ability; he is unaffected by the spell.

When the spell ends, the recipienl com-
pletely loses the blood ability, but any elfects
caused by the character’s use of the ability
remain, For example, il the ¢character mimic-
ked the regeneration ability and healed several
puoints of damage, those points would remain
healed. However, if a character mimicked
divine aura to influence an unblooded charac-
ter, the influence on that character would wear
of [ when the spell duration expired.

Note: Spells such as enbance blood ability
and Blood drain can affect the mimicked ability
{or the duration of the spell,

sh nt:fp aetre’s
Sh{lilﬂml_[J distinction

{ Dyvination )

Range: 10 vards

Component: ¥

Druration: | rounddevel
Casting Time: 5

Area of Effect; 50 cubic vards
Saving Throw: None

This spell is rumored to have been developed by
a wizard of the Zweilund Islands, 4 small domain
in the Krakennzuricht. The spell mimicks the




hallling ability to see into the Shadow World and
to distinguish, in a particular location, the thick-
ness of the veil that separates that realm from
the real warld. The spell does nat confer the
halflings' ability to detect evil, detect undead,
detect magic, shadew walk, or dimension door

A mage who uses this spell has a 5%, plus
1% per caster level, chance of finding a hidden
portal to the Shadow Warld {an area where no
veil exists). These are dangerous places since
denizens of the Shadow Warld can use such
portals to cross over to the real world, Under
the effect of this spell, the caster may also
make such crossings.

If a wizard finds himselfl in the Shadaow
Warld, he can use this spell to find portals
back to Cerilia, Of course, since time and
space in the Shadow World are reputed to be
ditferent than on Cerilia, the caster may find
himself somewhere or somewben other than
the place or time he lefi,

titth level

disguise bloodline
I:I]Iusinﬂ"l:"hantaﬁ m}

Range: Touch
Components: %, 5
Duration: 1 turnlevel
Casting Time: 1 turn
Arca of Effect: | creature
saving Throw Special

This potent illusion allows the spell recipient
ta hide the derivation, strength, and charcter-
tstics of his actual bloodline and temporarily
take on the charcteristics (both magical and
phvsical) of another bloodline. For example, a
s¢ion of Anduiras could appear to have
Brenna's or even Azrai's bloodline, thus
deceiving attempts to determine his actual
bloodline. The transtormation is undetectable
unless someone casts limized wish or a spell of
comparable power on the target,

While under the effect of the spell, the
reciplent can use ondy blood alilitics permits
ted by the illusory bloodline. The blood abil-
ity must have the same effect when used by
scions of both the actual and illusory blood-
lines. For example. a scion of Yorvan dis-
guised as a scion of Breana could wse alter
appearance, which works the same for 2¢ions

fereat, —4, If the saving th
ends, If it fails, the character cannot access his

of hoth bloodlines, bot notenhanced sense,
which affects diﬂe;‘enl SETISEN f:;u' each hlood-
line, The blood ability functions at the same
level of pewer as it normally does, regardless
of the lusory bloodline’s strength. Targets of
disguise bloodline do not gain any blood abili-
ties they do not normally have with their
actual bloodlines,

If the spell's recipient tries 1o use a hlood
ability mot permitted by the illusoryibloodline,
he must succeed in a saving throw va, spell to
use his natuval hlood ability, The die roll is sub-
ject to a modifier baved on the illusery blood-
line's strength: tainved, ﬁlhﬂt. +{l; major, -4

succeeds, the spell

natural bloodline and hlood abilities.
This spell will not ailfect snblooded charag-
lers. Alsa, ﬁic]a‘hqﬁh gems (zee the "Magical

Items apud Artifacts” chapteriof both the actnal
andd theillusory bloodlines will nat eespond 1o,
“scion under the effects of this spell. il

Mote: Unlike mosk bloodline, this spel
powerful enough to affect the obyious m
barne by many ersheghlicn and awns
n'anﬂ—mﬁv oty The Dbt o Al o
cast this'spell wpon himself and disguise his
blondling a% that of Brenna, he would ook like
an ershegh of that bovdline. His hideous or
inhuman features would take on a natural
heautwy, and the Di"i'ir_'il.lru d have to describe
him to PCs in completely dilferent terms.

i
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facer

(Alreration)

Range: Touch

Components: V. M

Duration: Fermaneni

Casting Time: 1 turn

Area of Effect: 1 gem or item of jewelry
Saving Throw: Special

Believed 10 have been developed b a Khinas:
wizard-merchant. this spell can increase the
value of a gem or piece of jewelry by removing
flaws and improving the quality of the gem.
When a wizard successtully casts facet upon
pem or item of jewelrv set with gems, the value
of the gem or jewelry doubles. Thus, a wizard
successiully casting facet on an emerald valued
at S0 gp increases the gom's value to 1,004 gp.
The gem or piece to be enchanted must succeed
in an ftem saving throw vs. crushing blow,

If the wizard has the Gem Cutting or
Appraising nonweapon proficiency, the saving
throw receives o +2 bonus, H this spell 15 cast
on the same item more than once, the saving
throw receives a -1 penalty for each successive
casting {thus the third casting would réceive a
=2 penalty, eic.}, A gem or picce of jewelry
worth more than 23,000 gp cannot be
enchanted by the fucet spell.

The material component is a jeweler’s pol-
ishing cloth which must be rubbed across the
gem or jewelry to be enchanted,

mass mounts

{Conjuration)

Range: 10 vardsdevel
Components: ¥, 5. M
Duration: 1 hourfdevel
Casting 'Twme: 1 turn

Area of Effect: 1 mount/level
Saving Throw: Mone

This enchantment, similar to the 1st-level wie-
ard spell mownt, allows the caster to conjure a
number of mounts, The mounts obev the wisard
{or riders designated by him) willingly and to
the hest of their abilities. When the speil
expires, howiver, Lhig
mounts disappear,
possibly pilching
- : any riders and eguip-
e mient to the sround,
’L']ln.e mount is conjured for each

I-E!,:‘El of the caster's. expenence; [or example, a
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13th-level wizard can call 13 draft horses to
serve for 13 hours, The caster can elect to con-
jure fewer animals than his limit, All the mounts
created by a single spell must be the same type
al animal and will be of varving natural colors
unless the wizard otherwise specifies a color
(such as jet-black nding horses for night travel ).
The comjured mounts do not eome with gear.

The wizard can specily the fype of mounts
wained by this spell (sulyject to regional
availabilitv), choosing from the list below, To
determine the mounts' statistics, consult the
Moxsmeous MANUAL tome.

The material components, regardless af
what type of mount the wizard wants to con-
jure, are a horseshoe and a tuft of fur,

Summoned Full Speed
Mount Carrving Capacity
Worg 104 ths.
Pony 160 [bs:
Lizht ¥ar Horse 170 1hs.
Riding Horse 180 lhs,
Hippocampus 200 [bs,
Medium War Horse 220 s,
Varsk 24400 Ibs,
Mule 251 1bs.
Diraft Horse 64 [bs.

stxth level

sidhelien mien

{ Enchantment/Charm)
Reversible

Range: 10 yvards

Components: ¥, 5

Dugation: 2 turnsfevel

Castmg Tirme: 6

Area of Effect: 1 creature!2 levels
Saving Throw: Special

H},.' casting this spell, the wizard bestows cer-
tain gualities natural to Sidhelien upon a tar-
get creature not ol elf descent, The recipiant
gains 91K resistance to sleep and charm apells,
and is unaffected by aging attacks and normal
dizeases, The target of the spell alse gains par-
tal camouflage in & woedland sceeting when
standing still or moving slowly, he has a 30%
chance of remaining undetected. I the indi-
vidual moves faster than a normal walking
pace, his chance Lo remain unseen 15 15%,
Though the target gains ehven abilities, his
appearance does not change, Nor does he




acquire other elven qualities not listed above.

The number of individuals a wizard can affect
with this spell depends on his level; a Sth-level
caster can affect four individuals, a 10th-level
caster can affect Gve creatures, and 5o on.

The reverse of this spell, Sidhelien discord.
adds a -3 penalty to the target individual's saving
throws vs. charm and sleep spells, and prevents
him from moving unseen in woodland settings. If
the target takes special precautions such as lying
still in underbrush, he may hide normally in
woods, When moving. observers gain a 15%
chance of spotting the spell recipient.

Sidhelien mien has no effect when cast on
ehves; its reverse, however, does. Elves gain a
normal saving throw against the Sidbelien dis-
cord version of Lhe spell.

suppress bloodline

i Alteration)

Range: 50 yards
Components: V, 5, M
Duration: | turndevel
Casting Time: 5 rounds
Area of Effect: 1 crealure
saving Throw; Negates

Similar to the 3rd-level spell suppress blood
ability but stronget, suppress bloodline removes
an individual's power to use all of his blood
abilities for the duration of the spell,

The caster musl know the bloodline deriva-
tion of the victim or the spell will fail. Blood-
lines are somewhal resistant to ta mpering,
theretore saving throws receive the following
modificrs based on bloodline strength: tainted,
=2 minar, - major, +2; great, +4.

The material components are six small
objects related to the bloodline's totem, Refer
L the animal affinity blood ability description
in the BrerhricHT Rulebook for a list of totems,

seventh level
resist rrmgi::

[Abfuration }
Range: Touch i
Components; V. 5, M b o I

Droration: 2 rounds/level
Casting Time: 7

Area of Effect: | creslure
Saving Throw: Mone

By means of this spell, a wizard temporarilv
can bestow resistance to magic on one crea-
ture: The recipient gains 23% resistance to
true magic and 50% resistance to lesser magic
{all spells in the schools of divination and illu-
sion, as well as all spells of st and 2nd level).

When a wizard casts this spell upon himself,
its effect is more potent. The caster gains 40%
resistance to true magic spells and 65% resis-
lance to lesser magic.

When the recipient becomes the target of a
spell, he immediately rolls to see if hizs magic
resistance repels the spell. 11 the rofl fails, he is
siill allowed a normal saving throw il applica-
hle. Resist magic has no effect on spells already
affecting the target at the time it is cast.

The matenal components for this spell are a
piece of string, a block of wood, and an unlit
candle.

eitghth level

mngic drain
L Exocation)

Range: 60 vards -
Components: V. 5, M bt
Duration: Permanent | A
Casting Time: 4 :’l.".'r.. i

Area of Effect: 1 weapon =
Saving Throw: &pecial A e -

This spell permanently drains the enchant-
ment from one magical weapon, The casting _ L5
wizard must be within 60 vards of the target (e
itemn and must have a clear view of the item. . i
If the caster holds the weapon, no saving -
throw is neccessary, If the weapon vin i’ AR R

e
possession of another individual or creature; ;..1 i~
the weapon is allowed saving throw - 1 i’ e
v, disintegration modified by~ 0 '.‘:‘ s A
the level of the wicglder. i 'i-—"'-"‘f\ : -
Forexample,a o ' ¥ '.""" -"-t:-“' T EI,";F "
sward would 3 A i AR ’1
normally -, :_h iV =, o
require 4 A ap Rt T,
saving throw gty o O
of 17 or £ 2 T
L # ik,
i3 : Y, ¥ W %
_'l.. N || i % :
I * - ——_ | "
- 'ﬁ"..,\_: . o ; ..I'.Ir‘.'..‘
T = %) ) ..f'"
G#;-.' ‘:":' l:'r.l
I ¥
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betier to resiat the effect; inthe hands of a
Gth-level fighter, it would need an 11 or hetter.

The spell's effect is limited o one type of
magic of no greater than a +5 bonus, Against a
sword «1, «3 w5, lyeamthropes, [or example, this
spell could negate either the +1 bonus or the
+3 bonus. A second spell would be raquired to
negate hoth bonuses.

The material component is4 vial that once
held a magical polion,

ninth-level

hlood drain

{ MNecromancy )
Reversible

Fange: Touch
Componenty: ¥, 5
Duration: Permanent
Casting Time: 4

Arca of Effect: 1 creature
Saving Throw; Special

This devastating spell allows a wiard 1o drain
bloodline points from a victim and transier
them to his own bloodline, The victim of this
spell forfeits 2d8 points of bloodline strength,
and these points are permanently transferred
{0 the caster. A wizard may cast this spell on a
viclim more than once, but may never reduce
2 victim 1o less than 1 hloodline point.,
In addition, the caster has a chan<e to drain
a blood ability from his victim. For every point
af bloadline strength drained. there is a 1'%
cumulative chance that the caster drains a
blossd ability. If this ocours, the DM chooses a
blood ability to be lost, beginaing with the
lowest-leve]
bloodl atilities
For example,

if a charzeter with two minor and one major
blood abilities becomes the victim of this spell,
grie random minor ability will be lost,

If the caster is eligible for the blood ability
{that is. it is not restricted by his derivation
and he does not already possess it), he gains
the ability: Otherwise, the blood ability is lost,

The target is allowed a saving throw, which is
granted a 1-point bonus for each blood ability
he possesses and is modified according to
bloodline strength (tainted. —2; minor, ~0:
major, +2; greal, +4), Thus, a charascter with a
great bloodline and two major blood abilities
adds a bonus of +6 {4+1+1) 1o his saving throw,

If the victim succeeds in his saving throw,
e suffers no effect of the spell. 11 he succeeds
by more than 10 points, the spell backfires,
forcing the caster to make a saving throw with
the same modifiers. If the caster fails, he por-
mancntly loses 1d8 points of bloodline
strength (his victim does not gain these
puints}, The caster loses a blood ability only if
he now has toe many blood abilities for his
reduced bloodline strength according to Table
12 in the BirramcHT Rulebook.

In all cases, lost Mloodline strength points
and abilities can be restored through normal
means! gaining points through RP expendi-
tures, slaving blooded individuals with a tigh-
maevril weapon or directly through the heast,
or earning bloodline points to roll on Table 12,

MNote: A victim can voluntarily submit to
this spell by forgoing the saving throw, In this
case, the spell succeeds automatically.

The reverse of this spell. Blood restoration,
allows the cistér to return Moodline points
stolen through Bload drain to their original
owner. The spell must be cast within one week
of absorbing the stolen bloodling points, The
caster cannot “carry” bloodline points from
more than one individual during this time (i the
wizard casis this spell on more than one individ-
nal within one week's time, the bioodline points
are irreversibly mingled with the caster's). The
wizard may cast blood restoration on the same
individual more than once, 1f blood restoradion is
not cast within the alloted time, the caster per-
manently retains the bloodline points.

