
Sometimes even the mindless lichen know when something unspeakable lurks nearby. The

introduces new options and adventures to make your game even more mysterious.

Book of

Mysteries IRONCLAW

Druid Magic, the spells of the judges

and the spiritual advisors of the

Phelan.  This magic calls down death

from a clear blue sky, can curse or heal

the land, and can give unusual insight

into time and space.  The Druids are

both makers and destroyers and are

not to be taken lightly.

Priestly Magic, the secret spells of

the Church of s'Allumer, so strange

and powerful, they could not be

spoken in anything less than the holy

words of Helloise herself. To call upon

such power is to know the divine.

Charisms, supernatural abilities

found in the extremely pious. Through

their faith and through their sacrifice,

these walking saints spread the

message that where there is life, there

is hope.

Blessed Magic, the ways of the

Lutarist Priestesses and the Devout to

the All Mother.  Where there is life,

there is a blessing.  While Blessed

Magic can potentially do almost

anything, you reap what you sow –

any violence has the possibility of

coming back.   Both feared and loved,

the Blessed must constantly strike a

balance between want and need.

Most mysterious of all are the lost

books of the Shadow-Magus.  The

learned whisper of the secret teachings

of , with spells

that enlighten or inhibit, that open the

ways or that bind them shut, where

one can be master of both mortal and

supernatural alike.
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Introduction 

What’s in this book? 
This book introduces more Careers and magical 

Gifts for your Ironclaw game.  The page numbers in his 
book pick up where the last books left off. 

Druid Magic . . . . . . . . . . . . . . . . . .  page 367 

Druid Magic are the spells of the judges and the 
spiritual advisors of the Phelan.  This magic calls down 
death from a clear blue sky, can curse the land and 
people (or remove those curses), and can give unusual 
insight into time and space. 

Druid Magic requires learning the native language of 
the Phelan, the Bérla Féini.  This language isn’t difficult 
for those of the western wilderness, where it’s the 
starting language for the natives ... but regular player-
characters will have to use a Gift to learn the language. 
The higher-level Druid spells will require passing many 
tests (represented by more Gifts) and earning the trust 
of the masters (represented by Insider). 

Priestly Magic    . . . . . . . . . . . . . . .  page 377 

Priestly Magic are the secret spells of the Church of 
s’Allumer, untranslatable from their original language.  
While the common  White Magic of the Clerics can heal 
the sick and strengthen the spirit, the Priestly Magic can 
go a few steps beyond.. 

Priestly Magic requires learning another language: 
Magniloquentia, the lost tongue of ancient days. And 
yes, it requires more tests to prove your worthiness to 
the Sacerdotal Elite to allow you access to the hidden 
manuscripts (again, represented by Insider). 

Charisms   . . . . . . . . . . . . . . . . . . . .  page 395 

Those with strong faith in the Shining Light of All-
Creation might manifest saintly powers.  Charisms are 
extremely rare magic that can miraculously defy the 
laws of nature. 

In game terms, Charisms are Plot Gifts. Plot Gifts 
are at the greater mercy of the storyline. The Game 
Host may have Plot-Gift abilities suddenly activate, or 
they may not be available at all. 

Blessed Ways   . . . . . . . . . . . . . . . .  page 399 

Where there is life, there is a blessing.  While 
Blessed Magic can potentially do almost anything, you 
reap what you sow – any violence has the possibility of 

coming back.  The worshippers of the goddess Lutara 
revere the Blessed, often promoting them to positions 
of power; elsewhere in Calabria, they may be branded 
as witches and shunned ... or worse. 

Blessed Magic requires self-sacrifice.  All Blessed 
Magic requires the Gift of Pacifist.  This isn’t to say it 
can’t be used for violence ... just that using Blessed 
Ways to call down the wrath can have untoward 
consequences. (In game terms, all hostile Blessed Magic 
has the Unholy effect ... including the unpleasant side 
effects.) Also, some Blessed Magic requires lifestyle 
choices, such as avoiding public places, which may not 
be appropriate for all campaigns. 

Kyndranigar’s Virtues   . . . . . . . .  page 415 

It is said that Kyndranigar the Shadow-Magus, 
disappointed with discovering the ways of 
Thaumaturgy, went on to write seven more books of 
spells with even greater command of magic. 

Kyndranigar’s Virtues are split up into many books, 
and each one has to be tracked down separately.  The 
books are rare collector’s items, and they may be 
expensive to procure. The Game Host should use the 
Virtues as an opportunity for some exciting fetch quests. 

