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Sorcery and Magic Ttems

Sorcery is the use and maniputation of the supernaturat
demonic forces that follow a person who intends to use magic
speHs. SpeHs must be spoteen to give direction to these evil
forces on what to do ; tlowever, even a wtlisper is sufficient for
devoted spettcasters since the demonic spirits follow them so
ctosety. A speH is simpty a spoteen Rune contiguration that
the spettcaster has committed to memory. However, due to

the (titticutty of

pronunciation, some speHs can be very difficult to memorize.

understanding runic  sounds and

Casting Spe//s

Though most members of the Enemy Classes have

some at)itity to cast minor spetts, a true spellcaster is one
whose primary occupation is casting spetts and curses, which
limits spettcasters to sorcerers, ctruicts, or priests of darkness.
Spettcasters, like Miracte-worteers, are limited as to how
many spetts ttley can cast in a t].ay and in a Round. Where
Miracle-workers use Faittl, which offers Versatility in how
many Miracles they can pertorm per ctay, spettcasters use
Spe//s per Day, which offers no Versatitity.
Spells/ Round

Skill Level Spells/Day

Lesser Spettcaster 5 1
Greater Spettcaster 10 2
Advanced Spettcaster 15 3
Lesser non-SpeHcaster 1 1
Greater non-SpeHcaster 2 1
Advanced non-SpeHcaster 3 1

do so t)y the Druid. Once attecte(t, the animal will never

allow harm to come to the Druid as tong as it is present.

Call Lig’htning’

Spell Magic

Absorb Miracle

Level: Lesser Type: Sorcery
Saving’ Throw: vs. SpeHs Rang‘e: 50 feet
Duration: Instant, until it absorbs a Miracle

Identical to the Absorb Spe// Miracle except the
characters know ttley are affected ]3y a speH once it's cast on
them.

Affect Animal

Level: Lesser Type: Druidic
Saving’ Throw: vs. SpeHs Rang‘e: 20 feet
Duration: As tong as the Druid is present and alive

This speH allows the Druid to cause any animal to trust
and o]jey the Druid to the point of torsateing its current

master. The animal will onty flee the area if commanded to

Level: Lesser
Saving Throw: vs. Spells

Duration: Instant/Permanent

Type: Sorcery
Range: 50 feet

Identical to the demonic spett of the same name (tounct
in the Devil Hunter's Manual page 8). Lesser spettcasters
cause 3d6+3 Damage (or half if Saved against), Greater
and Advanced spellcasters cause 4d8+10 Damage (or half if
Saved against).

C}larm

Level: Greater
Saving Throw: vs. SpeHs

Duration: 1 hour

Type: Sorcery
Rang‘e: Touch

This speH causes the character to believe and act on
anyttling the spettcaster says except commands that cause
the character to (tirectty kill or harm him. If such a

command is given, the speH is broken imme(tiatety.

Conjure Demon

Level : A(tvance(t

Saving Throw: none

Type: Witchcraft
Rang‘e: N/A
Duration: 1 week and then Permanent
This black speH, t)y way of a series of tong rituats,
allows the witch to create a Lesser demon that did not exist

on earth before.

Create Mimic

Level: Lesser Type: Witcheraft

Saving‘ Throw: none Rang’e: 50 feet

Duration: 1 hour (Lesser witctl), 1 cta.y (Greater Witctl), or
1 week (Actvancett witctl)

This spett creates an invisible Rune Trap on a ctoor,
chest, or piece of wood furniture that powers the ot)ject to
become a vessel for a tangett demonic construct. Ttlus, it
mimics a normal ot)ject in every way until the Rune Trap is
activated.

Once a.ctivatect, the demonic construct within the
ot)ject is animated. Its teeth appear at every point where the
ot)ject is touched and bite the victim for 2d6+2 Damage
each. There is no Doalge or De][enc] avaitat)te, as the bites are
extremety fast. Ttley continue to bite once per second until
the ot)ject is no tonger touched.

The victim cannot Save vs. Rune Traps because
witcheraft magic empowers the ot)ject to activate itself when

touched. The mimic power cannot be removed from the
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objec’c, even if in pieces, unless the Rune configura’cion is
(les’troye(l.

Curse [tem

Level: Lesser Type: Witchcraft
Saving’ Throw: vs. Curses Rang‘e: Touch
Duration: Until Rune Trap or curse is removed

This curse creates an invisible Rune Trap on a weapon
or other handheld item that transfers a permanent Forget
Proficiency or Daze speH onto the next person who touches
it physicaﬂy. The victim cannot Save vs. Rune Traps
because witchcraft magic empowers the oljjec’c to activate
itself when touched. However, if the victim Saves vs. Curse ,

’chey are immune to the Curse from this item indefinitely.

A Note about Curses

Unlike common speH magic, Curses offer a more
devasta’cing and permanent effect on their victims. However,
in order for a character to be cursed, the speﬂcaster (priest of
darkness or wi’cch) must have some’ching of the characters on
which to perform the ritual(s) on. This some’ching is called
an element. A preferred element would be the character’s
]3100(1, finger, hair, slein, or the character himself, but can
also be any item that the character has used more than
anyone else has, such as his weapon, clothing , or bedroll.

The distance or range limitation for a Curse is that the
victim and the caster are within the same land (’cypicauy
leingdom). A character can only have the same Curse put on
him or her one time Ly the same witch. Never’cheless, that
witch can put EVERY curse on the character if she has the
a]jili’cy and different elements of the character’s , but only one
time and only one Curse per element. Also, another witch

can put the same Curse on the character again.

Removing Curses

A Curse can only be removed lay a Remove Curse
Miracle. It can be broken if the witch who cursed the

character dies.

Remove Curse

Type: Clerical Miracle
Target: Other only
Rang’e: Touch only

Duration: Permanent after 1 hour

Saving Throw: none

Description: Once this Miracle is performed on a
Cursed charac’cer, it Legins the process of removing the
Curse. The Curse weakens during the dura’cion, causing pain
and discomfort as it withdraws from the victim’s Lody.
During this time, the character has penalties of -5 to all Skill
and Combat Rolls until the curse is completely removed.

Faith Cost: 23

Curse of Beasts

Level: Advanced Type: Witchcraft
Saving Throw: vs. Curses Range: No limit
Duration: Until curse is removed

After 1d4 days of long ri’cuals, the victim of this Curse

turns into an animal in every way except mentaﬂy. The

victim takes the stats of the animal and loses all a]jili’cy to

communicate normaHy.

Curse of Evils

Level: Lesser Type: Witchcraft
Saving Throw: vs. Curses Range: No limit
Duration: Until curse is removed

After a brief ritual (1 Round), the victim suffers the
inability to utilize, wield, or command the superna’cural
Even the Combat
Bonuses of a Holy Weapon are unavailable to cursed

individual.

power of any Holy Item or Crucifix.

Curse 0{ Wealzness
Level: Greater Type: Witcheraft
Saving‘ Throw: vs. Curses Rang‘e: No limit

Duration: Until curse is removed
After a brief ritual (1 Round), the victim suffers double

Damage or effect from all Coml)a’c, poison, fire, and magic,

a’c’ta.clzs, inclucling Damage from traps and animals.

Daze

Level: Greater

Saving Throw: vs. Speﬂs

Duration: 2d6 Rounds
This speH causes the victim to become dazed with

confusion for the duration. All natural Combat Roﬂs,

Combat Skill Bonuses, natural Skill Roﬂs, and Skill

Bonuses are reduced ]3y half.

Type: Sorcery
Range: 50 feet

Destroy Holv Ttem
Level: Advancecl

Saving‘ Throw: none

Type: Witchcraft
Rang‘e: cauldron
Duration: 1-hour ritual then Permanent

Performing this ritual over a })oiling cauldron of
various magic components allows the witch to make the
brew able to cles’croy a Holy Item when the item is
submerged. The cauldron can cles’croy up to 1d4+1 items

per ritual.

Drain Faith

Level: Lesser Type: Sorcery
Saving‘ Throw: vs. Speus Rang‘e: 30 feet
Duration: Until curse is removed

This speH drains 1d6+3 Faith (or half if Save(],) from

the victim when cast lay Lesser speucas’ters. Greater
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speucas’ters drain 2d6+6 Faith (or half if Savecl) and
Advanced drain 3d6+9 Faith (or half if Savecl).