Before the original owner can get his points

_back. he must {irst pass a svstem shock rall.

When bloodling points are returned to their
wrigtnal vwer, the Individual docs sl g v
hiood abilities. If the character fost a blood abil-
ity initially, he may roll a saving thirow with the
modifiers described above, If he figils the saving
throw, he gains one random blood ability of the
same level that he lost (reroll lor abilities inac-
cessible to the character). If he passes the saving
throw, he does not regain a blood ability.
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I paced the length of my library. The hings folly
wontd lead ws tnfo @ wir we conld mot win, of that
I and all bix other adsisers were certain, Yet | knew
that if be could not be dissuaded, | bad o do
sometbing—prepare some kind of sorcery—0 give
our soldiers a fighting chance, | looked abeut the
rowm in desperation, What could I a lowly magi-
cicen, do to turn the tide of o full-scale bartle?

My eyes straved to oxne of my spellbooks: The
page o which it wax oper seemed to mock me with
the spell written or it—magic missile. I nearly
laughed aloud at ¢he absurd image of a sinple
magic arrow sailing toward ar entire army wnit,
But then [ envisioned bundreds of them raining
frome the shy

—Irom the writings of Audric the Seor

_‘.— ~
S averil spells already known o players do

allow spellcasters bo atlect the ottcome o

a battle hetween two armics. But most
conventional spells have areas of effect toa small
tor be of much use in a full-scale war, and the
month required to cast realm magic renders
realm spells impractical for delensive purposes.
This chapter describes "battle spells.” a tvpe of
magic that enables wizards and magicians to
draw on even a limited repertoire ol spells to
become a vital part of any military campaign.

exisﬁng
war magic

he conventional spells wizards and
I magicians currently may use in battle—
to affect whole units, not just personal
encounters on Lhe battleficld—are somewhat
limiting. The War Cards included in the
BmTHRIGHT boxed set (and accessories) list
dozens of spells uselul in armed engagements.
The [ollowing list includes all the conventional
wizard spells listed on'War Cards and thus
currently approved for use as war magic.

Fogs: Wall of fog, fox clowd, prvotechnics, solid fog.
Hallucinptory Terrain: Haflucinatory ternain,

R
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battle spells

Massmorphs: Muassmorph, Ballucinaiony lorest,
rctas ivsibilie

Transmutations: Transmets rock o med, Dras-
mile water fo duse, dig, move earth.

Walls: Wall of ice, wall of five, wall of seore, wail
af force, wall of tron, wall of thorns.

Wizard Attack Spells:

(1 Destroyed Resolt) Cloudkill, death fog,
prismaric spray, incendiary cloud, meteor swarm,
prismazic wall, prismatic sphire,

(R: Rout Result) Firchall, ltabtning balt; ice
stormi, death spell, delayed Blast fireball, symbol,
posver word stun. power word il

{F: Fall Back Result) Phantasmal [orce,
improvesd phantasmal force, spectral force, fear,
advanced illusiom, chaos, permanent illusion,
programined illesien,

Additional Naval War Magic: Chain fight-
ning, confusion, control weather, disintegrate,
flame arrow. gust of wind, hyproric patiern,
ower water, mass charm, Mal's minute mefeors,
Otiluke s freezing sphere, rainbow pattern, web.

This list offers wizards and magicians several
aptions for spellcasting, However, a creative
player and an innevative DM can expand
this list, making wizards even more

effective on the hatilefield.

S
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Uﬁuﬁng new
battle spells

sing the research action during a

U dormain tuen, wirards snd magicians

can ceeate new hattle spells by con-
verting existing conventional spells. (For ease
of reference, the word "wizard” has been used
thraughout this section to denote both wizards

and magicians, Obwviously, magicians are im-

ited to battle spells derived from conventional

spells o which they have access, )

When a spellcaster decides to create a new
battle zpell, he starts by looking through his
spellbook. Almost any spell he already knows
has the potential to become a battle spell—the
wizard just has to figure out how to do it.

For every three levels of the original spell
(round up), the wizard must spend one month
{and one action) researching how it might be
canverted into-a hattle spell, For example, il
wizard wanted to convert the Lst-level spell
magic missile into a battle spell, he would have
to spend onc month researching the conver-
sion, If he wanted to convert the 4th-level
spell shadow monsters. he would have 1o spend
twor months in research.

After expending the required amount ol
resgarch time. the PC wizard attempts to con-
vert the spell, The player ralls 1d20; a roll of
20 succeeds. However, the wizard has several
ways to improve his chances:

# For every three levels of experience the wiz-
ard has gained (round down), he reduces
the required result by 1 point.

4+ For every success roll the wizard has made
previously on ibis spell (and failed), he

reduces the reguired roll by 1 point.

. {Presumably, he has learned some-
A thing from previous attempts. |

+ I the wirard is a specialist
dnd the spell 18 from his
schowl of expertise,

he reduces the required

roll by 1 point.

a8

#+ The wizard can spend RP and/or GB to
improve his roll, reducing the required
result by 1 point for each RP or GB spent.
Thus an 8th-level invoker researching rain
of magic missiles for the second time and
spending 2 BP to aid his attempt receives a
honus of 6 {2+ 14+ 142) paints; he therefore
needs a roll of 14 o succeed.

If the wizard [ails the conversion attempt.
he can undergo another period of research
and trv again or simply abandon the spell as
incanvertible,

If the wizard succeeds in the conversion
attempt, he has a new spell in his spellbook—
the battle spell version of the conventional
spell he bad before, He memorizes the spell in
the same way, hut he can cast it only in battle
situations. The hattle spell's level is the same
as that of the conventional spell from which it
was converted. The caster can memorize it in
place of 2 conventional spell.

The wizard can, il he chooses, assign the
research to a lieutenant and then leam the spell
from him, (This course of action might be bane-
ficial for high-level spells that would tie up the
wizard in research for many months. ) The lieu-
tenant’s own level {not the wizard'y) determines
any modifier to the conversion attempt roll.
although the wizard may spend BEFP and GB on
the lieutenant’s behalf (an exception to most
listtenant actions]. If the hautenant snccess-
{ully converts the spell, the wizard must then
spend one action learning the spell and roll to
zee il he learned it correctly. The regent must
riall @ 10 or higher on a 1d20; he may improve
his chances by spending GB and/or RP,

battle spell
detrails

ar Card battles are played in rounds:

each round consists of a movement

phise, an attack phase, and a morale

phase. The eifect of any battle spell occurs

during the magical attack step of an attack

phase, Magical attacks precede afl other forma

of attack (stationary missile, charge, melee,

moving missile) in this phase, For more infor-

mation about War Card battles and attack

phases, see the “War Cards” chapter of the
BirreucH T Rulebook.

Battle spells have the same charactenstics



and details {school, range, duration, compo-
nents, etc.) as conventional spells; When con-
verting a conventional spell to a battle spell.
the plaver and DM must specify these details
and rales of the spell's use.

Magic School: The magic school for a batile
spell always matches that of the conventional
spell from which it was converted. Thus the hat-
tle spell charm wiil and the spell feom which it
was converted, chamn person, both belong to the
enchantment/charm school of magic. (1f a wiz-
ard wants o create a brand-new battle spell, he
must fivse create a comventional version of it.)

Range: All battle spells, unless improved upaon
(see "Further Modifications]” below), have the
same range: They can be ¢ast on unitz in the
same battlefield square as the caster, or in one
adjacent square.

Components: Battle spells use the same com-
poncnts as their conventional counterparts, but
always in larger quantities. Material components
are usually multiplied 10 o 00 times in nom-
ber—a battle spell based on Melfs acid arrow. for
example, would require 50 to 100 darts, dorens

of rhubarb leaves, and many adders' stomachs.
As a generad rule (with the exception of conven-
ticnal spells that have expensive components to
begin with), the components of a hattle spell
cost 1 to 4 GB and weigh between 50 and 100
lbs. As a result, most wizards who participate in
battles ride in "spell wagons” similar to battle
wagons, only instead of carmding war plans, plan-
ning tables, and ammunition, they contain spell-
bools, scrolls, and componenis,

WYerbal and somatic components are some-
tirees multiphed, sometimes not. If the DM (or
the player) chooses, apprentices or other wiz-
ards may be required for the casting of compli-
caled spells. Far example, hold undead wnit
reonverted from hold undead) haz verbal,
samatic, and material components. The wizard
casting the spell might need three apprentices
handy v spread the garlic and sulphur over the
area and one other assistant to vell out certain
verbal components while the caster himself per-
torms the gestures necessary, This detail is
entirelr up to the DM and the plaver.

Duration: Few battle spells last verv long, The
duration of a battle spell usually relates 1o the
duration of the conventional version of the spell.

a note for duntgﬁﬂn
masters: battle spells
and game balance

Mo matter how much time and effort a PC
wirard spends researching a particular spell,
it becomes a battie spell anly when the DM
approves it. Most Dbs will allow their play-
ers to propose an idea for a hatle spell befors
taking the time out (o research it, and this
Erar_tl-.‘.e is perlectly acceptable—the rationale
eing that the wirard would know which
spells could and could not be converted,

However, some DMs mav choose to have
P wizards research the spell and then decide
whether it is appropriate or not, This liming
could start some arguments around the table,
but it, tao, is realistic—uontil the' research is
finished, the wizard might not know whether
the conversion was possible or not.

When the DM grants initial appeoval to a
spell, he does so with the mutual understand-
ing between himself and the plaver that the
{irst few castings of the spelf occur an a trial
hazis. Wizards know that initial use of 2 new
spell may vield unexpected results; the 1M,
meanwhile, needs an opportunity to test the

spell in play to ensure thit its effect does not
jeopardize game balance. If necessary, the 1IM |
may adjust the spell or prohibit i entirely. In
cases where a spell must be disallowed entirely,
the DM should explain that something about
the nature of the spell is causing resistance—
the mebhaighl simply-will not respond,

As menlioned previously, most conven-
tional spells listed in the PHB can be con-
verted into battle zpells. Some spells from the
Tome of Magic accessorv also can be con- |
verted; that book cven contains spells:
designed to work during battles and large
engagements. {(See the "Using Other Spells
and Magical Items” section u-? this book [or
more sticEnce in emploving Tomé of Magic
spells in a BIRTHRIGHT campaign. )

The most important ingredient to include |
when converting any spell is common sense. |
Battle spells are supposed to be powerl{ul—
they are rare, as are true wizards, and they
are magic. However, they are not supposed o
unbalance the game, The effect of a new hat-
e spell dn gume balancd shaould noc be an
1ssue very often or for very long-—il a PC
comes up with an inventive, hut acceptable,
spell that wins several battles for his allies, |
word gets around, In future engagements, he |
may very well encounter other wizards cast- |
ing similac magics from the other side.
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Usmally, the duration is either instantaneous
or one War Card round per level of the
castoer—under no circumstances should the
duration be longer than the duration of the
conventional spell. The choice is up to the
DM, and he should use the examples of new
hattle spells (see below) as a guide,

If a spell has a duration of one War Card
round, its effects begin during the magical
attack step of the attack phase and last wntil
the start of the next round’s attack phase. (In
other words, thev last through the remaining
steps of the current attack phase, through the
current round's morale phase, and through the
next round’s movement phase. )

Casting Time: War Card rounds are actually
fairly long, I the conventional version of a spell
required less than one combat round of casting
time, then the battle spell equivalent takes one
attack phase to cast. Conventivnal spell casting
times of one tum or less convert to three attack
phases. Conventional spells that take longer
than one tum to cast cannol useally be let loose
on the battlefield without special preparations,
Again, the DM makes the final call.

A casting time of one attack phase means
that the spell takes effect during the magical
attack step in which it was cast. A casting time
of two attack phases means the spell takes
effect in the attack phase of the following
round, and so on.

Area of Effoct: As a default, battle spells either
affect one target arca on the battlelield, or one
unit. ‘This may be improved (see “Further Modi-
fications," below) at the DM's discretion:

battle spells and

individuals

When a battle spell affects an individual {a
PC obran NPC) accompanying a Larget |
unit, the spell works as it it were the con- |
ventional version of the spell, Thus a rain ::{
magic missiles cast by a Gth-level wizar
would strike a PO accompanying the anit as
it it were a normal magic miszile spell; the
PC suffers Sd4+3 points of damagpe, while
the unit sulfers 2 hits.

spell duration is the only exceplivn Lo
this guideline, The effect of a battle spell vn
an individual {and the unit) lasts as long as
its battle spell duration. Thus, a PC affected
b a charmi unit spell would act as il he weee
uncer the effects of a charnn person spell,
but only for the baltle version's duration.
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Saving Throw: Most battle spefls do not allow
saving throws for units. However, some reguire
one—it would be hardly fair, for example, [ora
charm unit spell to antomatically affect a unil,
when the charm persor spell doesn't automati-
cally work on an individual, Use the lallowing
chart tx determine saving throws for unit types:

Unit Tvpe Saving Throw
Levies, Irregulars,
Weak Monsters (1-3 Hit Dice) 17

Infantry, Pikemen, Spearmen,
Mercenary Infantry,
Average Monsters (4-8 Hil Dice} 16

Archers, Artillery, Cavalry,

Mercenary Cavalry, Elite

Infantry, Scouls, EIf Units.

Tough Monsters {9+ Hit Dhco) 1%

Enights, Dwart Units 14

Muast units can fit somewhere into this chart,
Mot all units will have the same number ot
troops; while a human or demihuman unit
comprises 200 individuals, a "unit” of tough
monsters, {or example, may consist ol 10
storm giants.

The DM may choose to modify a unit's sav-
ing throw based on tesrain, current morale, or
other Factors. I a unit makes its saving throw,
the effect of the spell may be negated or less-
ened—depending on the description of the
spell. Not all battle spells allow unit saving
throws, PCs and NPCs accompanying units
save individually if the conventional spell
allows a saving throw,

Spell Description: The battle spell descrip-
tion should be similar to the conventional ver-
sion. adapted for use with War Cards (Armor
Class adjustments become defense rating
adjustments, die roll modiliers become melee
or missile rating modifiers, and so on),

Most spells originally intended to affect
large areas or numbers of people will continue
to dosio when converted: spells originasly
designed to affect one target will, as battle
spells, usually have a smaller effect spread
among the entire unit.



off the battlefield

Battle spells ave not intended for use off the
battleticld. Casting therm usually requires a lot
of time, many components, and cven assis-
tants—therefore rendering them ill-suited for
individual encounters,

S0 what happens if an adventuring party
turns a corner in the caverns of Baruk-Azhik
and discovers a “unit” of 200 crogs? Or finds
itsell in a life-and-death struggle at sea with the
Kraken {4 “unit of tough monsters” all by itself)?
Clan the party's wizards use a hattle spell then?