Credits 
Written by Jason Holmgren, with Erik Coons, Pat 

Kelley, Van Pigtain, Norman Rafferty, and Pieter Van Hiel 
Interior illustrations by Jamie Belknap, Brett Foster, 

Diana Harlan-Stein, Candy Janney, Pat Kelley, Richard 
Luschek, Phil Morrissey, Norman Rafferty, and Jay Shell. 
Cover illlustration by Chris Goodwin and Ron Murphy with 
Norman Rafferty.  Art direction by Norman Rafferty. 

Special thanks to Jamie Belknap, Jeremy Belknap, 
Denson Conn, Colin Hymel, Carl Hisle, Allison June, 
Sean McLane, Amy Stoneburner, James Stoneburner, 
Steve Villing, L. H. White, and the Ironclaw Mailing List. 

 
This book is a work of fiction. Any resemblance to 

real persons, places, or events is coincidental.  This 
book is not to be taken as an instructional manual for 
the practice of real magic, nor as the bible for a real 
faith, religion, creed, cult, philosophy, belief system, 
spiritual hierarchy, or unifying theory of existence. 

Copyright © 1999, 2000, 2001, 2003, 2005, 2007, 
2009, 2011 Sanguine Productions Ltd. All rights 
reserved. Duplication of this book without permission is 
a violation that will haunt you threefold.
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History of the Church 
of s’Allumer 

The pre-history of the Church is hotly debated 
among scholars and theologians. There is ample 
evidence that the ways of White Magic existed before 
the Church formalized its structure into the ranks of 
Apprentice, Journeyman, and Master, with its rigors of 
study, its powers of Privilege, and the other trappings 
of modern magic theory and practice. Throughout 
Calabria, religious beliefs varied from place to place. 
Without standards of worship, the devotions and 
practices of a town depended on the whims and the 
personality of whoever the local priests and 
priestesses were.  

Over eight hundred years ago, when the Rinaldi 
were considered unrivaled throughout Calabria (and 
the Avoirdupois were but one minor house fighting 
among many), the unpopular Don Rafael di Rinaldi 
died, to be succeeded by his son Constantin. The 
misrule of the Don had left the landscape easy prey to 
bandits. In addition, a plague was sweeping the land 
— some villages were wiped off the map. As more 
and more people were killed by the disease, the city 
of Triskellian became packed with refugees. The 
young heir to the Rinaldi throne, the boy Constantin, 
was an invalid racked with the same fever that was 
killing his subjects — no doctor could find a cure. 
Many feared the end of the world had come.  

According to Church doctrine, it was on the night 
of Don Rafael’s death that Helloise, one of 
Constantin’s nurses, experienced a holy 
manifestation, which took the form of a glowing, 
white light that surrounded her body accompanied by 
a chorus of voices singing a message of peace, love, 
and freedom that was beyond the understanding of 
most folk, who have their minds clouded by their own 
worldly misfortunes, appetites, and ignorance.  

Helloise then entered Constantin’s bedchamber, 
took the boy up in her arms, whereupon both were 
consumed in the same shining light Helloise saw 
before, and Constantin was cured of his illness. After 
this miracle, Helloise then wandered the streets of 
Triskellian, and each person she laid her hands upon 
was instantly cured of illness. She walked from house 
to house for four days, healing all whom she could, 
but each day she felt her own Strength ebb. On the 
fifth day, she collapsed from exhaustion. When she 
awoke, she started again, knowing that every moment 
more people were dying from this plague that only 
she could stop.  

That evening, she sank to her knees in sorrow and 
enervation, sick with the knowledge that every 

moment she rested, people were dying. Consumed by 
compassion and selflessness, she prayed that this 
glowing white light should take her life in exchange 
for all the innocents who would perish by the plague. 
With that act, her body was wreathed in “a flame that 
did not burn” which spread from where she knelt 
throughout the entire city. All who were touched by 
this miraculous flame were saved from the plague. 
Once all were saved, Helloise collapsed and perished, 
happy knowing that her death allowed others to live.  

It was this selfless act that ignited the worship of 
s’Allumer, the life-giving luminance. All who had been 
touched by the altruistic Helloise began to come 
together under the banner of the young Don. The 
Don commanded that a great Cathédrale be built 
upon the spot of Helloise’s ultimate sacrifice, the 
construction of which is the most ambitious 
engineering project in all of Calabria, far beyond 
anything undertaken by the Rinaldi before or since. 
To support the Cathédrale’s great dome, a great spell 
was woven by the first apostles of the church, the 
power of which lasts to this day.  

Today, the Church of s’Allumer is the dominant 
religion in Calabria, with numerous cathedrals and 
other establishments. Every year, missionaries go 
abroad to spread word of the miracle, and to teach 
how the Light of Ascension may save all those who 
follow in its steps.  