Fireball

Level: Lesser

Type: Sorcery
Duration: Instant Range: 30 feet
Saving Throw: Doalge or Defenal vs. W.S. Thrown

This speH allows the speucas’cer to emit a hurling ball of
flame at the target. Fireballs from Lesser speucas’cers cause
2d6+4 Damage with a Difficul’cy of 18. Greater hit for
3d8+8 with a Difficulty of 21 and Advanced hit for 4d10
with a Difficul’cy of 24.

Flash Freeze

Level: Lesser Type: Druidic
Saving’ Throw: vs. Speﬂs Rang‘e: 50 feet
Duration: 2d6 Rounds for Lesser speﬂcasters, 3d8 for
Greater, and 4d10 for Advanced
This speH attempts to ins’can’cly freeze the moisture
within a person’s outer body. It slows their Speeal ]3y half

and reduces their Combat and Skill Rolls to Natural Rolls
regardless of any weapon, Sleiﬂ, or Combat Skill Bonuses.

Forg’et Proficiencv

Level: Lesser Type: Sorcery
Saving‘ Throw: vs. Speus Rang‘e: 50 feet
Duration: 2416 Rounds for Lesser speucas’ters, 3d8 for
Greater, and 4d10 for Advanced

Like Flash Freeze, this speH reduces the character’s
Combat and Skill Rolls to Natural Rolls regarcuess of any
weapon, Slziu, or Combat Skill Bonuses. It does not affect
Speea’ or any other Al)ility or Attribute.

Heat Metal

Level: Lesser Type: Druidic
Saving’ Throw: vs. SpeHs Rang‘e: 30 feet
Duration: 4 Rounds for Lesser speﬂcasters, 8 for Greater,

and 12 for Advanced
This speH heats any one piece of normal (non—Holy)

metal armor or weapon for the Duration and causes 1d4+1
Damage for the first Round, 2d4+2, Damage for the second
Round, 3d4+3 Damage for the third, ete. until the
character is free of the item. If the item remains on the
victim, the amount of Damage lessens each Round as the
heat of the metal dissipa’ces.

A breastpla’ce can take up to 4 Rounds to remove plus
an additional Round per any item that has to be removed
prior, including gauntlets, a cloale, a helmet, ete. Any help
reduces the time ]3y half.

Insert Memory

Type: Sorcery
Rang‘e: Touch

Level: Lesser

Saving Throw: vs. SpeHs

Duration: Permanent

This dishonorable speu inserts a brief (max 1 Round
for Lesser, 3 Rounds for Greater, and 5 Rounds for
Advanced speucasters) memory into the victim’s head. The
memory can be of any action or event the speucas’ter desires
as long as he has the imagination for it. The victim then
“remembers” the event in his head as if it reaHy happened;
just like other memories. A successful Save means the speH
was detected and the character can block the memory from

Lecoming “real.”

Raise Undead

Type: Witchcraft
Range: 50 feet
Duration: Instant after a 2-Round ritual
This speH raises 1d4+1 zombies or skeletons (or

com]jination) from their graves or bone piles for Lesser

speﬂcasters and 2d4+2 for Greater or Advanced.

Level: Lesser

Saving Throw: none

Rot Wooc],

Level: Lesser Type: Druidic
Saving’ Throw: vs. SpeHs Rang‘e: 30 feet

Duration: Permanent after 1 Round

This speH ruins any normal (non—Holy) wooden item,
such as a staff or shield, causing it to shatter on the next
blow with only half functionality.

common ClOOI‘S and ﬂOOI‘bO&I‘dS. A successful Save avoids

the effect.

It can also affect

Rust Metal

Level: Greater Type: Druidic
Saving‘ Throw: vs. Speus Rang‘e: 30 feet
Duration: Permanent after 1 Round

Like Rot Wood, this speH ruins any normal (non-Holy)
metal item, such as a sworcl, cell Lar, Lreastpla’te, or sllielcl,
to shatter on the next blow with only half functionality.
Advanced speucasters can affect solid metal doors. A

successful Save avoids the effect.

See HOlV POWEI‘

Level: Lesser

Type: Sorcery
Saving Throw: none Range: Line of Sigh’c
Duration: up to 10 minutes

This speH allows the speﬂcaster to see the invisi];)le,
superna’cural glow that emanates from a Holy [tem or active

Crucifix. Stronger items have a stronger glow, etc.

See the Invisible

Level: Lesser

Type: Sorcery
Rang‘e: Line of sight

Saving‘ Throw: none

Duration: up to 10 minutes
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This speH allows the speucaster to see items and people
that are superna’turauy invisible. It does not allow for the
speucas’ter to see people hidden })y the Cloak Miracle.

Shapeshift

Level: QGreater

Saving Throw: none

Type: Druidic
Rang‘e: Self
Duration: up to 10 hours
This speH allows the Druid to take the shape and the
stats of any common domestic or forest animal. The shape

shifted Druid can still speale as a human.

Shrink

Level: Greater
Saving Throw: vs. SpeHs

Duration: 2d6 minutes

Type: Sorcery
Range: 30 feet

This speH shrinks only the victim’s Lody to six inches
tall. All equipment and clothing remain unaffected and can
Lury the shrunken victim. Like the Shrink Miraele, the
victim'’s Dodge Bonuses remain unchanged, Speed and
Strengtlz are reduced to 1 , and all other stats are rendered
useless or require Natural Rolls only (as appropriate). A
successful Save avoids the effect.

Sleep

Level: Lesser
Saving Throw: vs. Spells
Duration: 1d4 hours

This speH causes the victim to immecliately (].I'Op into a

Type: Sorcery
Rang’e: Touch

sleep unwalzea]ole ljy normal means (only t}le Wake Miracle

can awaken the victim). A successful Save reduces the
effects to the effects of Forget Pro][iciency speu for 3d6
Rounds.

Stun

Level: Lesser

Saving Throw: vs. SpeHs

Duration: 1d4 Rounds
This speH shocks the victim’s nerves and muscles into

frozen state for the Duration. During the speH, the victim

cannot move l)y his own will, and will fall to the ground if in

motion (causing at least 1d6+1 Damage for the fau) A

successful Save avoids the effect.

Type: Sorcery
Range: 30 feet

Wealzen

Level: Greater

Saving Throw: vs. Spells

Duration: 2d6 Rounds
This devasta’ting speu causes the victim to become so

weak that all of his or her physical Attributes (Speea’,

Strengtlz, etc.) are reduced ]3y half, and all Com];)at, A]aili’cy,

and Skill Rolls are reduced to half the Natural rolls. A

successful Save reduces the speH’s Duration to 1 Round.

Type: Sorcery
Range: 30 feet

Magic Items

Unlike Holy [tems, magic items are destructible })y
normal means but have similar limitations (in terms of
number of properties) as Holy [tems. Tlley are typicauy

limited to 3 uses per cla.y.

Armor of Justice

Saving Throw: vs. Magic [tems  Duration: Constant
This magic armor reflects half the Damage done to the
wearer back to the wiclder of the weapon. If the Damage

was indirect (faﬂing rocle, arrow, etc.) the wearer takes full
Reduce the return Damage ]3y half for a

successful Save.

Damage.

Boots of Silence

Saving Throw: none Duration: up to 10 minutes
These boots allow the wearer to walk or run in comple’te

silence without chance of })eing heard.

Magic Weapon

Saving Throw: none Duration: Constant
Magic weapons have a 1d4+1 bonus to Damage for
Lesser enemies, and 1d4+1 to Attack and Damage for

Greater and 2d4+2 (Attack and Damage) for Advanced.

Potion of Invisil)ilitv

Saving Throw: none Duration: 10 minutes
This potion turns the drinker invisible for the duration

or until he makes any kind of Attack on another being.

Ring of Reflect Miracle

Saving‘ Throw: vs. Miracle
This ring allows the wearer to reflect the next Miracle
performecl on him back the Miracle Wielder, who must Save.

Duration: 10 minutes

Rol)e O{ Armor

Saving‘ Throw: none

Duration: 10 minutes
This magic robe increases the wearer’s Defense to 16
for the Duration.

Rune Weap on

Saving Throw: vs. Magic Items  Duration: Constant
These magic weapons have the same Bonuses as a
magic weapon (a]jove) plus Sha’ctering Blow and Life Return

(see Devil Hunter's Manual for details).