In cases like these, the definitions of a “bat-
tle" and battleficld are up to the DM, If he
deems the use of a battle spell appropriate duse
to the foe's size, number, or aother factor, then
PCs may cast such spells (the DM will deter-
mine the number of combsat rounds needed for
casting and other details thatl require adjust-
ment}, If the DM rules use of a battle spell
inappropriate, PCs must win their fight with
conventional spells,

Muost wizards memorize only conventional
spells lor day-to-day use, They usually have
enougph advance notice before a war to memo-
rize battle spells for when they will be needed.

further modifications

Once a battle spell has been created, the
research process need not end there, By further
researching a battle spell, its effectiveness can
be improved. The research time is the same: one
month for every three levels of the spell imvolved.
The success number is also the same—a 20 on
1d20, with modifiers for RE, GB, and specializa-
tion. Modifiers for levels of caster experience
also apphy, but in this instance the required roll
drops 1 poine for each level of experience. How-
ever, instead of rolling to see whether the con-
version is successtul, the wizard checls his suc-
cess at attempting to modify ome aspect of an
existing battle spell.

For example; the range of rair of magic nids-
siles is one battlefield square. A wizard might
spend ong month snd some BRP of CGB oo by W
imcrease the range to two squarces. With the
[3M's approval, this mprovernent can he made,

Ofther aspects of the spell might be changed
as well. Casting time can be shortened |usu-

ally one attack phase at a time to a minimum
of one attack phase), area of effect expanded
thulgh spells that affect more than three indi-
vidlual unils or thrée squares at a time are not
recommended), or duration extended.

For example, a spellcaster with exchanted
weapomnd might want to change the spell from
givitig hig target unit +1 melee or +1 missile
attacks to giving the unit «1 on both, That's a
one-increment change, Changing the spell
from a +1 on either melee or missile attacks to
a +2 op one or the other would also be 5 one-
increment change,

Improvements alwavs must be made one
step at a time. For example. the range of rain
of magic missiles could not jump from one
square to three sguares in a single altempt,
Any single aspect of a spell should not be
changed by more than three increments,

Other effects also may be modified. A wiz-
ard might want to adjust a spell to make it
more effective in naval warfare or particular
terrain, or change s area of effect from indi-
viduals to inanimate objects. For example, a
spellcaster could improve stoneskinmed army
for naval use to increase the defense ratings of
both the units aboard and the ship itself.

PCs should exercise restraint in the total
number of changes made. Yes; a wizard can
increase 4 apell’s range Lhree times, improve
the damage three increments, and expand the
area of effect three times—hut that really
pushes the limit, At a certain point, the DM
has to sav "enoaeh” and tell the wizard he has
gone-as far as he can go.

sample
battle spells

The following battle spells have been con-
verted from conventional spells already
known to wizards in the Brersmicrs
world, They should serve as exam-

ples for plavers and [IMs who

want to crezte their own hattle

spells. Bach spell is listed by

its new name, followed by
the name of the conven-
fhomal spell from which it
wis converted,



charm untt

Charm Person
(Enchantment/C harm)

Spell Level; 15t

Range: [ square

Camponents: ¥ 5

Duration: 1 War Card round® levels
Clasting Timet 1 attack phase

Area of Effoct: 1 unit

Saving Throw; Megales

This spell affects any unit composed primarily
of humanoids normally affected by the 1st-
level spell charm person. The unit yeceives a
Ea'l.'mb, throw to resist the elfect completely. 1f
the unit fails, then encugh of the individuals in
the unit fall under the casting wizard's control
that the unit obeys the caster’s commands
until the duration elapses.

The caster must be within onc battleficld
suare of the unit at all times, 'or have some other
way to give the unit orders (verbal or otherwise)
from a greater distance. The charmed unit will
obey all commands that da mot I..I:Jlt'l.l.'l']&tlﬂ"l‘r -
tradict its nature—per the charm person spell,
Oirders I:r_er ¥ Lo ity nature {such asoedening a
previoushy | l unit to at;t&LE ils .Jﬂl&,i:l sl fﬁt's'.'e
amother 5;nqr|g throw at a +4 bonus, I the unit
fails to save, it does what the caster wishes.
Orders such as "withdraw from the hattle” or

move to thet empty area” seldom canse resis-
tance, The unit will actin its own interests when
attacked, defencling itself if necessary.

Note: Certain ugits domot gain this second
saving throw, For example, mercenary units
fight for pay—not for lovalty. They might not
resist attacking & fopmer employer Some mon-

ster units {like gobling} are vsed tp fighting cach

other and also might not gain a saving throw,

The wicard must hiave at least threa assis-
tanis (nol ﬁﬁﬂEiSMﬂ‘t’ spells:.&mﬂ? an hand for
t!:u spell,

{ “Qain Qf mu:gu: mlsﬁalles

Duration: Instantineons
Casting Time? 1 detack phase
+ J"Em]t of El:it':c::' 1 unil
S Lok s;gug '.[h:?w ﬂnue

o e,
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This spell creates a rain of missiles arcing from
the caster’s position and striking enemy units
on the field of battle. The ratn of magic missiles
inflictz 1 hit {H) on the target unit for everv
six levels of the caster,

If the target unit is engaged with one or
muore other units (whether gnemy or friendly),
the engaged units split the damage as follows:
+ The target unit takes the first hit.

+ The engaged unit takes the second hit. If
more than one unil is engaged with the tar-
oot unit, the M randomly determines the
victim of the second hit.

#+ The target takes the thircd hit.

#+ The engaged unit takes the fourth hit, and
&0 O

The onlexceplion te this method ot alternating
hits occurs whén the casting wizard is physically
within a umit engaged with the target, In such an
instance, the wizard's onil will not suffer any
damage fram the spell. The caster may choose
to deliver fewer hits than his level allows.

The casting wizard must have at least one
assistant per barrage ol missiles {in other
waords, per hit),

glittering shower
Gliglerdust
(Conjuration/Summaoning )

Spell Level: 2od

Bange: 1 square

Components; V, 5, M

Duration; 1d4s 1 ‘l.-"..’al Clard rounds
Casting Time: | attack phase

Area ol Elfect: 1 square

Saving Throw: Negates

A shower of glittering gold sparks and dast
rains down upon the hattiefield: All units in
the affected square must make saving throws
vs, spell or be blinded and covered in golden
dust for 1d4+1 War Card gounds, Alfected
units take a —4 penalty (o all future EAVIng

throws and lose 1 point 6f thejr stéack and
defensce ratings.

In addition, if a blinded unit is ordered to
move. the DM rolls 148, ©aa 1-4 result, the
unit moves in g randomly determined direg-
tion { 1=forward; 2=lefi; Jeiigle. dalack). Gn
a 5-6 result, the unit moves randomly {Lhe
DM rolls 1d4) and takes 1 hit (H) because a
significant portion of its force wanders off in
weang directions {a unit can be destroyed m
this manner). On # 7= result. the unit suc-
cossfully moves as ordered.




The wizard must have at least five assistants
thmwmg 1 EE_wqrﬂ'n of geownd mica-and gold
powcder in Uhe direction of the area to be alTecied,

nﬂ_ﬁnfg fire

Flaming Sphere
{Evocation)

Spell Level: 2nd

Range: 1 square

Components: V', 5, M

Dracation: 1 War Card rounddd levely
Clagting Time: | attack phase

Arca of Effect: 1 square

Saving Throw: Mone

Burning globes of fire roll from the caster's
position into a battle square. Beginning on
the following attack phase, every unit—
friendly or not—in the square takes one hit
(Y and is routed, The caster himzell can
stay within the area of effect and remain
unharmed (as can a few other people of the
caster's selection, as long as they stav within
10 feet of the caster).

The caster can move the rolling fire halls
along the battiefield at a rate of one square per
attack phase-—as long as he stavs within one
square of the fire balls at a1l times, Once in
motion, the balls cannot change direction. The
balls are not affected by terrain and do not
tamawe fortifications.

The caster must employ two assistants who
spend the duration of the spell burning sul-
phur and tallow, and casting iron powder into
the conflagration. At least | GB worth of
materials goes into the mix.

fluine troops
FJ;,-IT = P
{Alteration)

Eange: 1 square

Components; V, 5

Dueation: 1 War Car round/level
Clasting Time: | atlack phase
Areaaf Effect: 1 unit

Saving I'heow: None

This spell cnubles the wizard to bestow the
power of flight on one military unit for the
duration of the spell. The unit can move verti-
cally ar horizontally, but all individual treops
must stay within a reasonable distance of the
center of the apell, This is not a problem in
maost cases, bt any War Carnd or other result

that causes a unit to fall back {F) also causes
one hit [H) on the unit—meaning that enough
of the force's individuals straved out of the area
ol effect to fall from the sky. Note: This result
does pot occur if the flying unit is actmally on
the ground at the time the (F) result occurs,

The unit may fly above the battlefield at a
relative range of two combat squares—seo o
unil could actually flv above the range of mis-
sile fire from the ground, However, the unit
can still fire down upon units directly below it
{in the same area, butl actually below) as a
moving missile actack, The flving unit, if one
aren or higher above the battlefield, cannot
fire at units it is not directly over,

A flving unit that is at least one "square” up
gan fly over most lerrain (magical terrains
might cause some problems, but only if thev
extend up inlo the air), and a flying unit at two
“mquares” in elevation can actually pass over,
or land inside. a fortification.

The unit's movement rating s unchanged-—
cavalry units affocted by the spell move faster
than marching units.

The material component of the spell isa
wing [eather of anv bird—one such feather
must be in the possession of each member of
the unit to be affected [or the spell to succeed.
The feather can be held or
int @ beft pouch ar any other
location; loss of the feather
after the spell has been cast means
that individual can no longer [Ty,

monster unit
SUMMONINg I

Monster Summoning [
{Confuration/Suminoning )

Spell Level: 3rd

Range: Special

Components: V, 5, M

Duration: 2 War Card rounds +
1 round/3 levels

Casting Time: 1 attack phase

Area of Effect: 1 square

Saving Throw: Mene

With this spell the caster summaons forth
hundreds of indigenous creatuies 1o
serve a5 an erganized unit in battle.

The creatures occupy one battlefield
square and will fight at the caster's
commitnd until the spell's dura-

tion ends or they are destroned,

i caster must remain within

=
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one square of the summoned unit or the crea-
tures will disperse on their own,

The monster ymit has variable characteristics
(DM's option) but usually comprises creatures
of 1 Hit Die or less (cats, squirrels, goblins,
otters, piranha, barracuda. etc.) with ne special
attacks or defenses, The unit could, however,
comprise & smaller number of larger creatures.

The unit functions as a levy and almaosi
always has an uninjured movement rating of |,
a telee rating of 2, a defense rating of 2, and a
missile rating of 0, To delermine the unit's
moeale and icon, the DM draws a sandom War
Card to represent the unit on the battlefield.

O its first hit, the anit loses 1 point off its
melee rating, On its second hit. it loses 1 point
of defense.

Al least four nonwizard assistants {usually
O-level fighters) are required to lead these
troops. (If the troaps are destroved, the assis-
tants die, ton.) At least 1 GB worth of material
components are required.

slow unir
Sl
{Alteration)

Spell Level: rd
Range: 1 square
Components: V, 5§, M
Duration: 3 Ward Card rounds + | round/3
levels
Clasting Time; 1 attack phase
Area of Effect: 1 unit
Saving Throw: Negates
Sloww unit causes one unit on the battlefield to
move at half speed. The unit moves at half its
aormal movement rating (onitz with a rating
of 1 move every other round) and can attack
only once every other attack phase, This spell
counteracts haste-tvpe battle spells,

The caster's "assistants” must lob jars of
molasses at the target unit for the spell to work.

aura of

invulnerabi H'nl_r

Minor Globe of Ineulterabilioy
{ Abjuration)

Spell Level: 4th

Range: &

Components: ¥, 5, M

Duration: 1 War Card round/3 levels
Casting Time: 1 attack phase

Area of Elfect: 1 square

Saving Throw: None

When this spell is cast on a battlefield square
by a wizard in that square, no 1st-, 2nd-, or
Jrd-level spells {or battle spells derived from
spells of those levels) can be cast into or out of
the aura, Spells cast from inside the aurg can
affect individuals or units inside the area of
effect, but cannot leave the aura, Existing spell
effects that cross into or oot of the awra {such
as troops under the slow urit spell moving
through the square) remain in effect—the awra
merely prevents the casting of new spells,

. Fourth-level and higher spells remain unaf-
tected by this abjuration, as they are in the
conventional version of this spell,

The caster must have at least four assis-
tants——all either magicians or wizards—whao
shatter identical crvstal globes at the horders
of the area of effect simultaneously. The
globes are of such high workmanship that they
cost a tolal of 2 GB to produce.

Once the spell is cast, the wizard can leave
and re-enter the aura without disrupting
the spell.

enchanted weapons

Enchanted Weapon
{ Enchantment)

Spell Level: 4th

Range: 0

Components: V, 8, M

Dwration: 2 War Card roundsdevel
Casting Time; 3 atlack phases
Area of Effect: 1 unit’s weapons
Saving Throw: None

The weapons borne by a single unit are tem-
porarilv enchanted mio magical weapons. The
unit recerves a + 1 bonus on éither its melee or
missile rating (nol both) for the duration of
the spell. Unlike the conventional version of
this spell. enchanted weapon, the eftect is not
dispelled when the unit successfully hits a tar-
get. This spell may reot be made permanent,

The caster must stand among the unit upon
which he is casting this spell, The unit ¢an be
efigaged in fightlng. but cannat move fom 1he
squiare during the casting; the caster cannat suf-
fer any damage during the casting time, or the
spell is lost,

The material components
of this spell area
pinch of powdered .
lime and 3 lbs. of * &

charcoal that must Ry
be burned during the
casting of the spell.
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stoneshinned army
Lioreshin
{ Alteration )

Spell Level: 4th

Ranga: 1)

Components: V. 5, M
uration: Special

Casting Time: 1 attack phase
Area lt.;?l-:'lﬁ'-t‘,ct: 1 square
Saving Throw: Nane

The unit upon which this spell is cast receives
a magical armor bonus: 1 ignores ong success-
tul hit (R or H} for evéry four levels (round
down) of the caster, For example, it a 13th-
level wizard casts stomgskinned army on a2 unit,
that unit will ignore three hits. The spell does
not work against magical attacks or attacks by
units with magical weapons (such as a unit
under the effect of the enchanted weapors
spell}. It has no effect on morale failures or
no-hit results—though if the unit ignores hits
caused by an (R} resalt, the unit does not rowt.