 

Funding 

The Church of s’Allumer primarily raises funds 
through donation and uses them to support their 
various charitable works. They solicit mostly from 
Nobles and other wealthy persons. Many of their 
donations are received in the form of barter and or 
food stuffs. These go directly to feeding the poor, the 
clergy and others associated with running the church. 
Additional proceeds come from rent collected by 
leasing church lands to tenant farmers, some of which 
was previously owned by former Knights of the 
Capitular Orders. These holdings cannot be taxed by 
the nobility, as these properties are the sole demesne 
of the Church, not King, no matter where the land is 
located. The serfs who work these Church land are 
given greater status and leeway than those tied to the 
land of the Noble houses. The King still requires an 
accounting of the holdings and production of Church 
owned or administered land, purely as a provision 
against time of war. It is partly this practice that has 
drawn some of the nobility to the Éteignoirs, as 
increasing Church holdings represent a depletion of 
their hereditary wealth. 
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Since the Monophysites preach that Helloise was 
something other than mortal and that her miracles were 
impossible to ordinary folk, the Church of s’Allumer 
has openly denounced their claims. Monophysisme has 
been declared to be “a heresy and a misbelief,” a crime 
punishable under clerical law by disfigurement, by 
exile, and sometimes even by death. Despite such 
extreme opposition, Monophysites continue to preach 
their doctrine in secret and to safeguard what they 
maintain is the ultimate truth.  

To some Monophysites, both The Wilding Way and 
Wizardly Magic emanate from the same root — the 
understanding of the primal self, without the fog of 
chattering thoughts, distractions, and fancies. A truly 
sincere Monophysite might study both disciplines in an 
attempt to “slay mind” that distracts one from true 
understanding of the power in living beings.  

The core beliefs of Monophysisme are: 
 Veneration. White Magic and miracles are not the 

result of a neutral energy but are the direct 
intervention of Helloise and her kind.  

 Ascension. If one lives a pure life, and if one does 
as Helloise commands, they may be permitted to 
walk the Shining Path with Her to know a love 
and peace unattainable on this earth. To those 
who are not worthy, She will turn a blind eye.  

 Asceticism. People are, by their nature, “worldly” 
and subject to worldly appetites. Helloise the 
Most Beatific disapproves of worldliness; to be 
worthy in her eyes, one must purge themselves of 
all earthly desires.  

 Monophysique. Since the Monophysites preach 
that Helloise was something other than mortal 
and that her miracles were impossible to ordinary 
folk, the Church of s’Allumer has openly 
denounced their claims. Some of the Hyperdulia 
heterodoxy have adopted elements from the 
Monophysites, claiming that Helloise was an 
Autarch sent to lead people to enlightenment 
through her intercession, which requires her 
praise and veneration.  

 We Want to Believe: 
Other Cults 

In a remote place of Calabria, far removed from the 
influence of kings and bishops, strange belief systems 
may spring up.    A leader with a strong personality, a 
religious fervor, and just a little craziness may start a 
cult of personality in a remote town.  (Sometimes, the 
cult leader is a sincere prophet; other times, they are a 
swindler, stealing the money of their deluded flock to 
live a life of luxury.) A group of people may adopt 
some strange way of living, and they may move out to 

a remote region and start a commune there.  Or 
sometimes a bizarre idea latches on and slowly grows.   

Cults come and go, but both church and state 
oppose heretical ideas.  Sometimes, a cult will turn to 
necromancy and other unholy practices, with tragic 
results for all.  And sometimes it’s just politics at work – 
the Church of s’Allumer does not appreciate challenges 
to its power. 

Being a member of a cult is against both church law 
and state law. The legal punishments can be severe, 
such as seizure of property, slavery, and even death ... 
and that’s just what the books say, not what an angry 
lynch mob of “true believers” might do to a cultist. 

Cults can be hard to find. While some cults require 
their believers to forsake all other religions, other cults 
actively encourage their members to lie to authorities 
and to seek positions of power and influence. 

Examples of cults include: 
 Gemmajaculism, a strange religion where the 

believers claim a giant spirit “made of stars” with 
“one wing of an angel” will come “tumbling 
down” and destroy the world, rewarding the 
good with everlasting bliss and punishing the 
wicked with eternal torment.  Various dates have 
been given for when this apocalypse will come, 
and all of them have passed without incident. 

 The Perfecti, people who believe that Atavisms, 
the Wilding Way, and other “savage” attributes 
prevent enlightenment. Believers have been 
known to mutilate themselves, removing claws 
and teeth. 

 The Pastophoroi, mystics who claim they know 
spells that transmogrify the body, changing shape 
from species to species.  No proof of these spells 
has ever been found. 