Shield of Power

Saving Throw: vs. Magic [tems
This magic shield shatters any normal (non-Holy)

Duration: Constant

weapon that strikes it.
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Consequences of Magic

Magic is a very (langerous force that plagues the known
world, especially Christian  characters. Whether HOlC{
Lands characters tigllt against it or attempt to use it, magic
can have very mnegative effects on them. Just prolongecl
exposure to a magic item creates a chance that the item will
consequently curse the character. A character must roll to
Save versus some magic effect clepencling on the influence
the magic item has on the character. Use the tollowing table

to determine which Saving Throw to apply to the situation.

Magic Saving Throw Table

Use this table if the character ingests sometl'ling
magical and does not Save, especially using a magical potion.

Roll a d8 to find the correspontling consequence:

For sometlzinq maqfca/ fnqesteal (018):

Exposure Save vs.
Character carries a magic item too long* Magic Items
Character casts a spell Use Magic
Character drinks a magic potion Use Magic
Character reads a magic scroll Use Magic
Character is within 10 feet of Rune Trap Rune Traps
Curse spell cast on character Curses
Opponent uses a magic item on character Magic Items
Spell is cast on the character Spells

*Characters can carry a magic item for 1 hour per Endurance
Attribute Rating before the item negatively affects the character;
the character must roll to Save for each hour thereafter

1) Internal l)lee(ling; dies within 1d4 (lays; no cure

2) Vomiting and nausea for 2d6 hours; suffers -5 to all rolls,
inclu(ling Skill, Alaility, and Combat Rolls

Totally paralyze(l for 1d4 hours; no cure available
Completely blind for 1d8 hours ; no cure available
Completely deaf for 1d8 hours; no cure available
Poisone(l; lose 1d4+1 Life per hour for 10 hours

Wealeness; same as spell eltects, {OI‘ 2(314 l’lOuI‘S; no cure

Poisone(l; lose 4d8 Life at 1 Life per Round

3
4
5
6
7
8

L — = D=

Use this table if the character casts sometl'ling magical
l)y spealzing and does not Save, especially when using a spell
or scroll. Roll a d8 to find the corresponding consequence:

For castinq/spealeinq sometlxinq maqica/ (48):

Altl'lougl'l a magic item may negatively harm a
cllaracter, no one is pllysically prol'lilaitetl from using it. This
is the clevilisl'lly appealing fact of magic wllere, unlike Holy
Items, there is no Faith requirement to use a magic item.
As stated al)ove, consequences can result from acciclentally
(lal)l)ling with magic as well as purposetully using it.

People who have not devoted their lives to the evil arts
cannot use magic or magic items without receiving severe
For Christian cllaracters, this can be
anytl'ling from a relatively mild poisoning to death.

consequences.

It may be necessary in untoreseen, critical situations for
a character to carry or even use a magic item. If he or she
does use magic, the character must roll to Save versus Use
Magic.
penalties from the tollowing lists.

I£ unsuccesstul, lle or Slle Wlll sutter one Of tlle

Note: A spell cast from a sorcerer or a magic item used
on a character does not require a character to Save versus
Spe//s and then to Save versus a negative consequence. In
this case, the negative consequence is caused l)y the spell or
magic item.

Special Note: Due to its wicked nature, anytime a
character uses magic or a magic item for selfish gain rather
than for a common goocl, he or she loses 1 Patience AR
instantly. This also causes the character to lose 1d4 Faith

permanently.

1) Insanity Curse; complete paranoia against everyone

2) Completely blind for 2d8 hours ; no cure available

3) Curse of testering ljoils; dies in 1d4 (lays; suffers -5 to all
rolls, inclu(ling Skill, Al)ility, and Combat Rolls

4) Passes out; unwakeable sleep for 1d8 hours

5) Insanity Curse; complete pllysical rage against anyone
who defies the character

6) Lose an additional Patience permanently and 1d4 Faith

7) Character turns into an animal (Rac’s clloice) for 3d8
hours; no cure available

8) Reduce all Skill and Combat Skill Bonuses ljy 1

permanently

Use this table if the character carries, wears, or uses a
magical item or weapon for longer than his Bndurance AR in
Roll a d8 to find the

llOuI'S ancl cloes not Save.

correspontling consequence:

For carrying sometlxinq maqica/ too /onq (48):

1) Weakness; same as spell effect, for 1d4 (lays; no cure

2) Insanity Curse; complete paranoia against everyone

3) Insanity Curse; complete pllysical rage against anyone
who defies the character

4) Character loses 2d6 Life now + 2d6 Life each additional
hour carrying the item

5) Totally paralyze(l for 2d8 hours; no cure available

6) Curse of testering ljoils; dies in 1d4 (lays; suffers -2 to all
rolls, inclu(ling Skill, Al)ility, and Combat Rolls

7) Lose an additional Patience permanently and 1d4 Faith

8) Reduce all Skill and Combat Skill Bonuses ljy 1
permanently plus an additional 1 per hour carrying the

item
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The Enemy Classes are people, human laeings made in
the image of God, who have wﬂlfuﬂy chosen a lifes’tyle of
blatant evil and lawlessness. They have gone far })eyond just
Leing a sinful human, but rather have chosen to hone their
sins as if ’tlley were Skills. They thrive on their own desire to
be wiclzed, and derive power in any way that s’treng’thens
them.

Many of those within the Enemy Classes have heard
the call of God or otherwise gained 12nowledge of the plan of
salva’tion; they have heard that God desires to use them for
goocl and ’tlley have heard about Jesus })eing atonement for
their sins.  However, enemies have chosen a pa’th of
wickedness t].espi’te lznowledge of judgment to come or simply
because they don’t believe in it — ’tlley have chosen either to
hate God or to cle£y that which is good. Some may have
turned away from Christianity out of an overwllelming desire
for power or greed, some simply hate Christians, and still
more want to find a more convenient religion or lifestyle that

supports and encourages their sinful desires.

Taking another human life is
murder unless one is defending
human life

Even though the members of Enemy Classes commit
selfish and lawless acts against humani’ty, it is not the average
adventurer’s place to cast a juclgmen’c of death upon any
person. Characters should consider 1eiuing any human Leing
murder unless another human Leing7s life is in mortal danger
Ly someone of an Enemy Class. Even stiu, death to that
enemy should only come when all efforts at peace have failed
or when one in proper authori’ty (count, duke, or 12ing) have
juclged one’s crimes to be Wor’thy of death.

Taleing another human Leing’s life without the above
jus’tifications is considered criminal murder in all
circumstances and is punishable as such. Your character
cannot take a human })eingys life just because he or she feels
“wronged" })y that person, including someone s’tealing
something from your cllarac’ter, insulting your character, or

fighting against your character in a common tavern brawl.

pemy Classes

Your character should receive twice the Experience for
Saving a person eternaﬂy, using the Skills of Preach and
Sacred Stuc]ies, than ’tlley do for lziuing someone.

attempts at winning over an enemy or other person over with

Even

compassion, understanding, and “turning the other cheek,”
as insignifican’t as the attempt was, should be rewarded })y the
Rac with Experience.

Never’theless, some members of the Enemy Classes hate
(Wit}l a vehement hostility) anyone preaching God, Jesus, or
Christianity to them, and may meet that approach with
violence. These people, more often sorcerers and witches,
feel a need to “cleanse” the earth of Christians because of
their 10ya1ty to a demon or devil lord.

Even though peace may seem “less fun” than haclzing
and slashing anyone and any‘ching, we feel this is an
important virtue to encourage — even in a fictional game. [t
is important for the Rac to reward characters who subdue
(Wi’tllout the intention of 12i11ing) even the most violent
enemies. This is not a difficult intention to “read” because
the player will declare actions of control and restraint rather
than going for “max Damage.” Several Combat Skill
Specials, inclucling CS.S. Bouna’ing, C.S.S. Evade and
Disarm, C.S.S. Grapp/e, and C.S.S. Tac/e/ing, allow for a
more non-violent approacll to t].igusing violent human
enemies. Use of these Sleius, along with the use of Controlled
Damage and Knock-Out Damage (found on page 11 of the
Light Edition Game Manual), should earn the character

more Experience when clea.ling with violent Enemy Classes.

Human life is to be protected
and Saved eternally

All human life is precious to
God

In our modern media culture of TV, comic books,
movies, video games, and even music, human violence and
cruelty is mainstream. As a Christian game, Holq Lands
would be remiss not to oppose these “quali’ties” in this game.
So, as a rule, HOIU[ Lands prohil)its not only murder, but
also any kind of cruel’cy to another human being. There
should be no Experience ever awarded (and criminal
consequences should foHow) for any act of embezzlement,
rape, inaction to help those in need, painful torture, or
senseless persecution of another human Leing (al’chough such
’chings may be commonplaee for other games — especiauy
secular fantasy RPG’s).