The caster must be in the same square as the
unit when the spell is cast, and his assistants (at
least six nonspelleasters are required) most
pass through the unit, sprinkling granite flakes
and digmond dust on cach troop, {The fakes
aiel dust should be warth a total of 2 GB.) The
spell cannot be cast on engaged units,

e
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animate army

Animate Dead
[Mecromancy )

Spell Level: 5th

Range: 1 square
Components: ¥, 5, M
Duration: Lenglh of hattle
Casting Time: 3 attack phases
Area of Effect: 1 unit

Saving Throw: Nonc

This gruesome spell allows a wizard to revive a
destreved unit and send it back into action
under the wizard's control, The wizard must
stand within one square of the destroved anit
whien casting the spell. but peed not be near his
undead creations while they fight for his cause.
The revived unit comes complete with
WECAPDRS, Armor, and any other equipment ithe
troops had when they died {assuming they
have not alresdy been looted). The undéad
ohey the caster without question, even if they
were on the other side of the battle previousty,
The unit has the same characteristics as it did
in life {use the same War Card), with the fol-
lowing modifications:
+ The unit ignores all F and R results excepl
those caused by magical attacks.
+ The unit's defense rating is increased by 1,
+ The unit’s charge rating is reduced by 2; if
reduced to 0O or lower the unit cannot charge,
+ The unit has the morale symbols of the
“Undead Legion" War Card (card 486 in
the basic sot).

When the hattle ends, the unit sinks to the
ground, its energy gone. The troops will then
decompose quickly, making it impossible to
cast this spell on the same unit twice. I the uni
is destroved in battle, it cannot be raised again

This spell is usually considered evil in
nature, and only cvil wizards will provide the
hlood and bone chips required to cast the
spell. On occasion, however, geod wizards
have cast the spell on loval froops killed in the
defense of their homelands,




shadow troops

Shadow Mopsters
( MllusionPhantasm )

Spell Level: Sth

Range: 1 squane

Components: ¥, 5

Duration: 1 War Card roondr2 levels
Casting Time; 1 attack phase

Aren ol Elfect: | square-

Saving Throw: Special

Tapping into the power of the Shadow Warld,
the wizard or magicizan casting this spell con-
Jurés terrible monsters to come [orth and do
hattle on the world of Cerilia—or that’s what it
looks like, In reality, the shadow troops are
almost always illusions (see below), In land
battles they appear on the battlefield: at sea,
they can appear aboad a ship or rise up out of
the water, They fight as regular traops until
dispelled, successiully dishclieved, or
destroyed, Their statistics are as follows:

Move: 3 Melee: 3
Defense: 2 Charge: 3
Morvale: shicld/pennant  Missile: 3

lean: swords

The shadow troops do not lose effectiveness
when hit in battle. but two hits are sulficient
to destroy them.

Skadow troops can be dishelieved by PCs or
prominent NPC leaders only. [f they are dishe-
Heved, the disbelieving character must make a
saving throw vs. spell at a -2 penalty to have a
chance at dispelling them.

Whenever shadow troops are created, the
DM rolls L4100, If the result is lass than or
equal to 23 minus the caster's level (for exam-
ple, a vofl of 20 for & Sth-level caster), the
trovps are nol illusory, they are real, Real
troops have used the magical enecgy of the
“illusion” to bridge the gap between the
Shadow World and Ceriliz—and they do not
disappear when the spell's duration encs.
Instead, they begin attacking randomly, or
attacking units nearest the caster, Thev can be
returned to the Shadow World only by means
of a Hmited wish. wish, gate, or dimension door
spell (and, in the Jatter two cases, they have to
be muyed throdgh the opening somehow).
Each real troop is 3 5-HID monster or an
undead createre of 5 HD or less,

wolf in the fold
Seeming
{ [hasion/Phantasom )

Spell Level: 5th

Bange: 1 square

Components: V, §

Duration: | War Card round/level
Casting Time: 1 attack phase
Area of Effect: 1 unit

Saving Throw: None

This spell allows a wizard to transform the
Appearance of ong unit into that of a2 com-
pletely different unit. The spell lasts for one
War Card cound per level of the caster, or
until the unit performs an action inconsistent
with its new form. An infantry unit trans-
formed to appear as a cavalbry unit could walk
or run {the cavalry unit would simply appear
to move slowly), butl it a cavalry unit dis-
guised as infantry began a charpge, that would
dispel the effect.

The DM should veplace the War Card of
the atfected unit with an appropriate eguiva-
lent from the deck: Naturally, most spetlcast-
ers will want to throw this magic on units
that have not been revealed yet or are in
reserves. [ Phere is obviously something going
on when a unit of archers suddenly tumns into
a horde of monsters right there on the hatile-
fiold.) DMz should keep the real War Card
separafe and use its statistics when the wolf
int thye fold troops engage.

The wirard and three spellcaster assistants
must pass through the unit while the spell is
being cast, making gestures and invoking the
power of the spell,
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“I have a propaosition Jor you, Gunther. This
month I wifl cast a spell on vour silver mine to
escalate production—by midsummer you will
have more silver than the gieild has ever seen.
And what do I ask in retern? A mere third of the
profit increase, . . ."

—averheard on the docks of a Brecht port

& .
he following is a comprehensive Hst of
l wizard realm spells organized by caster
level. For a list organized by required

source level, see page 83,

1st-level caster

alchemy
{Alteration)

Resency: Special
Gold; LGB
Reguired Source: 3
Duration: Permanent

A mage can create wealth by spending
Regency Points to transform worthless sub-
stances inte valuables, For each 4 RP the
mage spends, he generates 1 Gold Bar of
wealth. The effect is instantaneous at the con-
clusion of the spell, Alchemy can be cast onky
once per domain turn. The materials and com-
panents for the spell cost 1 GB.
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di'spe_l realm rnugic

[ Abjuration)

Regency: Spocial
Gold; 1 C:B
Required Source: 1
Dharation: Bpecial

This spell allows a mage regent to counter the

effects of any other m spell in the same man-
ner that a dispel magic works against routine
spells, The regency
cost is equal to the fe(l]-[n
= gpells
a mult-province
spell, only the cost
of one province is

DHspel realm magic can be ¢ast upon a
provinee to protect it from possible realm spells,
In this use. the protection lasts one domain turn
{affectively. three action rounds) per three levels
less. If #n incoming spell were cast with 21 or
more RP, the dispel would be cancelled and the
incoming spell would take effect.

This use prevents realm spells and halts the

regency cost thal
was spenl on the

targot spell. (1 the

dispel 1% Lo alfect

incurred. ) Both casters may bid additional RP to
datermine whether the dispel is successful, Dis-
pel realm magic can even cancel the alternative
use of this spell described below.

of the caster. The RP expenditure determings
the power of spells the dispel will prevent; for
example. if the caster spends 20 RF, the dispel
will prevent incoming spells cast with 20 BF or
spread of effects such as death plague, but it
does not prevent a conjured or animated army
[rom entering the province and it does nol pre-
vent casting of conventional (nonrealm) spells,

sCry

( Divingtion)

Regency: Special

Gold: 1 GB

Required Soutce: 1
Dhuration; Instantaneous

The scry spell allows a wizard to peer outside his
domain and take the equivalent of an espionage
action hundreds of miles away. The regency
cost varies with the distance of the target
province from the caster’s own domain, The
spell costs 5 RP plus 3 RP for each province of
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separation; spying on a province live arcas away
from the wizard's domain costs 20 RP,

Only the inlormation-gathering aspect of
espionage may be used; the wizard can’t cre-
ate random events or rescue people. If the tar-
get of the sery spell is & wizard, he may spend
RF against the caster to try to make the spell
fail, Otherwise, it is automatically successful,

subversion
| Enchantment/Charm |

Regency: Spacial

Gold: 2 GB

Fequired Source: 1
Pueataon: 1 action rotind

By emploving a magical campaign of charms
and sugpestions. a wizared can force one hold-
ing. province, army, or licutenant belonging to
another regent Lo take a domain or free action
(regardless of whether such assets normally
may take actions). He could force a group of
military units to declare war and invade a
neighboring land; he could use a holding to
contesl or agitate: or he could nstigate almost
any kind of mayhem.

Swtrersion is limited 1o one discrete action,
and it will affect a tarzet regent regardiess of
whether he has already performed an action in
the current round.

A cost of 3 RP per level of holding, province,
or character level of a lieutenant is required to
subvert it; a cost of 5 RP per army unit is
required. The victim regent may bid RP against
the casting wizard to negate the effects. The
wizard can, of course, spend RP to help the
spell succeed, The apponent wha spends more
regency controls whether the spell succeeds.

z2nd-level caster
battle tu (Y

{ Enchantment/Charm)

Repency: 1 RPfanit

z0ld: 1 GB/unit
Hequired Source: 2
Durinion: 3 action rounds

Battle fury, by inspiring military troops to fight
passionately with little regard for personal
salely, improves the movement rating, meles
rating, and charge rating of one War Card unit

by 1 point. In the process, however, it
decreases a unit's defense rating by 1 point.
For example, 4 unit with movement rating of
1. melee rating of 3, charge rating of 5, and
defense rating of 4 would be altered to ratings
of 2, 4, 6, and 3, respectively.

Acwizard may alfect two units per experience
level. Units to be affected must be in the same
prawvince as the caster or in a province contain-
ing a ley line owned by the caster (regardbess of
whether it connects to the source m use ).

coffer credit

(Conjuration/Summaoning}

Regency: 1 RP per 4 GB borrowed
Gold: 1 GB

Eequired Source: 2

yrgtion; Special

A wizard in desperate need of funds may cast
this spell to borrow money from future income,
After casting this spell, the desired amount of
wealth magicallv appears in the regent's trea-
surv. A wizard may borrow 2 Gold Bars per
level from his futore capital, but the funds
must be repaid at a randomly-determined time
in the future,

After the wealth appears, the wizard need
not repay any funds for six action rounds;
After the sixth action mound, however, the DM
eolls 1412 four times (rerolling any duplicate
resulis) Lo determine the repayment schedule.
One-fourth of the amount borrowed must be
repraid on each action round relled; thus, if the
wizard borrowed 9 GB and the DM rolled a 2,
6, 7, nnd 11, the wizard would repay 3 GB on
the second action round, 2 GB on the sixth, 2
B on the seventh, and 2 GB on the eleventh,
The DM need not inform the player
when the money will be due; he may
simply announce that the appropri- . ‘&
ate number of Gold Bars dizap- L AR
pears from the ireasury,

If the wizard borrows 10 L 4
GB or more, he must pay ' p
interest on the bor- ' f
rowed funds. (Ine - e
Gold Bar is ¢
chitrged k
lor each
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10 Gald Bars barrowed (rounded down). The
interest is acded to the total owed [or the pus-
poses of dividing payments,

If the wizard's treasuny is empty at the time
pavments come due, the money owed is auto-
matically deducted from any income the charac-
ter later acquires. If the wizard discovers trea-
sure while on an adventure, any overdue moncy
owed immediately disappesrs from his share.
When the wizard collects taxes, any delinguent
funds immediately disappear from the total,

A wizard may cast this spell on another
individial's behalf, The caster may use this
spetl any number of times. but the future debt
incurred could conceivably bring him to finan-
cial disaster.

detect h_i‘lll line

{Ehvination )

Regency: 1 RP
Gold: 1 G
Reqguired Source: 1

Duration: Instantaneous

This realm spell enables a wizard to learn the
locations of all ley lines passing through a
given province, The wizard may examine ley
lines in two provinces per experience level;
thus, a Sth-level caster may learn the locations
of all lev lines in 10 provinces. The provinces
need not be adjacent.

To activate the spell, the wizard must spend at
least one week visiting the manifestation of one
of his sources, During that time, the mage draws
{to the best of his abilitv) a map of the area he
wishes to examine, He may bring any shetches,
drawings, or notes to assist him, but the map
must be drawn on a specially created sheet of
parchment using particular inks and guills, The
provinges to be examined are then highlighted
with an ink containing powdered sielshegh.

The spell must be cast in the province ¢on-
taining the manifestation the wivard visited
to prepare the map, When the casting is
completed, the map must lic undis-
turbed, Magical energy then perma-

nently etches the various ey lines

mto the map. The etched lines

da not indicate the owner of

the lev linge, and ancient

lev lines are displaved

alongside those

of contemporary

creatlon.
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inflame
{Enchantment/Charm)

Regency: | RP/unit

Cold: 1 GRAunic

Required Source: 2

Duration; 3 action rounds

Similar to the battle firy realm spell, inflame can
be cast to add 2 points 1o the charge or melee
rating of a War Card unit, Fov example, i inflame
i5 cast upon an orog infantry unit with a melee
rating of 3, that score would be raised 10 5.

The caster chooses the statistic he wishes Lo
affect at the time of casting. He may affect
twn units per level of experience, Units to he
affected must be in the same province as the
caster or in a provinee containing a ley line
contralled by the caster (regardless of whethar
it connects to the source in use),

ro gul facade

[ Alteration )

Regency: 2 RP
Ciold; Special
Required Source; 2
[eation: Sptn:i.ill

This reslen spell, employed by the wealthiest of
wizards. transforms an existing castle, tower. for-
tfication, or building of virtually #ny kind into an
acsthetic marvel, A palace might be transformed
to look as if it were built entirely of shimmering
crvstals, a casile might be altered 1o look like
solid gold, a tower might be changed to look as il
it were built of alternating blocks of jade and
coral, or a foriress might be altered to appear to
be made of jagged shards of obsidian,

The transformation will likely reflect the
taste and personality of the caster, A facade
created by an elf wizard will probably look
very different from one created by a Yos; an
evil wizard might use the spell to give his
vower 4 frightening appearance,

The spell does not affect the perceived size
or configuration of the structure, enly the
material from which it appears to be built
Structures influenced I this spell also benefit
from enhanced strength; they are treated as
thicle stone Lo all purposes (unless the build-
ing is crafted of a better material, in which
case the better value prevails),

The facade also lends a bonus to court cost
expenditures, Structures affected by royal
fuacade are antomatically treated as one level
higher than the actual courl maintenance



spent o them: thus, 4 regent whose castle has
a roval facade and who spends 3 GB far an
acceptable court receives the benefits of an
average court {as if he spent 6 GB), A regent
whose castle is atfected by royal facade also
gains a +1 bonus to diplomacy actions
attempted within the structure.

If cast om another's hehalf, transforming the
structure costs an amount equal te the orginal
construction of the building; thus, a castle
costing 30 Gold Bars would cost another 30
GB to affect with this spell, A wizard casting
roval facade on his own structure pavs one-half
the original cost—15 GB for the 30GB castle,

A building affected by this spell can be occn-
pied normally: the dwelling is equally as beautiful
inside and out. The enchantment is permanent if
placed upon an existing permanent structure, If
placed upon a huilding created by the stronghold
realm spell, the roval facade lasts three action
rounds per level of the casting wizard,

trace ley line

(Divination)

Regency: 1 RP
Gold: 1 GB
Eequired Source: 1

Duratiom; Instantancous

This spell functions in all respects like the detect
ley line realm spell, with one important differ-
ence: When the wizard creates a map of the
region he intends to study, be marks any portion
of any single ley line he knows to exist. Upon
casting the spell. instead of etching all ley lines
in the vicinity. the magic etches the entive length
of the indicated lev line, to a maximum of two
provinces per caster level. The magic maps all
book-ups and bends in the indicated lev line.

The wizard must cast the spell in the sams
pravince as the manifestation he visits to cre-
ate the map, but he may trace a ley line any-
where on that map regardless of size.

3rd-level caster

rlﬁmngﬂtf”*‘-
| Enchantment/Charm)

Regency: Special
Gold: 1 GB
Fequired Source: 3
Duration: Special

This pervasive, subtle charm plays upon the
fears and lovalties of a province, influencing
the attitudes of its people toward its ruler, For
each 5 RP a wizard spends, he improves or
worsens the lovalty grade of a province by one
slep, At 3rd level, he can affect one province;
for every two levels bevond the 3rd, he can
affect one additianal provines {in other words,
two provinces at Sth level, three at 7th level,
and so on), The change in lovalty occurs dur-
ing the adjustment phase of the demain turn.

The wizard must pav 5 RP for each grade of
lovalty affected in each province; casting a sta-
ble kingdom ta rebellion could be very castly.
The new lovalty level can be affected normally
by various events.

le y trap
{A_hli ueation)

Regency: 1ine

Gold; 1 GB

Reguired Source: 3
Duration: 12 action rounds

Ley trap is designed to harm wizards who try
to deactivate, sunder, or otherwise tamper with
an aifected ley line. The spell affects one 1
line (regardless of length) and all associated
hoek-ups. The caster is immune to the harmiful
effects of the spell and may use the ley line at
will. A wizard may cast this spell anly on his
awn ley lines; he may not secretly cast ley trap
on an enemy’s lines as a "surprise,”

A wizard who tampers with a trapped ley
line is allowed a saving throw vs. spell. Success
means the wizard escapes injuey but the tim-
pering attempl works, Failure indicates the
trap disrupts the wizard's spell; the tampering
attempt fails and he sutfers 1d6 points of dam-
age multiplied by the level of the highest
source on the line; thus, in the case of a ley
line connected to a source {3}, the victim
would suffer 3d6 points of damage,

Only one ley trap spell may be cast on a sin-
gle lev line at one time, but up Lo six lines
may be atfected with a single spell,
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mask ley line

(Abjuration)

Regency: 6 RPP
Gold: 3 GB
Required Source; 2

Braration: 12 action rounds

This powerful enchantment hides any or all
ley lines belonging to the casting wizard, No
method of location, including detect ley [ine
and trace ley line, will reveal ley lines con-
cealed by this spell, Ley lines are not hidden
from the caster.

A wizard may cast this spell on behalf of
anuther wizard: in that event, all of the target wiz-
arcl's ley lines are rendered undetectable to every-
ane but the caster and the owner of the lev lines.

mass destruction

{ [nvocation/Evecation)

Fegency: 10 RPfunit
Gold: 5 GB

Reguired Source: 5
Diaration: Instantancous

This spell can slay hundreds

of enemies with a single awe-

some barrage of devastating fire,

lightnimg, ice, energy. oF poisonons

vapor {wizard's choice], The mage can
affect one enemy unit plus one unit per three
levels: a 4th-level caster can destroy two, a
7th-level caster three, dnd so on, The target
units must 21l be in the same province as
the wizard who casts the spell, Each unit
affected costs the wizard 10 RP, Each
target unit may attempt 0 morale check

to lessen the effect; if it passes the check,
the unit suffers only one hit of damage.
Mass destruction causes sorme coingidental
property damage sach as small fires or
floading; the [IM should determine any
effects. The wizard must be in sight of the
army to be destroyed, but he can delay the
spells destructive effects for up to one week
in orcer 1o reach the unit's location. If he
leaves the province in which the spell

was cast, the spell is lost
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Regency: 5 RPYunit

Ciold: 2 0B/ anit

Required Source: 3

Duration: 1 month + 1 weckicaster level

Using a powerful varation of the monster sum-
moning spell, a wizard creates an army of mon-
strous followers to do his bidding, Each sum-
moned unit costs the mage 5 Regency Points.
He can summon one unit for each three expe-
rience levels {one at 3rd, two at Gth, three al
Gth, and so on).
The troaps that appear depend on the wiz-
ard's level, as shown below:
Level Troops
3 Croblin Skirmishers
4-6  Gnoll Marauders or Goblin Wolfriders
7-0  Goblin Guards or Gnoll Infantry
1+  Stonecrown Ogres

When the spell ends. the province in ':ﬂ.-'hi{“].'l.
the monsters dishand automatically suffers a
monsters or brigandage random event.

Trans purt

{ Alteration)

Regency: 4 BP/unit
Gold: 1B

Reguired Source: 5
Durgtion: Instantaneons

Transport allows a mage regent to instantly
muove Lroops from one province to another, He
can move one unit one provinee per level (for
example, three units move three provinces al
3rd level) regardless of terrain, Units can be
moved only between provinces in which the
mage has a magical source or ley line. Each
unit to be moved costs 4 RP.

Because this spell is instantaneous, the
affected units are eligible to move during any
War Moves following the action round in
which this spail is-cast

This spell can be used on unwilling units,
but the regency cost doubles to 8 RP per unit.




g4th-level caster
gold rush

(Conjuration/Sommoning )

Regency: 10 HP
Gold: 1 GB
Eequired Source: 2
Driration: Special

Gold rush increases productivity in an entire
domain {including provinces. guilds, and tem.
ples). The result is a4 30% increase in taxes in
the next domain turn following the casting of
the spell, The regent determines his tax rate
and rolls for collected taxes normally, then
adds 50% (rounded up} to the niimber of Gold
Bars collected,

This spell may be used only once in a nine-
month period,

ProTect source
[ Abjuration}

Regency: | RPYsource level
Gold: | GBfsource level
Required Source: |
Duration: Permanent

A wizard may protect his sources from damag-
ing effects such as deplete mebkaighl and
siphon mebbaighl with this spell. In addition,
the source gains a saving throw vs, the poison
source spelly a saving throw va, spell is made at
the level of the source. For example, a source
(7) would save as a Yth-lovel wirard. Success
prevents the poisoning; failure means that the
protect souree abjuration is dispelled and the
poison is sucqe;;[ul. Also, manifestations of
the source gain the benefit of being sur-
rounded by a wall of force,

The spell costd | BT and 1 GB per level o
the source to beprotecied; thus a wizard must
spend 4 HP and 4 (B to protect a source (4),

A turther benetit of thiz spell allows & wizard
to "bank” Regency Points in a source. The
Hegency Points may then be used to bid against
actions {such as contest or rule) that wauld
harin the source. 1f several sources are coin-
nected by ley lines, any source on the line may
draw from this RP pool to defend itself, A wiz-
ard may add RP to this bank anv time during the
spell's duration. If the pmtect source spell is cver
canceled, any banked BP revert to the caster,

[he spell is permanent unless remwoved with a




(imsited wish ar wish. The death of the caster also
cancels the spell, If control of the source is trans-
ferred to another individual, the source rolls a
zaving throw vs. spell as a wizard of the new
regent's level. Success indicales that the spell
remains intact: failure means the spell is canceled.

regent site

{ Divimation)

Fegency: 1 RP

Gold: 1 GB

Required Source: 1
Duration: 3 action rounds

The regent site realm spell allows the casting
wizard to continuously pinpoint the location
of other regents within his domain. By concen-
trating [or a few moments, the wizard becomes
aware of all regents within provinges in which
he has holdings, beginning with those nearest
to him. The wizard gains a mental picture of
the detected regent as well as a mental picture
of his immediate surroundings {guildhall, tav-
ern, wouds, etc.) and sense of the gencral ares
i@ certain naighborhood in a large city, a 100-
foot radius of forest, a peasant village, and so
on). The detected regents are completely
unaware of the spell,

sth-level caster
death plnf:ruﬂ

Mecromaney)

Regency: 1 RPYprovince level
Crold: 2 GG

1 Required Source: 5
Duration; Permanent

An evil wizard can create a horrible, pestilent
plague that depopulates an area, redocing an
aftected province by one level, At 5thlevel, the

’ - wizard affects only the province in which the

o spellis cast, Foe every two levels bevond the 5th

i = {beginning at Tth level}, he can affect one

3y ; additional province adjacent to a province

5y . seryick by the death pligue, possibly

. . inﬁ!?-'c;‘ting the langdom

- o T ot another regent.

b. B, o B ML The plague
3

MBS sprends at the Tatr of
R WEMnne pravinge per action round
< bl the maxhmum area of effect is reached

114 S0

P TR, TS B T

L

The RP cost is egual 10 the sum of the affocted
province levels; a Sthelevel mage who poisons
throe provinces {4} must spend 12 RP, Digpel
realm magic or bless land can negate the effects
of the death plagee in one province, but only i
cast in the same action round as the province
iy affected,

fﬁign destruction

{Alteration)

Regency: 10 BT

Cold: 10 GB

Required Source: 1
Duration: 3 action rounds

When a wizard casts this realm spell, he
causes a palace, fortress, village, or town to
appear to be destroyed. The method of the
apparent destruction is chosen by the wizared
at the time of casting; a locale may appear to
have been sacked by an army, ravaged by fire,
leveled by a tornado, wiped out by a flooad, or
devastated bw a great magical blast.

In reality, the destroved area is unharmed.
Mo manner of divination, hewever, will reveal
the area ay anything other than damaged. The
affected area does not radiate magic.

Persons within the area of effect when the
spell is cast witness no change: peasants in a vil-
lage will have no iden that outsiders view their
town as a wasteland, Ownly strangers who enter
the area after the spell is cast witness the destruc-
tion. To their eves, inhabitants going about their
normal routines appear to be cleaning up afer
the devastation and trving to set their lives in
ovder, If they speak to locals, they hear lales of
despair instead of residents’ actual words

A wizard can affect one province per three
levels: thus, a 10th-level caster could affect the
appearance ol three provinces.

protect ley line

{Abmraron )

Regency: Special
Cold: Special
Required Source: 3
[iration: Permanent

This realm spell allows a wizard to protect his
ley lines from tampering by an enemy wizard.
The spell safe ds attected ley lines from the
deactivate ley Fmﬁp:!l. as well as simitar effects
created by the rings of ley, Protect ley line offers
no defense for sources or their manifestations.



Lines ;:rma:‘md in this manner alsa gaity &

saving throw against the susder ley Fwﬂ'eﬂ
The line is allowed a waving throw vs. spell at
Lthe level-of the higllﬁﬂ-ﬁhﬂ source on the
line; thus, a ley line contected to a source (7)
would gain & saving throw vs. spell as a 7th-
level wizard, Success prevents the sundering:
failure means that the protect h::p line abjura-
tion is dispelled and the sunder is successful,

Casting the spell costs | GB plus 2 RF per
four pravinces the lev line crosses, Thus cast-
ing this spell on a ley line that begins in
provinge A, passes through provinees B, ) I,
and E. and ends in province F would cost 2
B and 4 RP, Hock-ups on the ley line are
protected at no additional cost.

The protection created by this spell is per-
manent unless canceled by Hmited wish, wish,
sunder ley ling, or a similar spell. Shauld the
wizard find himself needing ta deaciivate or
sumder one of his own lev lines, he may do so
without penalty. Ley lines under the effect of
this spell must be maintzined normally,

stronghold

(Conjuration/Summaoning |

Regency: Special

Gold: 10 GB

Required Source: 7

Duration: 3 action roandsicaster level

By means of this spell, the wizard conjures up
a casthe, tower, fortification, or building of any
kind. The RP cost is equal to the Gold Bar
cost of construsting an equivalent stronghald,
but difficull or remote terrain doesn't affect
the magical version, For example. a castle (3]
normally costs 30 Gold Bars; this realm spell
can do the same [or 30 RP, rcgard]cql: af where
the castle is placed,

The wizard can make the construction per-
manent with # permanency spell, but he ages
LU vears in the process. The wizard can dis-
miss the stronghold any time he wishes, I he

dies without the castle being made permanent, L

it fadés from existence.”

warding

(Aburation)

Regency: 5 RP/province
Crold: 2 GB/province
Required Source: 3
Puration: 3 action rounds'+ 1/cazier level

‘experience levels; thus, 2
-] could hrlng,‘th;tpmﬂut

With this spell, a mage weaves a harrier of
impenetrable mists and fog that prevents any

greatures from entering or leaving a province.

Regardless of their actions. crestures are turmed
around and lnd themsealves emerging from the
mist a1 the same spot they entered it. A wizard
ar priest with appropriate spells or magical
items has a 50% chance of successfully leading
up to one person per level through the mist.