For more information about Crime and Punishment,

see Adventure Pack 2 - Ga/ga//ee City.

Holg Lands Adventure Pack 3

10




Druids

Druids are worshippers of devils veiled as “nature gods,”
and most people consider druidic magic as natural magic
because it directly effects and conjures natural elements
This makes the “religion"
appealing to some na’cure—loving folk. However, there is a
murderous dark side to the druids of which few people

outside their covens are aware (and druids deny at all costs).

(earth, fire, water, and air).

Druidic initiates must partalee in a ritual of a human
sacrifice, prefera];)ly of a Christian, to their gods in order to
gain their magic abilities and to gain initiation into the
coven. During these rituals (usuaﬂy performed four times a
year — once at each seasonal solstice) the druids use powerful
natural drugs to incite a “spiritual” experience and to calm
the victim and any one of the initiates from “turning back”
before the sacrifice is complete. In exchange for these
rituals, the druids are provided demonic protection Ly their
devil—god; and these “watchdog" demons are rarely far from
the coven.

Druids live in the woods most of the time, and some
secretly come into “civilization” to sell their wares (na’cural
jewelry, dishware, and garments) and find new victims once
in a while. Some druids never enter a town or city, and their

coven is the only civilization ’chey ever know.

Cncountering Druids

When the characters encounter a group of druids in the
forest, the druids will more than lileely have animals such as
deer, squirrel, ]Jear, and ra]Jl)its, among their company.
Quite of’cen, especiaﬂy at evening rituals, druids find
themselves in the presence of visiting demons, ones given to
a more natural form, such as tree ]JiHes, stone golems,
darlehorses, grimwolves, manticores, also an occasional
dragon or wyvern. The presence of these demons gives
strength and comfort to the druids and fuels their desire to
appease their gods.

Lesser druids find comfort in their “religion" and
enjoy the presence of their animal and druid friends. Despite
the initiation sacrifices, most Lesser druids feel that they are
still part of a peaceful nature religion. However, there are
some more evil Lesser druids that are in it to gain the
elemental power of the druidic leind, and will glatﬂy use it
against others , especiaﬂy Christians.

By the time druids have reached the Greater druid
level of power, he or she is Lecoming more familiar with the
truth of the “religion." They are Leginning to realize that
the nature gods behind the power are a bit evil, but are happy
that their own power is growing grea’cly. It may take several
years for a druid to reach this point in power.

When a druid reaches the Advanced druid stage of
power, devils have so seduced him or her ]Jy the powers they

possess that ’chey may never turn from it. Advanced druids
are familiar with the devils who lead them and may have even
glimpsed them or have spoleen to them face-to-face.
Nonetheless, Advanced druids must often play to their
“congregation” about their “religion," comforting the Lesser

druids who inquire about the “strange” spirits ’chey Worship.

Druidic Covens

Druidic covens are made up mostly of Lesser druids
with several Greater druid high priests, and one or two

Advanced druid Chiefs.

environment provides for shelter, food, and water.

They use only what the natural
They
rarely “disturh” nature Ly Luilding, tooling, or carving
any’ching.
sustaining, cooperative, even peaceful groups of “spiritual"
people. They spend most of their time “’cending to the
garden” of their forest grove, ]Jathing, meditating, or Worleing

magic speHs.

For the most part, the covens operate as self-

The closest many of them ever get to
“socializing" with each other is during a collective ritual,
since the religion draws those with a more selfish and
withdrawn personality.

About once a year, the druidic coven migrates to a new
grove to tend; it can be very near or very far from their

previous grove.

Druidic Adventures

Druidic adventures can be challenging because these

enemies are the least physicauy cla.ngerous to humani’cy.
That is, aside from the human sacrifices, the druids desire a
solitary or even peaceful lifes’tyle.

1. A natural lead in would be for the characters to have
to stop a druidic ritual while demons protect the coven.

2. A coven of druids are 1eiuing and sacrificing 10g cutters
in a forest or minors in mountain to protest “in(lus’cry"
that’s harming the go&&ess of the world.

3. A druidic chief has died and the coven will not
sacrifice someone until a wor’chy chief is found. Until
Jcl'len, ’tlley have lost their magic powers and demonic
protection, and ’chey call upon the characters to help rid
their forest of a huge band of rogue hunters that are
lziuing (].eer, ral)l)i’c, and even druids who get in their way.

4. An NPC or character is lzidnapped as a sacrifice and
must be rescued.

5. 1l winds blow from the forest. Druids are plo’t’cing
some kind massive magical attack or release of demons
to cles’croy a city or town to "cleanse" the land.
Characters must foil the attack.
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Greater Druids

Life: 40 + 2d8

Weapon Skills: Combat Arms, Thrown, Missiles

Combat Bonuses: Aclvantage: +3; Attack: +3;
Doclge: +3; Defend: +3; Damage: +2

Weapons (Damage): Staff (1(:112), clagger (2(16), short bow
and 12 arrows (2c18)

AtR: 2

DEF: 4 (w1th cloth ro]ae)

Heig’llt: typicauy average Weig‘ht: typicaﬂy average

Special Attributes: Wisdom: 8; Patience: 9

Special Abilities: Perception: 4

Exceptional Skills: Animal Science: +6; Herbal
Science: +4; Medical: +4, others as appropriate: +2

Saving Throw Bonuses: +4 vs. Miracles and Holy [tems

EXP Value: 150 Experience

Spell Knowledge (chance): All Lesser Druid spells (100%)
plus Slzapeslnft (74%) and Rust Metal (66%)

Equipment (chance): 1d4+1 Potions of Healing (89%),
Rune Staff (74%)

Valual)les (chance): 3d6g (89%), jewel worth 2d6g (38%)

Advanced Druids

Life: 59 + 2410
Weapon Skills: Combat Arms, Thrown, Missiles
Combat Bonuses: Aclvantage: +5; Attack: +5;

Lesser Drumls Doclge: +5; Defend: +5; Damage: +4
Life: 21 + 2d6 Weapons (Damage): Staff (1(:112), clagger (2(16), short bow
Weapon Skills: Combat Arms, Missiles and 12 arrows (2(:18)
Combat Bonuses: Aclvantage: +1; Attack: +1; AtR: 3
Doclge: +1; Defend: +1; Damage: +1 DEF: 4 (w1th cloth ro]ae)

Weapons (Damage): Staff (1(:112), clagger (2(16), short bow
and 12 arrows (2(:18)

AtR: 1

DEF: 4 (w1th cloth ro]ae)

Heig’llt: typicauy average Weig‘ht: typicaﬂy average
Special Attributes: Wisdom: O; Patience: 11

Special Abilities: Perception: 1

Exceptional Skills: Animal Science: +10; Herbal

Heig’llt: typicauy average Weig‘ht: typicaﬂy average Science: +9; Medical: +7, others as appropriate: +4
Special Attributes: Wisdom: 8; Patience: 7 Saving Throw Bonuses: +8 vs. Miracles and Holy Items
Special Abilities: Perception: 7 EXP Value: 300 Experience
Exceptional Skills: Animal Science: +3; Herbal

Science: +2; Medical: +2, others as appropriate: +1 SpeH Knowledg’e (chance): All Druidic speHs (100%)
Saving’ Throw Bonuses: +2 vs. Miracles and Holy [tems Equipment (chance): 1d4+1 Potions of Healing (89%),
EXP Value: 75 Experience Rune Staff (74%), Ring of Reflect Miracle (65%), Robe

of Armor (63%)

Spell Knowledge (chance): Affect Animal (89%), Call  Valuables (chance): 5d6g (89%), jewel worth 4d6g (38%)
Liglztning (65%), Fireball (72%), Flash Freeze (62%),

Heat Metal (87%), Rot Wood (69%)

Equipment (chance): 1d4+1 Potions of Healing (76%),
Magic Staff (29%)

Valual)les (chance): 2d6g (89%), jewel worth 2d6g (38%)

Holy Lands Adventure Pack & 12




Priests of Darkness/Witches

Priests of darkness (o’cherwise known as dark priests or
wariocies) and witches share a driven nature bent on Lringing
evil and darkness to the world. Unlike (irui(is, witches and
dark priests are not confused about who ’ciley worship — ’chey
know full well that ’chey worsilip and commune with the
darkest and most evil of devils. Tragicaiiy, the witches and
dark priests wiiiingiy offer human and animal sacrifices to
their devil lords whenever ’chey can, as often as once a (iay!
All of the remains of the sacrifice are collected and stored for
use in other ri’cuais, curses, and meals.