A mage can ward one province al Sth level,
two at 7th, three at 9th, and so on, Warding
costs 5 Regency Points per province affected.
Wars, trade. and diplomacy are all but impos-
sible while a warding is in etfect. The caster is
immune to the effects of his own warding and
may lead as manv individuals through the
mists as he wishes.

6th-level caster

defection _ kL
(Enchantment harm) : '«:f:rl-fa-; X
. NECE
Begency: | BEPfunit Wy Y Ji.
Guld: 2 GB/unit L Sty
Required Source; 2 4 i‘ S [
Duration: F action rounds AN

A wizard can cast this spell to steal & jm]-liﬂy N
tnit from an epposing regent, thereby b o
the unit under his own control. The defecting I
unit is treated as one of the wizard's units Lr.l-r "
that of another regent or an i.ppumtﬂd flﬂ'b.- .'
tenant staled in the casting of the spell) fq; =
three action rounds, The unit will follow its s ._, ‘,;..'
leaders orders h‘nphrltl_‘,r If the unit survives this
enforced service, il returns to its mpn.alrﬂgeh
when the spell's duration J.ap:rc.ﬁ iy R
The caster can atfect one '

uu-rn:lar his hmnun
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try to deactivg

province. In addition, the wizard must know
the location of the unjts to be affected by the
defection spell,

Any attempt to command an affected mili-
tary wiit with an order other than those tvpi-
cally given in battle will break the spell. Thus.
a unit could not be ordered to run off a cliff,
for example.

sth-level casrer
legion of dead

-
[ Mecromancy)

Regency: 4 BPYunit

Gold: T GEfunit

Bequired Source: 3

Diaration: 1 month + 1 weelkdevel

A skilled necromancer can summon the
ancient dead to his aid, raising a unit of slele-
tons and zombies to do his bidding, The wiz-
ard can summon one unit of undead minions
for cach level above Gth, so a Tth-level caster
summons one unit, an Sth-level caster sum-
mons two, and so on. The wizard must spend 4
Regency Points per unit. He must remain with
his undead army or the spell will be broken
and the armv will collapss.

RBeler to the Undead Legion War Clard for
large-scale combal information; in standard
game terms, cach unil comprises about 200
zombies, monsier rombies, skeletons, and
giant skeletions.

ley ward
(Abjuration)

E'l:gfuni:}".lf -
Geld; 2GHE '
Feguired Source: 5

Thiration: 18 aﬁﬁﬂn rounds (6 domain turns)

This apell is designed ta'harm or kill wizards

one lev line (regardless of length) and all asso-
ciated hook-ups. The caster is immune to the
harmful effects of the speil and may use the
ey line at will. A wizard may cast tliis spell
‘only on his awn ley lines or on the ley lines of a
consenting wizard: he may not secretly cast ley
ward on anenemy’s lines as a "surprise.”

A wirard who tq_m;';%pr#_ith a warded ley
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) sumder, or otherwise thm- "
| ~patwith the affected ley line, The spell affects

ling is allowed a saving throw vs. death magic,
He may contribute Regency Points or bload-
line sirength points to improve his ¢chances
{receiving & +1 bonus for sach point spent).
Failure indicates the wizard is killed; success
means the wizard suffers 1d4 points of dam-
age multiplied by the level of the highest
source on the line: Thus, in the case of a lev
line cannected to a source (6], the victim
would suffer 6d4 points of damage, Whether
the tamperer succeeds or fails the saving
throw, the tampering '.'|1.T.-En]‘ljpt- fails.

Only one ey ward spell may be cust on a
single ley line at one time, but multiple lines
may be warded with multiple speils.

LAY A
i Invocation/Evocation )

Regencoy: 10 RPstracture level
Gold: 2 GHR/damage level
Required Source: 5

Duration! |nstantanscus

Castles and fortifications can be reduvced o
rubble by means of this spectaculas realm
spell. Reducing a castle ]'lg one level costs 10
RP, so razing a castle [3) costs 50 Regency
Points. There is no limit to the amount of
damage that a mage can cause to a castle
through one spell—he may simply reduce it in
tevel or may destroy it outright—as long as he
is willing to pay the required regency. Maten-
als and preparation cost 2 GB per level of
damage the mage intends to cause.

Fortified holdings can be reduced to normal
haldings through this spell, but they are not
otherwise damaged. The wizard must be in
sight of the castle to be razed when he casts
the spell and he must perform the prepara-
tions on the site,

8th-level caster
shadow blochk

- | Alteration)

Kegency: 2 BPYprovince
Liold: 1 GE/province
Required Soarce: 4
Duration; 3 action rounds

sShadow block prevents all creatures f!'nm ‘Hu"i“?
ing into or cut of the Shadow World in a speci-



fied praovince. This effect even applies to
halflings, who normally can pass inta and o
af the Shadow World at will. The spell does
not affect movement within the Shadow
Warld. A wizard can alfect one province per
three experience levels,

gth-level caster

deactivate |t—::|= line
LAlteration)

Regency: 3 RP
Gold: 2 GB
Required Source: 4

Duration: 3 action rounds

This powerlul realm spell allows' a wizard to
temporarily deaclivale a ley line. Drawing
midbhaighl from a source along that ley line iz
impossible for three aclion rounds. Magic cast
in the same provinee as a source is unatfected.

Because the flow of mehhaighl is disrupted
along a ley line, this spell may affect o single line
of anv lensth. A.m ley lines {including hook-ups)
connected to the affected line that are not PO
ered by sources of their own also cannot be used.

The casting wizard must have a source or
lev line in a province through which the Lirget
tey line passes. The source can be as low as a
sotrce () and does not have to he the source
that powers this spell.

A success roll is required for the spell to
succeed, with a result of 10 or hetter (on a
1d20) indicating success, The roll suffers 3 -2
penalty if the caster is merely guessing at the
ley line’s existence rather than knowing its
focation with certainty.

If the wizard successfully disrupts a ley line
and wishes to do so zgain on the following

action round (thus increasing the period of

disruption), he giins a +1 bonus to his roll for
the subsequent spell, This benefit is cumula-
Hve for.up to three sttempls. The victm must
continue to paymaintenance on the deacti-
vated line or it dissipates permanently,

I the target lev line is under the effects of a

proceet ley lingor ley ward spell, deactivase ley
o Hipe will foll dutonmatically,
paee

enhance source

tAleration)

Regency: 2 R + Linew source level
Crald: 1 GB
Required Source: 2

Duration: 3 action rounds

By mveans of this realm spell, a wizard can
improve one gource holding by one level, The
base cost of the spell is 2 RP, plus | RP per
new (boosted) level of the source: thus, a
source (A)inereased to a source {(6) would
cost the wizard B RP (246),

This increase works for the purposes of
spelicasting only and does not affect collection
of Regency Points or other factors dependent
on holding level.

The spell may be used only once per year;
attempts to cast the spell more than once in'a
vear result in failure.

A success roll is required for the spell to suc-
cead, with a roll of 8 or better (on a 1d20) indi-
cating success, On a roll of 1, the spell backfires;
all ley lines emanating {rom the tanget source are
dedctivated per the spell for two action rouncs.

1oth-level caster
deplete me hhui"’hl

{Alteration)

Regency: 5 RP

Gl 2GR

Required Source: 5 y
Druration: 3 action rounds

This spellaliows a caster to inhibit
mebhaighl in an enemy's source.
The Lirpget SuLl:n:: drops one level
for the dur of the spell.
Thus, a :au {3) in t.re..}
source {4) for purposes o
spellcasting: all other !
domain functions
(such as RP collection)
are treated normalky,

At 13th level a
wizard may reduce
bway sources in the
same province by one
level, or may reduce one
source by twa levels.

a5 a
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12th-level caster
siphon mﬂbhuighl

Regency: & P

Gold; 2 GRB

Required Source: G
Duration: 3 action rounds

A wizard who casts this spell may steal
mehhaighl from another wizard's source or
transfer mebhaighl between twa of his own
SRLITTES,

The target source iz reduced by one level for
purposes of spellcasting. Thus a source (5] 05
treated as a source (4} when casting realm
spells; other domain functions are treated nors
mally, The siphoned level is then transferred 1o
another source {usually one controlled by the
caster), For purposes of spellcasting, that
source is then treatec as one level higher,

The caster may also transfer mebhaighl
[rom one of his own sources to another source,
The target source can be his own or that of a
wizard with whom he collaborates,

The two sources involved must meet at least
ane of tho following criteria:

+ ‘They are in the same province.

+ They are in adjacent provinces.

+ Omne of the sources shares a province with a
lev line terminus or hook-up of the other
sOUrCE,

At 15th level, the caster may Lransfer iwa
levels of mebhaighl from one of his sources to
another single source; he may not steal twog
levels from an enemy source, This casting
costs 12 BEP and 4 GB,

When the spell ends, all mebhaighl reveres
Lo ity orignal sources,
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sunder ley line

[Alteration )

Regency: 12 KP
Gold: 10 GR
Reguired Source:
Charation: Permanent

When a wizard regent casts this spell, he severs
one ley line of his choice. The severed ley line
then collapses in both directions until it reaches
a terminus, source, hoak-up, or connecting ey
line, Lines affected by the protect ley [ine spell
gain a saving throw against the effect (see spell
description).

Thiz-spell has no elfect on future attempts.
to forge ley lines in the same location,

16th-level caster
poIsSON source

{Alteration)

Regency: 2 RPFmagic potential level
CGold: 1 GB/magic potential level
Reguired Source: 7

Duration! 1 action rounddd caster levels

Among some circles of mages, this realm spell
is believed 10 exist in legend onby. Either such
I indeed the case, or the spell is so rare that
only a few wizards are able to cast it.

The poison source spell disrupts the flow of
mehhaizhl in a province in such a way that all
magical sources are temporarily rendered
powerless. No wizard, even the caster of this
spell, can dfaw magical energy [rom an
atfected source,

A poisoned source is treated as a healthy
source for all purposes except spellcasting.
Thus, the wizard collects Regency Points and
pavs maintenance costs as usual, Any ley lines
attached to the poisoned source function nor-
mally, except they cannot deaw magical power
fipm the poisoned source.

The caster must pay RP and GB according
to the magic potential of the province; thus m
a proviece of mountaing rated 378, the caster
must pay 12 RP aod 6 GB for the spell to
function.
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Ine the age of myth, Cerilia was cloaked in power
and magic. Those long-ago davs before the cata-
clysm al Mownt Detsmaar saw the birth of arcane
cregtures, beasts more powerful than the greatest
nf men, Indeed, many believe these creatures
sometimes walked alongside the gods themselves
when the great ones had cccasion to wander the

land.
—Drane Thorenson, storvteller of the
(Fautrakka tribe in Hogunmark

—
L ittle is known about the garradalaizhs

(ga-ROD-a-lavs), creatures of legend

said to grant boons Lo wizards. Whether
the beasts were companions, servants, or min-
wns of the gods, histodans cannot sav, In fact,
whether they even existed—or continue to
exist todav—is a subject of controversy.

Crarradalaighs are said to appear only to
those men and women who fervently embrace
magic, The beasts supposedly walk with such
wizards willingly, offering their skills and
ahilities in exchange for potions and
magical treasures or other pavment.
Scholars wha accept the legends as
truth say that, while the power of these
creatores has diminished since anclent
times, thev are still farmidahble.

Scholars have named each garradalaigh for
the wizard whao first recorded its presence. (As
sightings date hack {0 the davs before the
Deismaar cataclyam, these wizardy are all
elves.) The creatures' true names are now
known only to the longdead gods, Lost to the
ages, those names are the subjects of occa-
sfonal guests by overly inguisitive apprentices,
It s rumored that to know a garcadalaigh's
brize name is to hold absalute control over it,
The garradalaigh then becomes not merely a
companion, but soldier, servitor, and partner,
If this is true, any wizard with control over one
‘of the creatures could become powerful
enough to sweep across the land, layving
domains low with a wave of his hand.

Legend holds that it is possible for a wizasd
regent to conlacl one of these creatures,
though the methods are not foolproof. Ancient
tomes and tales oller several means:

# One book mentions a spell said to summon
garradalaighs, bit the name of that spell
has been lost. It is said to have cost a minor
fortune in components and required elaho-
rate protections. Nonetheless, the spell is
reputed to have worked only ahout 10% of
the time; when it lailed, it usually claimed
its woutd-be casters as victims.

* A populir story among first-vear students at
the Roval College of Sorcery says that a
ﬂﬁl'fﬂdu’:'lmg]‘l might simply appear before a
chosen mage, seeking the companv of a
spelicaster. Such a visitation would be rare
in the extreme, unheard of in recent history,

# Theve are reports ol an ancient, dark device
that tugs at the heart of a garradalaigh, forc-
ing it to do the bidding of a wizard. Like the
summoning spell, most scholars doubt it
ever cxisted.

# It is said that a nonevil wizard can call one
of these crentures by simply meditating—in
doing so he telepathically makes it under-
stond that he desires the companionship of
a garradalaigh. According to legend, a crea-
ture summoned by this means always has an
alignment that matches the wizard's,

The legends alye sav that when encountered,
these creatures grant boons in exchange for
some kind of pavment [rom the wizard, The
pavment could be as simple as providing com-

gacrad o.laighs

panionzhip, as expensive as supplyving potions
or magical items (which the beasts are pur-
ported to collect—and sometimes eat), or as
invalved as completing a quest.

The creatures may arrive and leave within
the same day orgccompany a wizard for a year
or mare, Most fales describe the creatures
staving for :ml} a few days, then returning to
wherever they callhome.