Priests of darkness are essentiaiiy male wi’cches;
ilowever, a priest of darkness exercises a twisted male
dominance over the witches of his coven, one that can oniy
be described as abusive and torturous. Never’cheiess, this is
“standard faire” for Dark Covens and is part of their
initiation into and mem]jersilip in the coven.

Witches and  warlocks spen(i much of their time
studying the dark arts of magic and coiiecting components to
use in their curses and rituals. These minions of evil have
the a]jiii’cy to cast curses on peopie on sigil’c, and to inflict

more detrimental curses i)y using rituals.

Cncountering Dark Priests/Witches

It's usuaiiy bad news when a character encounters a

witch or wariocie, especiaiiy if the character is alone. Witches
and dark priests typicaiiy stay in their tempie, tower, or cave
with their coven, so the character has usuaiiy made a “wrong
Witches and
priests of darkness don’t usuaiiy even step out into the

They are

recluse and absentminded when it comes to socializing, so a

turn” somewhere if ’chey come upon omne.
dayiight, or into civilization for that matter.

conversation with them of any value is neariy impossii)ie.
Where the dark priests simpiy will not talk or say very ii’ctie, a
witch will often chatter and babble uncontroiia];)iy.

In generai, witches and warlocks are rare, tilougil
Lesser witches/warlocks are the more common. Lesser
witches and dark priests are ’cypicaiiy social outcasts because
of hideous fea’cures, and out of their anger toward society,
’chey turn to the evil powers of darkness. On the other hand,
some are very beautiful/handsome peopie who  find
themselves seduced i)y magic’s evil power, which later
disiigures their physicai Leau’cy and corrupts their moral
quaii’cies. Thereiore, the Lesser witch may still be beautiful
and even somewhat social.

A Greater witch/dark priest is an aspiring conjurer
driven to evil with a passionate fury. He or she has i)egun to
lose their i)eauty inside and out, and is now obsessed with the
power of darkness. They spen(i most of their time creating

curses and gatilering speii components. Peopie rareiy see

Greater witciles, who usuaiiy ieeep to themselves while (ioing
the Lidding of a more poweriui master.

When the witch reaches the Advanced level of power,
he or she is usuaiiy hideous and grotesque in features. They
are so powerfui that ’chey serve no one, but rather may work
with another Greater
Advanced witches often ieeep animals such as black cats,

sorcerer to achieve some evil.

goats, and ravens as their familiars.

Dark Covens

Witches and warlocks spen(i their (iays and nigil’cs in
They often

commune with demons and even ieeep some as pets (it is very

dark ’cempies and secret underground lairs.

common for witches and warlocks to have imps, cave imps,
and gremiins running around their iairs). Their rooms and
chambers are littered with scroiis, speii]jooies, jars of animal
parts, bones, candles, symi)ois drawn in blood, ceremonial
tables and ai’cars, daggers, and often, cauldrons used to
(iestroy Hoiy Items. The stench of such a piace is enough to

make the average adventurer to gag upon entering.

Dark Priest/Witch Adventures

Ti’iese ativentures can ila.ve an eiemen’t Of surprise

because witchcraft magic can be very powerfui and can be
hard to combat.

1. An element that can be inserted into neariy any
campaign would be where a witch has sent out thief or
imp minions to extract one of the character’s personai
effects (sucil as a weapon, a piece of cioti'iing, some
hair, etc.) to use to curse him or her.

2. An elusive dark priest has befriended and promiseti
great power to a duke or count and i)egins to poison his
mind. The duke or count i)egins to hate order and
rigil’ceousness, and starts a reign of terror and murder
as per the dark priest's commands.

3. A coven of druids and a coven of witches have taken
over a remote ieeep (anci surrounciing areas) in a distant
forest. The group grows stronger and iarger over the
foiiowing mon’ci'is, soon enslave neari)y Viiiagers, and
attempt to enslave a iarger town next.

4. A coven of seemingiy kind druids enlists the
characters' aid in deienciing themselves against an
aggressive coven of witches. The druids are ac’tuaiiy in
ieague with the witches and are sentiing the adventurers
to their doom.
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Lesser Priests 0][ Darleness/vyitclzes

Life: 21 + 2d6

Weapon Skills: Combat Arms

Combat Bonuses: A(lvantage: +1; Attack: +1;
Dodge: +1; Defend: +1; Damage: +1

Weapons (Damage): Staff (1(112), (lagger (Zd())

AtR: 1

DEF: 4 (Wltll cloth rol)e)

Heigllt: typically average Weig‘llt: typically average
Special Attributes: Wisdom: 6; Patience: 5
Special Abilities: Perception: 8
Exceptional Skills: Demonology: +3; Sorcery
Studies: +2; Poison Science: +2, others as
appropriate: +1
Saving Throw Bonuses: +3 vs. Miracles and Holy [tems
EXP Value: 115 Experience

Spell Knowledge (cl)ance): Create Mimic (89%), Curse of
FEvils (65%), Raise Undead (72%), Summon Demon
(62%)

Equipment (cl)ance): Potion of Invisiljility (87%), Magic
Staﬁ (39%)

Valuables (cl)ance): 2d6g (89%), jewel worth 1d8g (38%)

Greater Priests oy[ Dar/eness/‘%tclles

Life: 31 + 2d8

Weapon Skills: Combat Arms, Thrown

Combat Bonuses: Aclvantage: +2; Attack: +2;
Doclge: +2; Defend: +2; Damage: +2

Weapons (Damage): Staff (1(:112), clagger (2(16)

AtR: 2

DEF: 4 (w1tl1 cloth rolje)

Heigllt: typically average Weig‘llt: typically average
Special Attributes: Wisdom: 7; Patience: 6
Special Abilities: Perception: 8
Exceptional Skills: Demonology: +6; Sorcery
Studies: +5; Poison Science: +4, others as
appropriate: +2
Saving Throw Bonuses: +5 vs. Miracles and Holy [tems
EXP Value: 230 Experience

Spell Knowledge (chance): same as Lesser Priest of
Darkness/Witch (100%) plus Curse of Weakness (74%)
Equipment (Cl’lance): Potion of Invisil)ility (87%), Rune

Staff (64%), Magic (lagger (45%)
Valuables (Cl’lance): 3d6g (89%), jewel worth 2d8g (38%)

Advanced Priests of Darkness/Witches

Life: 41 + 2d10

Weapon Skills: Combat Arms, Thrown

Combat Bonuses: Aclvantage: +4; Attack: +4;
Doclge: +4; Defend: +4; Damage: +4

Weapons (Damage): Staff (1(:112), clagger (2(16)

AtR: 3

DEF: 4 (w1tl1 cloth rolje)

Heigllt: typically average Weig‘llt: typically average
Special Attributes: Wisdom: 8; Patience: 7
Special Abilities: Perception: 8
Exceptional Skills: Demonology: +10; Sorcery
Studies: +8; Poison Science: +06, others as
appropriate: +4
Saving Throw Bonuses: +9 vs. Miracles and Holy [tems
EXP Value: 460 Experience

Spell Knowletlge (cl)ance): all Witchcraft spells (100%)
plus some Sorcery spells as appropriate (65%)

Equipment (cl)ance): Potion of Invisiljility (87%), Rune
Staff (74%), Magic clagger (67%)

Valuables (cl)ance): 4d6g (89%), jewel worth 3(:18g (38%)
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Rogues

The rogue Enemy Class is the most prominent of the
classes because it takes nothing to be a rogue except a desire
to be lawless. Therefore, most would-be bad people either
start their evil career as a rogue or end up a rogue when he or
she fails at a more skillful Enemy Class.

The rogues, like their Warrior counterpart, like to
fight; but rogues tend more toward paganism, drunleenness,
and lawlessness. Causing troul)le, drinleing heavily, and
engaging in ]Jloody fights are common activities for most
rogues, even within their own clans. They can be ]Jelligerent,
obnoxious bullies who enjoy causing mayhem and pain
among otherwise civilized people.

Because of their pagan beliefs, rogues have no pro]jlem
sacleing, piuaging, and destroying places that Christians (or
anyone else for that matter) consider sacred, holy, or
otherwise worthy of preservation. Monasteries, churches,
shops, and even homes are there for the taleing as far as a
rogue is concerned. Furthermore, a rogue will not concede
to authority or show respect to any ruler, no];)le, or clergy
other than one within their clan, and even that is
uncommon. The rogue is out to sa’cisfy one person and one
person only - himself.

Nevertheless, in rare cases, a character will encounter a
rogue that is more worle—minded, not given to much
These

drinleing, and may even be skilled at some craft.

rogues are much rarer than the common rogue is.

Cncountering Rogues

When a normal citizen encounters a rogue, it usuaHy
means that a fight or slaughter is about to ensue. Typicaﬂy,
rogues do not frequent civilization unless ’chey are going to
sack it, and no rogue ever wanders far without at least a
dozen other drunken outlaws with him. They tend to stay in
forests that regular people think are haunted, or they live on
their ships, sailing form viHage to ViHage piﬂaging the
innocent for goods.

A rogue is usuaﬂy heavily armed and armored - even
when sleeping. The rogue is unyielding; their life depends on
their fighting abilities. Therefore, if a chaﬂenge is afoot,
they will accept it and fight to the death. Granted, rogues
rarely fight fair, especiaHy if they can outnumber their
opponents.

Remarleal)ly, lesser rogues are the least common of all
the rogues, Leing the most “expenda];)le." The lesser the
rogue, the lesser he or she is in nastiness, and in turn the
lesser value he or she is to the other clansmen. Plus ,a “soft”
rogue is a dead rogue as far as the clan is concerned. It
doesn’t take much skill to become a Greater rogue, just

meanness and ]Jrutality.

By the time the rogue has reached the Greater rogue
level of power, he or she has become quite ]Jeﬂigerent and
dangerous. They start to see their own power and use it to
rule over other Lesser rogues. The Greater rogue becomes
more ruthless and cruel, and eventuaﬂy desires to cause pain
to innocents as much as he or she desires to drink heavily.

A rogue grows in power rela’cively quiclely as long as ’chey
are mean and cruel. By the time they reach the Advanced
rogue stages, they are leaders of clans and possi]jly declaring
war with small leingdoms, especiaﬂy small  Christian

leingdoms.

Rogue Clans

Rogue clans are usuaﬂy much larger than any of the
other Enemy Class ga’cherings simply because of the number
of rogues out there. They usuaﬂy move in 1arge groups, sack
a settlement here and ’chere, and then disappear to enjoy the
spoils of their assault. Small rogue clans, which are the most
common, attack small viHages, where larger clans attack
cities.

Usuaﬂy a clan has more than 20 rogues where a large
and “organized" clan can have more than 2,000 rogues!
Smaller clans are usuaﬂy on foot or use small ships, whereas

usuaHy have multiple ships but attack on foot.

Rogue Adventures

Tl’lese aclven’tures can have I’I’luCll more Of tlle £661 Of

war simply because of the number of men that are usuaHy
involved, the type of men that are involved, and how very
little conversation and prol)lem-solving takes place.

1. Use rogues to simulate historic battles, inclu&ing
Vilzing and Saxon raids on Christian monasteries and
churches.

2. Although Jcl'ley weren't pagan, have Saracen (Aral)
Muslim warriors and assassins) invaders attempt to take
over Christian Viuages and lands. This was common in
both directions his’toricaﬂy.

3. Towns and ViHages in a pagan land request the
characters’ help to figl'l’t off rebel rogues that are
a’c’ta.clzing their lands in protest to a change in poli’tical
power.

4. Competing groups of rogues figl'l’t over a ViHage. The
characters have to stop or divert both sicles, or vacate the
area.

5 A large group of rogues ’craveling })y ship takes the
group of characters prisoner. Once the characters are
taken aboard and the Sllip sets sail for a foreign port, the
Sllip crashes near a far-off deserted island. Most of the
rogues and the characters are stranded ’toge’cher.
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Lesser ROGMQS

Life: 31 + 2d6

Weapon Skills: Combat Arms, Hand to Hand, Thrown,
Shield Play

Combat Bonuses: Advantage: +2; Attack: +2;
Dodge: +2; Defend: +2 (+5 with shield); Damage: +3

Weapons (Damage): Great axe (2&12), broadsword (20110),
throwing axes (2&8), or fist (1d8+2)

AtR: 1

DEF: 4 (w1th cloth) to 8 (Wltl’l chain)

Height: typically average Weight: typically average

Special Attributes: Strength: 8; Endurance: 7

Special Abilities: Climb: 6

Exceptional Skills: C.S.S. Roll with Blows: +3; Light
Sleep: +2; Camp: +2, others as appropriate: +1

Saving Throw Bonuses: +1 vs. Miracles

EXP Value: 85 Experience

Spell Knowle(lg‘e: None

Equipment (c}lance)s Magic Weapon (39%), Potion of
Invisi})ility (33%), Potion of Healing (27%), Shield of
Power (21%)

Valuables (cl’xance): Zdég (89%), jewel worth 2d6g (38%)

Greater Rogues

Life: 63 + 2d8

Weapon Skills: Combat Arms, Hand to Hand, Thrown,
Shield Play

Combat Bonuses: Advantage: +5; Attack: +5;
Dodge: +5; Defend: +5 (+8 with shield); Damage: +7

Weapons (Damage): Great axe (2&12), broadsword (20110),
throwing axes (2&8), or fist (1&8 +4)

AtR: 2 (for most weapons) or 3 (for fists)

DEF: 8 (w1th chain) to 16 (w1th plate)

Heig’llt: typicaﬂy average Weig‘ht: typicaﬂy average

Special Attributes: Strength: 10; Endurance: 9

Special Abilities: Climb: 4

Exceptional Skills: C.S.S. Roll with Blows: +6; Light
Sleep: +4; Camp: +3, others as appropriate: +2

Saving Throw Bonuses: +2 vs. Miracles

EXP Value: 170 Experience

Spell Knowle(lg‘e: None

Equipment (cl’xance)z Magic Weapon (84%), Rune Weapon
(72%), Potion of Invisilaility (64%), Shield of Power
(43%), Armor of Justice (31%)

Valuables (cl’xance): 3d6g (89%), jewel worth 201()g (38%)

Advanced Roques

Life: 95 + 2d10

Weapon Skills: Combat Arms, Hand to Hand, Thrown,
Shield Play

Combat Bonuses: Advantage: +8; Attack: +8;
Dodge: +8; Defend: +8 (+11 with shield);
Damage: +10

Weapons (Damage): Great axe (2&12), broadsword (20110),
throwing axes (2&8), or fist (1d8+8)

AtR: 3 (for most weapons) or 4 (for fists)

DEF: 8 (w1th chain) to 16 (w1th plate)

Heig’llt: typicaﬂy average Weig‘ht: typicaﬂy average

Special Attributes: Strength: 12; Endurance: 10

Special Abilities: Climb: 1

Exceptional Skills: C.S.S. Roll with Blows: +9; Light
Sleep: +9; Camp: +6, others as appropriate: +4

Saving Throw Bonuses: +4 vs. Miracles

EXP Value: 340 Experience

SpeH Knowledg’e: None

Equipment (chance): Magic Weapon (84%), Rune Weapon
(72%), Potion of Invisil)ility (65%), Shield of Power
(68%), Armor of Justice (47%)

Valuables (chance): 4d6g (89%), jewel worth 4d6g (38%)
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Sorcerers

Sorcerers, also known as mages, wizards, or conjurers,
use their sinful desire for power to call upon supernaturai
forces. Somewhere between priests of darkness and druids,
most sorcerers both don’t know and don’t care where the
magic ’ciley conjure comes irom; ’ciiey oniy care that ’ciiey can
harness it.  Sorcerers s’cu(iy runes and speiis until ’ciiey
become proficient at the magic ianguage and then use it for
their own gain. However, some more-devoted sorcerers
ienowingiy tap into the supernaturai powers offered ]3y the
devils and return the favor with worsilip in the form of
riciies, ri’cuais, and even human and animal sacrifice.

Sorcerers know there is a difference between iloiy power
and magic, but many don’t believe that one is “gooti" and the
other is “evil.” Ra’ciler, ’ciiey are deceived to think the two are
“just (iifferent,” and therefore think that “those peopie” who
believe in God simpiy have a more reiigious belief
surrounding their use of “magic.” For this reason, the devils
that offer these evil powers remain forever hidden from most
sorcerers who call upon them. These deceived sorcerers then
become intolerant against Christians  who “persecute”
speiicasters ]3y (ievising laws against the use of this
“innocent” magic.