Woodsmen, w];ﬁ:drd.a and expert treckers
have never been able to find the lairs of these
creatures, A few wha thought themselves close
to finding a lair disappeared wiihuut_ a trace—
perhaps victims of & garradalaigh’s i

The eight garradaldighs describe
pages are pmll.ar!'ul creatures ol legemd tha
said to enjoy the compidnyof magdss” -' S TULE

,ll'l ﬂ.'tEE-E

siress the m}"th:caln ure of #1 -
however—their exi ¢ has never be
factorily docufmente It is pnsqlbl,-; .l:l'u.t £0MM
exist and others-do- _

The statistics pro ::d ATt =a--] ated
Fromm ancient (ks A0 psEnsus gonld
be found amons vimous sh-u.tn:l:i ;i:n arma-
tion iz lsted a5 * ical™or " km'l.i.i'rr-

DM Mote: Ifa jar_rnd.iia{gh appuq,r a
campaign, its power 15 such that when ro ng

for hit poinis the Dfnilxs-huuld ‘connt all 'lt? 133,
and 35 as 45

s
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audreeana

CLIMATETERRAIN: Any
FREQUENCY: Mythical
ORGANIZATION:  Solitary
ACTIVITY CYCLE:  Any

DIET: CIennisoros
INTELLIGENCE: Exceptional {153-16)
TREASURE: LW
ALIGNMENT: Any good

NO. APPEARING: 1

ARMOR CLASS: 3

MOVEMENT: 15, F1. 124{C}, Sw 24
HIT MCE: 14

THACO: T

=0 OF ATTACKS: 5

DAMAGE/ATTACKS:  Ld6/1da/1d12y
1d12/1d8

SPECIAL ATTACKS: Spells

SPECIAL DEFEMSES: Immune to misstle

WEADOTL
MAGIC RESISTANCE; 35%

SIZE: M (5'- 6% tall)
MORALE: Elite {14)

XP VALUE: R

Perhaps the most physically poweeful of the
garradalaighs, the Audrecana {aw-dree-AN-a)|
leoks like a patchwork beast, [t has the body
of & horse, though its legs are shorter, thicker,
and end in grasping claws. 15 tail is long and
fishlile, Sprouting from its back are two bat-
like wings that—inless it is flying—remain
folded into its body, nearly invisible beneath a
shagey band of hair that circles its neck and
extends well down its back. The creature has
two heads, one equine and one simian. Each
has sharp teeth for rending food and attacking
toes. It'is spolied gray in color; the hair about
its meck is deep black,

Although the audreeans has a single per-
sonality, its heads have different functions, It
can speak anv human or demihuman language
fluently through its simian head and communi-
cates with all ather warm-blooded animals via
its equine head. If either head is seversd, the
creature dies.

A strong, fast swimmer, it can breathe water
as easily-as air. The audrecana can cast the fol-
lowing spells cach once per day at the 10th
lovel of whility: ESP, know alignment: clairaudi-
gmce, clamvovance, delide, sugeestion; confusion:
wislead, Twice per day it can cast tmproved
Ervisthility.

A wizard companion gams the audresana’s
ahility to communicate with warm-blooded
animals—as long as the audreeans is within
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the wizard's line of sight (independent of scrv-
ing devices such as erystal balls).

Combat: The audrecana first uses spells,
reserving one improved invisibility enchant-
ment for sell-protection. It attacks in melee by
biting: sach successful bite inflicts 1d& points
af damage. Its front hooves can inflict 1d12
points of damage, and its tail causes 1d8
points of damage, The tail strikes anything to
the rear or sides of the creature,

The audreeana is immune to all missile
weapons, include the following missilelike
spells: magic missile, flame arrow, Melfs minute
meteors, and Melfs acid arrow. It is oot immune
to other spells.

Habitat/Society: The audreeana avoids other
creatures, preferring to spend time alone in
contemplation. [t fancies mountaintops, heav-
itv wooded torests, and desolate lands crossed
by rivers or streams. Falklore claims it wan-
ders the mountains of Brechtiir, prefering the
ranges on the eastern side of the KTEL:I:'I:I-IIlaIJ-
richt. The audreeana iz curious about wartare,

though it haz no interest in participaling in
large-scale battles,

Ecology: The audreeana has no known preda-
tors, though it tends to prey on all manner of
things. especially fish, plump game birds, tall
grasses, and ripe fruit,



breiryn

CLIMATE/TERRAIN: Any.
FREQUENCY: Mythical

ORCGANTZATIOMN: Solitary
ACTIVITY CYCLE: Nocturnal
DIET: Uinknown
INTELLIGENCE: High {o exceptional
(13-16)
THREASURE: F
ALIGNMENT: Chaotic goad
NO.APPEARING; Unknown
ARMORE CLASS: 2
MOVEMENT: [H, 5w 18
HIT DICE: 11
THACD: Q
MO OF ATTACKS: 2
DAMAGE/ATTACKS: 2d6/2d6 (half

during daylight}

Acidic web nets.

spells

SPECIAL DEFENSES: +1 blunt weapons
or betler to hit

MAGIC RESISTANCE: 25% (0% during

davlight)

L (& to7') all)

Champion (16

7,000

SPECIAL ATTACKS:

S1ZE:
MORALE:
XP VALUE:

The breirm {BREE-rin) vaguely resembles a
massive spider. It hay only tour legs, hut those
end in ebany, cloven hooves, Its face is apelike
and deeply wrinkled, ending in a piggish snout
and two long, downward curving tusks, [ts bady
is nearhy as broad &s it s tall and exudes a repul-
sivie, musky odor, The bretryn's torso is covered
bv coarse bits of hide that look like broken
glass. Tts legs and long, whiplike tail are smooth
and shiny. It is said to be dark graw.

This creature moves only under the cover
of darkness, aided by its magnificd senses. Its
ears can pick up a human heartbeat at 50
feet. In daylight its senses drop in strength—
it can see only 30 feet, it is practically deaf,
its normai damage is halved, and its magic
resistance fails.

The breiryn speaks most human tongues,
and it can communicate with freshwater fish.
Once a dav, the breiryn can cast airy water, as
if it were a Tth-level wizard. Twice a day, the
breiryn can turn itself favisilie, per the spefl,

While a wizard is a companion to the
breiryn, he gains the ahility to breathe water
and to see for 90 feet as if he had infravizion,

Combat: This garradalaigh avaids daviight
combat at all costs. At night, howeyer, it is

quick to join-a fght when wizards are in jeop-
ardy. When fighting, the breirvn rears up on its
back legs: using its tail tor sopport, it strikes
with its front hooves. Though the hlows are

not hard, an unusoal venom seceeied from the 00

haoves inflicts the real damage, and protec-
tinns from poison are wseless.

I acldition, every four rounds the creature
can spit an acidic web net, The net is 15 feel
square and capable of engulling one Lesive fig-
ure, tvo Mesize figares, or three S.zize creas
tures, The web inflicts 1d4 points of damage
for three consecutive rounds and then dissi-
pates, To break free, the victim must roll more
thian half of his Strength scove an 14240,

Becapse of the breirvn's unusual hide,
edged weapons inflict o damage: However,
+1 or better blunt weapons intlict full damage.

Habitat/Socicty: When the breiryn associates
with 2 human, it is only with a wizard, usually
gme below Gth level, It considers higher level
mages stulfy, Few other details have passed
down through the legends, which generally

plage thrs ergaturs aroonst the Shainge: Kawer:

in central Khingsi,

Ecology: A breiryn can cat nearly anvthina—
plant or animal, Its chief delicacies are

reporied o be putiu!ﬁ-._.ulhti consumable

magical items. and candles;
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cabhuit:;‘h

CLIMATETERRAIN: Any temperate

FREQUENCY: Mythical
ORGANIZATION: Salitary
ACTIVITY CYCLE:! Anv

DIET: Special
INTELLIGENCE: Genins [ 1 7=18)
TREASURE: I
ALIGNMENT: Lawiul good
NO. APPEARING: 1 '
ARMOR CLASS: 1
MOVEMENT: 3, Fl 18R]
HIT DICE: 5

THACOH: 13

NO. OF ATTACKS: |
DAMAGE/ATTACKS:  1dd
SPECIAL ATTACKS: Keening, spclls
SPECIAL DEFENSES: +3 or better
wedpons (o il
MAGIC RESISTANCE: 353%

SIEE: MELE tod tall,
15" sangspar )

MORALE: Sveaddy (11)

XPVALUE: | &, 0000

The cabhaigh (ca-¥AY) looks like-a cross
between a huge frog dnd o dragonfly, 1ts body
is bulbous and its stick-like legs end in claws,
Proteuding from its back are two sets of gos-
samer wings. The creature can change its
vivid golors, though none of these hues seems
quite matitl. |

The creature prefers wo fly and is capable of
carrving wp to A0 pannds. Walking is a slow
and awkward process on its st ck-thin legs,
T_?auilli}-,{i: Migs ffomilace to place, perching
like a bird:on branches and ro . tops, where il
car get & good yiewof what i below. The creas
Lure is reported t
elvish, and elvish dialects. A wizard in the

campany of the cabhaigh can communicate

velepathicall with'it, a
Twice a day the cabBaigh can call‘upon a
special polymorgk ability that lets it tufn into a
dragontly 3=4 mches long for & hourst In this
form, it retaing all of iteabilities and hit
s, Once aday it can polyeorph another

indiy il o -ereature inte a dragonily, a form

J_ i 2 '_ i i _. Ve ' : e ﬂ"lr T E-F_u'll
utﬁarffﬂwﬂiw 1 addy . e cast twy
st 2ol aud Ard- spells per day. at the

8th level of ability.: 4

e

"Chumbat: The cabhaigh is 4 fierce fighter. Its

keening livij_apﬂﬂ ﬂ_g_ﬁ:s W h liﬂ:l‘lu ‘high-pitched

L
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spezk human longues, |

sound, radiating outward ina cong 2 teet
across at the creature’s mouth, 15 feet long,
and 15 [eet wide at the end. All those caught
in the cone suffer 1d8 points of damage. Fur-
ther, they must make a saving throw vs,
paralysis or be rooted to the spot for 1d6
eounds. The cabhaigh can use its keening
weapon three times o day, The cabhaigh's bite
inflicts only 1d4 points of damage; it prefers
to use this as a last resort, staving out of
close combat,

It is impossible to strike the cabhaigh with-
out at least a +3 weapon,

Hahitat/Socicty: This garradalaigh is said to
dwell on temperate mountains apart from civi-
lization and most other forms of life. When it
does seck the companionship of a wizard, it
does so rarely and briefly—asually only when
an edd loneliness overcomes it. It has also
been known 1o seek the company of other gar-
railalaighs. Tales most often place this creature
in eastern Khinasi.

Ecology: The cabhaigh has few predators;
il af these aie evil humang, goblins, and
OpTES,

I subsists on very little—potions when it
can find them, spell componenis, and blades
of grass that have been washed by recenlt
rains. It is said never to kill for food.



d uﬂgﬁnd al

CLIMATISTERRAIN:  Any wilderness
FREQUENCY: Mythical
ORGANIZATION: Solitary
CACTIVITY CYCLE: Any

DMET: Herbivorous
INTELLIGENCE: Cenius {17-18)
TREASURE: Re2. 52, T
ALIGNMENT: Meutral

NO, APPEARING: Unknown
ARMOR CLASS: 4
MOVEMENT: 9. Jp 18

HIT DICE: 7

THACO: 13

N0, OF ATTACKS: 4
DAMAGFE/ATTACKS:  1dd+ 1/ 1d4+ 1/

Bda1/2d4 -1

SPECIAL ATTACKS: Spells
SPECIAL DEFENSES: Repencration
MAGIC RESISTANCE: 25%

STZE: M [4'26' tall)
MORALE: Very stoady (13)
XPVALUE: 4,270

he dasgancal | DAY-gan-dail ) is thought to be
the brightest and wisest of the gum:l.llau,ha-
[t has % arge muscular back legs on which it
hops around quickly, covering considerable
distances. Its smaller front legs end in hand-
like chaws. Its face stretches outward, like the
visage of a gnoll, and its ears are lang and
pointed. The creature's shiny pelt is colored
with various shades of brown; the long, mus-
cular tail iz slightlyv darker,

It fawoes grassy plains and open Land, where
it can hop for great distances without dodeing
trees; focks, and other obstacles, However, it
can be tound in lightly-wooded groves and on
low: sloping hill sides.

The creature enjovs being thought of as a
mvthical beast—thit appeals to its senze of irom.

It is reputed to speak elvish, halfling, and a
smattering of buman tongues. [t s able to read
maiy elf, halfling, and haman writings when it
comes across them and considers itself a
scholar and historian.

The daegandal has a guick miind for magic
and can cast any of the following spells at will,
each once per day and asif cast by an Sth-level
wizard: Rpow Corilian ovigin, spook, tpunt, wall
of fog: fop elowd, Ruomil’s eracks; Evik's quills,
solid fog. In addition, thres times a day it can
jump, per the wizard spell, 1o drastically aug-
ment its own leaping ability, A wizird who is a
companion of the dacgandal likewise can
enjoy the use of the jump spell three limes a

day without memaorizing it. Further. the dae-
gandal can cast spells from scrolls as an Athe-
level wizand,

Combat: This creature is

loathe to get into phesical combat

with its foes, since it is not immune to
normal weapons and itz Armor Class is
relatively high (compared to those of other
garradalaighs), When forced or coerced into
a struggle. it first atternpts to use its magical
ahilities—melee is a last resort. When faced
with a close fight, the daegandal rests on its
tong tail and lashes oul with its claws {(which
inflict 1d4+1 paints of damage cach) and it
feet (2d4-1 points each), When obviously
losing a fight, it will atternpt (o bound away
to satety; letting its regeneration ability beal
any wounds. The dacgandal can regenerate 3
hit points every round.

Habita/Society: The daegandal spends
mast of its time a!zmn. Isolated in quiet groves,
it spends hours purmg over old tomes and
scrolls. The diegandal is supposcdly the gar-
radalaigh most prone o :rr.-.E

spellcasters, According to lepend, it hawnis the
Rjurik lands bordermg the Tael Firth.