Because magic of any kind is forbidden in most
Christian ian(is, sorcerers often happiiy withdraw from
society to s’cu(iy their “arts.” Aitilougil ’ciiey may be social
when ’ciley have to go into town, most sorcerers (iisappear for
(iays or weeks at a time to s’cu(iy. Since ’ciley are usuaiiy a
more intellectual bunch, some mages may have normal
iiiestyies for years in towns, even as royai advisors. However,
because of the nature of sorcery, it is oniy a matter of time
before the wizard strikes out on his own to pursue his quest

{01‘ more power.

litter a sorcerer’s s’cu(iy area. However, a “wise” sorcerer
hides his s’cu(iy area from any unexpec’ce(i visitors, and/or
hides his iiving quarters aitogetiler. By ’cilis, some construct
or appropriate towers, ieeeps, and un(iergroun(i (iweiiings to
live and s’cu(iy in secret. Hither way, a sorcerer’s speii]jooies

and magic items are usuaiiy not far from the sorcerer

himself.

Sorcerers Guilds
Unlike the guii(is and gatherings of the other Enemy

CIasses, sorcerers may hold their guii(is at another sorcerer’s

piace of s’cu(iy. Depen(iing on the size and location of such a
piace, a sorcerers’ guii(i can be quite iarge. For exampie, a
remote tower or ieeep inhabited i)y a mage is a piace where
iarge ga’cherings of speiicasters can meet reguiariy. On the
other ilan(i, most sorcerers' guii(is are confined to the
un(iergroun(i where the law doesn’t bother them.

Most sorcerers' guii(is are generaiiy made up f lower
level sorcerers and mages. Wizards are commoniy too selfish
to share any real ienowie(ige, tilougil most wizards have
heipers and apprentices.

Gncountering Sorcerers

Like assassins, most sorcerers appear as common folk,
iooieing like any’ciiing from peasants to sageiy old advisors.
More often than not, when a character encounters a sorcerer,
he or she may never know it, mos’ciy because the sorcerer is a
lower level “dabbler” in the arts.
have a strong desire for more of the power ’ciley have and a
growing resentment for the Christians that (ieiy magic, and
’ciiey don't mind if others know about it.

SOI‘CGI‘BI‘S 0&81’1 1’)6001’1’18 sarcastic an(i ru(ie 1{ ti’le

However, many wizards

conversation ever turns toward Goti, Jesus, or Christianity.
If ’ciiey have the unimpe(ie(i opportunity, some may even
attack a Christian with the intent to kill.

Spe”l?ooles and magic items

Because of their need to s’cuciy very difficult runic
ianguage anti. aicilemy, speiii)ooizs anti. magic items oi’ten

Sorcerer Adventures

Sorcerer adventures can almost aiways add some
exciting ciynamics that break away from the “norm” of hack-
and-slash or even from the difficult proi)iem-soiving
adventures.

1. Consider i’iaving a campaign in a land where the laws are
more tolerant of magic practice as iong as it does not
include demon worsilip. Have a ring of Sorcerers Guild
be a dominant “piayer” in the poii’cics of a land yet still
corrupt and given to cultic practices. The characters have
to expose the truth to the city officials.

2. Under the direction of two sorcerers, a bunch of demons
overtake and inhabit a remote miii’cary ieeep. The
characters have to clear the ieeep and stop the sorcerers
from repeating their pian at another izeep.

3. Have 12 sorcerers called “The New Aposties" make
compeiiing and underhanded efforts to ci'iange the
ieati.ersilip of a Christian land starting with the characters’
current county. Tiley use their magic to con’croi,

manipuia’ce, irame, and escape the peasants and rulers.

4. A sorcerer targets the characters to stop their deeds of
heroism. He lures them into a demon-infested ciungeon
in i’iopes of iziiiing them.

5. A sorcerer leads a band of rogues on a rampage aiong a
major river. The characters must ileip to pian a defense

ata par’cicuiariy weak town on the river.
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Life: 21 + 2d6

Weapon Skills: Combat Arms, Thrown

Combat Bonuses: A(lvantage: +1; Attack: +1;
Dodge: +1; Defend: +1; Damage: +1

Weapons (Damage): Staff (1(112), (lagger (2(16)

AtR: 1

DEF: 4 (Wltll cloth rol)e)

Heigllt: typically average Weig‘llt: typically average
Special Attributes: Intellect: 7; Wisdom: 6
Special Abilities: Perception: 7
Exceptional Skills: Sorcery Studies: +3;
Demonology: +2; Read/Write: +2, others as
appropriate: +1
Saving Throw Bonuses: +2 vs. Miracles and Holy Items
EXP Value: 110 Experience

Spell Knowletlge (cl)ance): See Ho/y Power (89%), See the
Unseen (81%), Stun (74%), Drain Faith (62%), S/eep
(49%), Forget Proficiency (41%), Absorb Miracle (35%),
Insert Memory (24%)

Equipment (cllance): Magic Staff (87%), Robe of Armor
(65%), Ring of Invisil)ility (47%), 1d4 Potions of
Healing (31%), Ring of Reflect Miracle (22%)

Valuables (cl)ance): 2d6g (89%), jewel worth 1d8g (38%)

Greater Sorcerer (mage)

Life: 40 + 2d8

Weapon Skills: Combat Arms, Thrown

Combat Bonuses: Aclvantage: +3; Attack: +3;
Doclge: +3; Defend: +3; Damage: +3

Weapons (Damage): Staff (1(:112), clagger (2(16)

AtR: 2

DEF: 4 (w1tl1 cloth rolje)

Heigllt: typically average Weig‘llt: typically average
Special Attributes: Intellect: 9; Wisdom: 7
Special Abilities: Perception: 4
Exceptional Skills: Sorcery Studies: +6;
Demonology: +4; Read/Write: +3, others as
appropriate: +2
Saving Throw Bonuses: +4 vs. Miracles and Holy [tems
EXP Value: 220 Experience

Spell Knowlet].g‘e (cllance): Same as Lesser Sorcerer
(100%) plus Shrink (74%), Daze (64%), and Weaken
(51%)

Equipment (cllance): Magic Weapon (87%), Robe of
Armor (74%), Ring of Invisil)ility (65%), Ring of Reflect
Miracle (54%), Rune Weapon (48%)

Valuables (Cl’lance): 3d6g (89%), jewel worth 2d8g (38%)

Advanced Sorcerer (wizard)

Life: 59 + 2410

Weapon Skills: Combat Arms, Thrown

Combat Bonuses: Aclvantage: +0; Attack: +0;
Doclge: +06; Defend: +6; Damage: +6

Weapons (Damage): Staff (1(:112), clagger (2(16)

AtR: 3

DEF: 4 (w1tl1 cloth rolje)

Heigllt: typically average Weig‘llt: typically average
Special Attributes: Intellect: 11; Wisdom: 9
Special Abilities: Perception: 1
Exceptional Skills: Sorcery Studies: +10;
Demonology: +9; Reacl/Write: +6, otllers as
appropriate: +4
Saving Throw Bonuses: +8 vs. Miracles and Holy [tems
EXP Value: 440 Experience

Spell Knowletlge (cllance): All Sorcery spells (100%) plus
other Druidic and Witchcraft spells as appropriate (51%)

Equipment (cllance): Magic Weapon (87%), Robe of
Armor (74%), Ring of Invisil)ility (69%), Ring of Reflect
Miracle (63%), Rune Weapon (59%)

Valuables (cl)ance): 3d6g (89%), jewel worth 3(:18g (38%)
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Chicves

In a society where the nobles have much in the way of
material goods and the peasants have next to nothing, it can
be quite common for a clever and agiie peasant to get into
steaiing to “balance the unfairness” between the classes.
Usuaiiy, what starts out with good intentions to ileip their
starving iamiiy quicieiy turns into an addictive and (iea(iiy
The line is crossed into the thief
Enemy Class when a person chooses to steal as a career.

Thieves are members of the Enemy Class that find
strength and power in taieing what is not theirs. Tiley feel
empowered ]Jy gaining something without earning it. Tiley
enjoy the rush of steaiing and the thrill of feeiing “above the
law.” Thieves both work and iight (iirty to get a quicie payoff
and then seek to (iisappear until ’ciley find their next target.