Ecology: This garradalaigh does not prey on
other animals, 1L is herbivorous, eating broad-
leaved plants, choice rootls, and new grass.
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CLIMATE/TERRAIN: Any

FREQUENCY: Mythical

ORGANIZATION: Saolitary

ACTIVITY CYCLE: Drasr

DIET: Herbivorous

INTELLIGENCE: High to genis
(13-18)

TREASURE: VX

ALICGNMENT: Lawful neutral

NO, APPEARING: 1

ARMOR CLASS: -4

MOVEMENT: 24

HIT DICE: ()

THACD: 15

NO. OF ATTACKS: |

DAMAGEMATTACKS: 3d18

SPECIAL ATTACKS: Gare spells

SPECIAL DEFENSES:
MAGIC RESISTANCE:

Invizibility
15%, immune fo
Lst-level spells

SIZE: 8 (2= 3)
MORALE: Fearleys {19-20)
XP VALUE: 4,270

. Laaking like a dusky blue armored caterpillar,
L the garigal (ga-REE-jall) is the most puzzling of
' the garraclalaighs because of its mode of travel,

Though it moves quickly over nearly any type of

' tereain, it Bas no legs. 1t has a magical means of
I-' i propulsion and a magical quality to its coal thal
1 -I'; gives it a remarkable Avmor Class.

b 'h.lf' The garigal has eyes like black diamonds
o . that are starkly visible amid itz pale scales. and
L‘._"i:;;- 2, a shiny black, twitching nose extending nearly
= 1:7'. 1Jmlf.' : ‘a-foot away from its body

P " The creature can communicate telepathically
Rl o “with any spellcaster, In addition. it can speak ta
T el N ingects. A wizard in the company of a garigal
F :'ﬂ'f'-ﬂ 3 5 fﬁ:: the ability (o communicate with insects,

il too, s long as the garigal iz within 60 vards.
e el Y il can Luen fnvisible at will, though

bilities once a day,

s %:E_ﬁsn-ﬁj saze attack, release
aftackphy ically, In addition, it can
3 '_. .I‘ '\:Jé . 4 =y
gt

i Juse,
- !::lf e _-; bl wounds, detect
- 'J_ﬁ_;*' IH-I: datect i I jgﬁgipilﬂ'., pirss
| E . < defece chiem, trip:ameld into stone.

ﬂm\tb-‘ Thu,wﬂdnmm ﬁaé‘ef#u%ﬁvhihﬂ;n: to

slimy duhstapee thal inflicts 3d ints
dari:i,i&:pcr_s ; \E‘E_ 'Thaﬁiﬁﬂy el
"'t' Sl i I.:'h A Wy
{ il & e
134 ,_"’1-:?!1 S

LK Ip ifattack wi -11:21_.?11:@*;#:"!’5‘& reature
:-{Fhfefiﬂévh sically .ﬁ-@%-ﬂ%ﬁé-m%:
L . 'rnug‘ﬁ;_‘_.—:c;l_ih: t:i‘gthﬂi:d:-‘,t. ed with &

destroyvs nonmagical leather and cloth in 1d6
rounds. The garigal uses its irip and summon
insects abilities to keep targets off guard,

The creature's most formidable weapon is
its gaze. Il has two distinct gaze attacks, each
usable once a day and each with a cone-shaped
effect that measures 1 foot wide at the crea-
ture's face, 80 feet long, and 60 feet wide at
the end. One gaze attack strikes all those in
the area of effect with the equivalent of a sha:-
terspell. The second attack acts as a ray of
entfeeblement, as if cast by a Tth-level wizard.
Often, after using the first gaze attack in hat-
e, the garigal scurries among its victims, lap-
ping up any (races of potions that were lept in
now-shattered containers.

Although the garigal does not go leoking for
fights, it is perhaps the most eager of the gar-
radalaighs to do hattle.

Habitat/Society: It is said that the garigal
seems to enjoy the company of human wizands
mare than that of hall-elf or elf wizards, Leg-
ends most commonly place it in the swamp-
lands of eastern Anuire and western Khinasi,

Ecology: The garigal is a vegetarian, prefer-
_ring rotted plants to living ones and snacking

ViR

“om decaving bits of logs, However, if it is hun-
gry it will eat live plants. And, like several
other garradalaighs. it adores imbibing all
manner of magrical elixirs.



rhﬂeghn

CLIMATETERRAIN: Any

FREQUENCY: Mythical
ORGANIZATION: Solitary
ACTIVITY CYCLE: Al

DIET: Wil fewvers
INTELLIGEMNCE: Exceptional { 15-16)
TREASURE: - i i
ALIGNMENT: Neutral good
NO. APPEARING: UTnknowmn
ARMOR CLASS: 0
MOVEMENT: 18, FI 18 [A)
HIT DICE: L

THACD: 11

NO. OF ATTACKS: 4
DAMAGE/ATTACKS: 1d8<4

SPECIAL ATTACKS: Wing buffet

SPECIAL DEFENSES: 42 or better
weapon to hit

MAGIC RESISTANCE: 25%

SIZE: M (3 to 4° tall)

MORALE: Fanatic (17)

XF VALUE: 7000

The rhoeghn (ROON) resembles a human
child, though its skin is the color of rich.
brown earth. Its Jong, flowing locks are green
and lealy. Wings at its wrists, elbows, knees,
and ankles look like large fern leaves, con-
stantly in motion. The eves of the rhoeghn are
s most striking feature: large, sancerlike, and
lidless. Black as midnight, the eves reflect
evervthing the rhoeghn sees

Surprisingly strong, the rhoeghn can carry
up to 400 |bs, in flight. The rhoeghn can alter
s appearanse at will, taking on the shape of a
deer or a clump of waist-high ferns. It apeaks
most human and elf dialects, but cannot speak
to animals. Though able 10 read scrolls like 2
mage. the rhoeghn has little interest in serolls
thitt are not nature-hased, Twice a dav it can
st an innate speak wirh plants abilicy.

The thoeghn's senses are acote, picking up
the slightest whisper or spotting the smallest
detail, It can count grains of sand by touch. Iz
sense of smell allows it te detect puoisons and
ather toxins with just a whiff,

Combat; The rhoeghn's dexterity grants it a
+3 reaction adjustment to its surprise rolls. It
prefers o avoid fighting, When necessary,
bowever, it strikes with the razor-sharp claws
on its hands and feet. The creature uses its
wings to keep it in the air so as to attack with
all of its limbs cach round,

In addition, every three ¢ombat rounds the

rhoeghn can employ a wing buffet attack. This
15 a cone-shaped effect 3 feet wide in front of
the creature, 15 feet wide at the end, and 25
feet long. Evervane and everything weighing
less than 300 1hs. within the cone must make a
saving throw vs. paralysis with a =3 penalty or
be blown backward by the wind. Those who
succeed in their saving throws suffer 1d4 paints
of damage from pelting by small objects kicked
up by the wind. Those who fail their saving
theows suffer 2d4 points of damage from flving
objects and are blown hack 3d6 [eet—unless
wialls, trees, or other obstacles (that might
inflict even more damage) block their Wiy

Habitat/Society: Ancient texts say that the
rhoeghn rarely enjovs the company of any wiz-
ards, but is most likely to seek cut those of elf
descent. The texts identify elven forests, par-
ticularly the Coulladaraight in northern Khi-
nasi, a5 the rhoeghn's hame.

Ecology: The rhoeghn has few predators, as it
is difticult to catch and does [ittle to offend
other creatures. I hunts onby wildflowers,
dining on the dainty

blossoms and rain-

soaked petals. Ttis .

especially fond of 7 g s R
eating honey. b

suckle and i ¢
violets,
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siddwynd

CLIMATETERRAIN: Any

FREQUENCY: Mythical
ORGANIZATION: salitarw
ACTIVITY CYCLE: Any

IMET: bpecial
INTELLIGENCE: Highly (13-14}
TREASURE! Red ST
ALIGNMENT: Lawdul Neutral
NOQ, APPEARING: 1

ARMOR CLASS; -1
MOVEMENT; % Fl 18 [B). Br &
HIT DICE;: 13

THACO: i

WO, OF ATTACKS: *
DAMAGFEATTACKS: 2d4/1d12

SPECIAL ATTACKS; Electricity,
lightning bolt
SPECIAL DEFENSES: lmmune to 1st- and

Ind-level wizard

and pricst spells
MAGIC RESISTANCE: 3%
S1ZE: L {10°-12" long)
MORALE: Fearless { [9-20)
AP VALLE: B, O

The siddwynd {STIH-wind) s the least intelli-
gent of the garradalnighs. It Is said to look like
a lang snake, bul it is actually a long, thin
lizard. 1t has four clawed feet, a formidable
poothed jaw, and a whiplike tail that crackles
with energy, 1t is greenish brown in color a
camouflage that allows it te blend in with its
surroundings. Translucent wings sprout trom
the point where its legs join its trunk. These lay
ack against the creature’s sides when it is mov-
g along the ground or burrowing: they balloon
ilee sails as the siddwynd takes flight:

This garradalaigh is reported to be tamiliar
with many human and demibuman tongues. It
gan communicate telepathically with lizards
and snakes. Awizard in the company of a sid-
dwvnd enjovs protection from attacks by rep-
tiles and snakes.

Twice o day. while aithorne, the siddwynd can
release a lightning bolt { perthe spell}, inflicting
Gid6 poitis-of damage. The target cin attempt a
saving throwws. spell for halt damage.

Combat: The siddwynd fights only it it or its
companicns are in danger. It beging cambat by
rising into the aleand letting loose its lightaing
bolts. Mext, itdives on a chosen target,
attempting to bite; A soccesshal strike made at
the culmination of a dive inflicts maximum
damage of 4 points, Once on the ground, it

126

continues to bite and to strike with its tail. A
suceessful tail slap inflicts 1d12 points of elec-
trical damage. Victims wearing metal armor o
who are standing in water suller an additional
1dd points of damage.

This fearless garradalaigh will fight to the
death (it does not believe it can be defeated),
However. il the siddwynd is with humanoeid
friends and witnesses some of them withdraw-
ing, it may do the same. It retreats by burrow-
ing, Because the creature considers itself an
pasy target in the air it will thy away only as a
st resart,

Hahitat/Society: The siddwynd calls no place
hame. This garradalaigh appears in the folk-
love of all five of Cerilia's human tribes, as well
in elven and dwarven legends. The creature
reputedly loves traveling—no matter what the
terrain or climate. Iids as much at home in the
mountaing as onthe plaing,; in tempeéerate
zones and the frozen norh, Particularly [rigid,
arctic areas are another matter.however. After
a dav of traveling across cold ground, thegar-

radalaigh will burrow deep bengath the surface

Lo warm up and sleep. : .

magical items for select dintng. When these
are not available: it feeds upon Inzecis and
amall rodents;

Ecology: The creature tréasures spent Wi ;__"_"
used faather tokens, and ather burned-aigs =

4
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CLIMATE/TERRAIN:  Any sublerrancan

FREQUENCY: Mythical
ORGANTLZATION: Bolitary
ACTIVITY CYCLE: Any

DIET: Spacial
INTELLIGENCE: Suprra-genius { 1920
TREASURE: Ao, T, W2
ALIGNMENT; Anv

NO, APPEARING: 1

ARMOR CLASS: 8]

MOVEMENT: 13, Br 12

HIT DICE: 13

THACD: 7

NO, OF ATTACKS: 2
DAMAGEATTACKS:  2d4/2d4
SPECIAL ATTACKS:  Spells; constriction

SPECIAL DEFENSES: 41 or better edged
weapons to hit

MAGIC RESISTANCE: 30%

S1ZE: L {9'-11' long)

MORALE: Fanatic {17}

AP VALUE: 5,000

The tualleiaght (to-AlLL-ge-ate) 35 2 snalke:
shaped creaturs with a thick body and 2 dozen
tiny clawed feet along its underside. Its head is
large and vaguely human, making some schol-
ars think it is related to nagas. It has a double
row of remarkably strong teeth in its lowar jaw
and a single row in the top, which is longee
and protrudes over the bottom lip, The
tualleizght's body has no scales, but its
smooth. dense skin is variegated in color. The
tip of the creature's tail is barbed with a myr-
iad of tiny teethlike spikes that match the
color of its head,

This garradalaigh dwells exclusively under-
ground. 1t rises its head above ground only to
gel a glimpse of what is happening on the sur-
face. An excellent burrower, it moves as easilv
Lhrough the earth as most men walk upon it
and it can cut through stone at a Movement
rate ol 3. A wizard with the tualleiaght can,
ance a day lor 2d4 tums, move with the crea-
ture throwgh the ground, matching its speed.

This creature is reputed to speak the lan-

guages of kobolds and burrowing mammals, as

well as dwarl, halffing and human tongues.

The tuallgiaght can cast any of the F:r-]itlwulg
spelts, gach once per day; at the 12th tevel of
ability! hold portal; darkness 15 radius: stone
shape. transmute rack to mud: and flesh 1o stone.
The creature has infravision to 120 feet and
can see easily in magical darkness,

Combat: This garracalaigh can attack with jis
bite and spiked tail, each successful artack
intlicting 1d12 points of damage. I[ the
tuatleizght’s target is size M or smaller, it also
cin employ a constriction atlack. This inflicts
1d8 points of damage and causes subsequent
bite and tail strikes to have a +4 attack bonus,
It is immune to attacks rom blunt weapons,
no matter how magical, Edged weapons af « |
ot better are required Lo strike the tualleiaght.

If the tuslleiaght finds itself in jeopardy, it
burrows to get away, twisting about in its tun-
nel to strike thase faalish enough to pursue it,

Habitat/Society: When in the company of a
wizard. the tualleiaght seeks I:u{g:‘iarn about
activities above ground, This s not idle curiosity,
but a way to keep its mind active and busy. This
garradlalaigh appears mmt'ﬂ_fr..:n in the folklore
of the Vos than in that of anyather rice.

!

Ecology: The tualleiaght can eat dirtand ¢ iy
' spocks However, it pr:fuﬁ' to dine on kum]d_g s

and nnrefined ore.

Rk



" agic penneates t.he very. alr,' earth and sea of Cernha—-—yet esca

M energy can call upon forces incomprehensible. to the rest: of its
These powerful ﬁgurés are Cerili a‘s wizards: ad‘venturers, admsers.
spells can affect the destmles of thousands. e R
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'I'hls 128-page book contains everything players and D'ilngeon Mdsters nﬂedﬁ{ make
wizard characters more distinctive, mysterious, feared‘ and true to the Bm"ligmln"‘ 2

setting, Inside are details on: . Ay

% The secrets of sources and ley lines. . ¥ Sk
# Strategies for building and maintaining a magical domain.
w

Spells unique to Cerilia, including new conventional spells, realm spells,

and war magic.
# Cerilian magical items and Mount Deismaar artifacts.

# The status, philosophy, and role of wizards in each of Cerilia’s spellcastmg

cultures.

# The unique magician character class and the study of magic in Cerilia.
# Near-mythical creatures said to grant boons to wizards fortunate enough to . °

encounter them.

Warriors, priests, and rogues beware: The wizards of Cerilia have come to power!
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