Some thieves are just thugs and bullies who use

iiiestyie of easy gain.

tricieery, ]Jiaciemaii, mugging, and extortion to take money
from the honest worieing class in a face-to-face way, where
truiy skilled thieves use steaith, espionage, and the shadows
to get what they want without i)eing seen, and then
(iisappear. Never’cheiess, the old adage holds true for neariy
every member of this Enemy Class: “there truiy is no honor
among thieves.” Most thieves would rat out anyone — famiiy
or friend — to save his own hide from iegai punisilment.
Where there is a seeming ioyaity and “team spirit” among
thief associates while underground, when “the cilips are
(iown,” thieves ieap at the chance to sell out their “friends.”

Gncountering Thicves

Since thieves can be quite common in towns and cities,
your character may encounter them often but never know it.
Unlike most of the other Enemy Classes , thieves are typicaiiy
iou(ier, more sociai, even obnoxious and fun ioving. They
may wander the city in small groups iooieing for their next
target,
adventurers who are passing through the city. Tilougil their

victim may not even notice the thieves until assauite(i, most

usuaiiy traveiing merchants  or unsuspecting

thieves make no speciai efforts to hide their presence as a
“respectai)ie citizen” of a city or town. They avoid suspicion
with innocent socializing until it’s time to do their jo];).

Lesser thieves are most common. At this ievei, the
thief is usuaiiy a cutpurse or robber rather than a sneaiey
]Jurgiar, aitilougil ’ciley aspire to learn those skills , too.

By the time thieves have reached the level of Greater
tllief, ’ciley have become as cociey as they are proiicient, for
they have stolen much of other peopie’s property and thus far
avoided serious consequences.

Advanced thieves are as rare as ’ciley are hated. By the
time they reach the Advanced ievei, thieves can pretty much
own any’ciling ’ciley want that i)eiongs to someone else.
Though i)y now, they have all they reaiiy need for quite a

wiliie, inciuding a “successful” Thieves Guild to manage and
giean the profits from.

Thicves Guilds

An active thieves guii(i is commonpiace for neariy all

cities and towns. It usuaiiy includes a network of saieilouses,
involved silops, underground i)asements, poiiticai protection
(up to pai(i—off governors who get a percentage of the proiits),
These guiids operate like

organized crime with many different roles for the many

and of course many thieves.

different memi)ers, inciuding i)urgiars, muggers, couriers,
“ileavies," and usuaiiy an assassin or two.

Being extremeiy territoriai, thieves guiids hate non-
member thieves who steal in their territory.  Since the
thieves' guii(i essentiaiiy make up the “black market” of a
city, it can be “beneficial” for a non-member to get into the
local thief networie, especiaiiy since the alternative option is
one chance to leave the town or die. The guiid makes a
percentage of everytiling that ’ciley fence (s’coien goods they
]Juy and seii) , but prefer deaiing in valuable magic items and

rare, international items.

Chief Adventures

Ti’iese aciven’tures can i)e iun i)ecause ’ci'iieves can ila.ve

many different personaii’cies and motivations. Usuaiiy when
your character interacts with a thief, your character is not far
from interacting with the entire thieves' guii(i as well.

1. A gooci side pio’t to any adventure is to have the
characters need to chase down a thief that has just picieeci
a character’s pociee’c of some izey item or weapon needed
for the adventure.

2. The characters are enlisted i)y a noble to infiltrate the
local thieves' guii(i and retrieve a stolen Hoiy Item. While
’tilere, the characters are framed as thieves and caugil’c i)y
undercover Spies who are worizing for a count, duke, or
ieing. The corrupt noble is ac’tuaiiy trying to weed out the
undercover spies, and using the characters as bait. He
denies ever seeing the characters i)eiore, but once reieaseti,
the thieves' guiiti wants the characters dead for iznowing
too much.

3. An out-of-town, seasoned thief is i)eing hunted i)y a
ruthless thieves guiici for s’teaiing in their territory. He
i)umps into the characters and asks for their ileip — then
the thieves' guiiti wants the characters deaci, too.
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Lesser Thicves

Life: 24 + 2d6

Weapon Skills: Combat Arms, Thrown

Combat Bonuses: Aclvantage: +2; Attack: +2;
Docige: +2; Defend: +2; Damage: +1

Weapons (Damage): Broadsword (2(110), 1ong claggers
(2(18), throwing daggers (2(:16)

AtR: 1

DEF: 4 (w1th cioth) to 8 (Wltl’) chain)

Heig’llt: typicaiiy average Weig‘ht: typicaiiy average

Special Attributes: Agility: 8; Speed: 7

Special Abilities: Hide: 6; Search: 7

Exceptional Skills: Pick Locks: +3; Pick Pockets: +2;
Trap Works: +2, others as appropriate: +1

Saving Throw Bonuses: +1 vs. Miracles

EXP Value: 85 Experience

Spell Knowle(].g‘e: None

Equipment (chance): Lock Picks (91%), Ring of Invisibility
(51%), Boots of Silence (35%), Magic Weapon (29%)

Valuables (chance): 2d6g (89%), pendant or ring worth
3d6g (64%), jewei worth 2d6g (33%)

Greater Thieves

Life: 49 + 2d8

Weapon Skills: Combat Arms, Thrown, Missiles

Combat Bonuses: Aclvantage: +5; Attack: +5;
Doclge: +5; Defend: +5; Damage: +3

Weapons (Damage): Broadsword (2(110), 1ong claggers
(2(18), throwing daggers (2(:16), crosshow (2(18)

AtR: 2

DEF: 4 (w1th cioth) to 7 (Wltl’) ieather)

Heig’llt: typicaiiy average Weig‘ht: typicaiiy average

Special Attributes: Agiiity: 10; Speeci: 9

Special Abilities: Hide: 3; Search: 4

Exceptional Skills: Pick Locks: +7; Pick Pockets: +0;
Trap Works: +5, others as appropriate: +3

Saving Throw Bonuses: +2 vs. Miracles

EXP Value: 170 Experience

Spell Knowle(].g‘e: None

Equipment (chance): Lock Picks (93%), Ring of Invisibility
(73%), Potion of Invisii)iiity (64%), Boots of Silence
(69%), Magic Weapon (49%), Rune Weapon (35%)

Valuables (Ci’iance): 3d6g (89%), pen(ia.nt or ring worth
4d6g (64%), jewei worth 3d6g (33%)

Advanced Thieves

Life: 74 + 2d10

Weapon Skills: Combat Arms, Thrown, Missiles

Combat Bonuses: Aclvantage: +8; Attack: +8;
Doclge: +8; Defend: +8; Damage: +6

Weapons (Damage): Broadsword (2(110), 1ong claggers
(2(18), throwing daggers (2(:16), crosshow (2(18)

AtR: 3

DEF: 4 (w1th cioth) to 7 (Wltl’) ieather)

Heig’llt: typicaiiy average Weig‘ht: typicaiiy average

Special Attributes: Agility: 12; Speed: 10

Special Abilities: Hide: 1; Search: 1

Exceptional Skills: Pick Locks: +10; Pick Pockets: +10;
Trap Works: +8, others as appropriate: +7

Saving Throw Bonuses: +4 vs. Miracles

EXP Value: 340 Experience

SpeH Knowledg’e: None

Equipment (chance): Lock Picks (93%), Ring of Invisi]aiiity
(83%), Rune Weapon (67%), Potion of Invisi]aiiity
(64%), Boots of Silence (69%), Magic Weapon (57%)

Valuables (ci)ance): 4d6g (89%), penclant or ring worth
5d6g (75%), jewei worth 4d6g (49%)

Holy Lands Adventure Pack S

20



DragonRaid: Roleplaying Discipleship Game

from Adventures for Christ, a division of the Lamb's Bride Project.

More than

conflicting
shape beh
living and

just a game, DragonRaid offers hours of

enjoyment while teaching participants to resist sin,
counter deceptive arguments, memorize Scripture, and
build moral and spiritual character. On the mythical
world of EdenAgain, players meet challenges that
parallel real life and compel them to grapple with

values, discover how faith in Christ can
avior, and reflect on what is really worth
dying for.

To order see: http://www.dragonraid.com

or write: Adventures for Christ

P.O. Box 0089
Bath, OH 44210-0089

or call: 1-877-422-9684

Unigoue PC Games
RPG's and Supplies

www.PaperScreecGames.com|

GOLGOTHAGAMES.COM
| f’\
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THE ROLEPLAYING GAME 0 0\
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. Now you can join the fight against Satan and

his minioins of darkness. Unsheathe your

sword, mount your steed, put your trust in

the Lord, and tear down the demonic forces

that have ravaged the earth.

.