Organizations of the Church 
The Church of s’Allumer is set up with many Holy 

Orders.  The countryside of Calabria is broken up into 
diocesans, which are further broken up, and presided 
over by a hierarchy of priests.  Each priest in a diocese 
is expected to preside over a limited geographical area.  

Recognizing the need for a defense against 
supernatural or against heretic forces, the Church of 
s’Allumer has more than one capitulary, which has 
founded a holy order of paladins and inquisitors.  As 
agents of the church, those ordained in a Capitular 
Order may go anywhere under the sky to mete out the 
church’s justice. 
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Blessed Ways 
Before there was an Order of Penitents, even before there was a city of Triskellian, there were those of the Old Faith.  

Exactly what the “Old Faith” is, is up for debate; today, many worship Lutara the World Goddess, but the traditions vary. 
Names get muddled, rituals follow different patterns, and in general the practice of “old” religion is a very personal thing.  

What is known is that there are particular folk who have unusual ken with the spirit world. Sometimes, people are just 
born with the gift to talk to the plants, the animals, the spirits of the world.  In some lands, they call these remarkable 
people the Blessed.  In other places, such strange powers can be feared or shunned, and they call those who use them 
witches. 

Among the Doloreaux, the worshippers of Lutara revere the Blessed, encouraging them to use their powers for good. In 
Bisclavret and Avoirdupois demesnes, the Blessed are feared, or shunned, or worse.  In Triskellian, reactions are mixed, 
but usually not very favorable. 

Blessed Magic is sometimes called “the power from without”.  Unlike traditional Magic, where the wizard uses their 
knowledge of the workings of the universe to make their will become power, the Blessed use their connection to the spirits 
to ask (or to demand) that something happen. If they ask correctly, then it does. In theory, Blessed Magic is capable of 
anything. In practice, there’s what you ask for, there’s what you get, and what you deserve to get.   
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Blessed Characters are in constant communication with the unseen world, both consciously and unconsciously.  If a Blessed is 
kind and generous, they attract good spirits; if a Blessed is wrathful and foul, they attract bad spirits. In particular, a Blessed who is at 
peace will attract invisible forces who will protect them from harm, but a Blessed who fights will attract angry ghosts and will have an 
air of antagonism around them. In game terms, all Blesseds have the Gift of Pacifist (Ironclaw Player’s Book, page 52).  They may 
claim a bonus d12 with all defenses ... but as soon as they attack, they must exhaust the Pacifist gift, and the bonus goes away.   

While there is no penalty to a Blessed’s attacks, note that any hostile use of Blessed Magic to harm another living creature is an 
Unholy attack, and thus has risks. (Ironclaw Host’s Book, p. 312).  Blessed Magic used to help people is not Unholy. When in doubt 
if the Blessed Magic is Unholy or not, consider the intent of the spell-caster first.  You get what you give, and unholy desires bring 
forth unholy results. 

Blessed Spells as Magic Weapons 

Name Equip Range Attack Dice Effect Descriptors
Alder’s Calamity None Short 

(Counters Magic) 
Mind, Species, 

Weather Sense vs. 3 
Resist with Mind, Weather Sense, d6 vs. 3 
Damage +1 Penetrating & Weak 
Disarm

Magic, Blessed, Alder, 
Unholy 

Ash Mallet Good hand Close 
(Counters Magic) 

Body, Melee Combat 
vs. defense 

Bonus 2d8 Tactics

Damage +2 Critical, Push 1 
Sweep Close 

Magic, Blessed, Ash, 
Unholy 

Birch’s 
Banishment 

None Short 
(Counters Magic) 

Mind, Species, Presence 
vs. 3 

Resist with Speed, Will, Presence, Supernatural, d6 vs. 3 
Damage +2, Slaying vs. supernatural only 
Afraid

Magic, Blessed,  Birch, 
Staff, Unholy 

Elderberry’s 
Smoke 

None Short 
(Counters Magic) 

Mind, Species, 
Weather Sense vs. 3 

Explosion: Reach 
Resist with Body, Endurance, 2d6 

(bonus d12 from Breath-Holding) vs. 3  
Damage +0 Penetrating & Weak 
Blinded

Magic, Blessed, Elderberry, 
Air, Unholy 

Hawthorn’s 
Brambles 

None Short 
(Counters Magic) 

Mind, Species, Presence 
vs. 3 

Explosion: Close 
Resist with Speed, Dodge, Armor, d6 vs. 3 
Damage +1 Penetrating, Grappled

Magic, Blessed,  Hawthorn, 
Environmental, Unholy 

Hazel’s Allure None Short 
(Counters Magic) 

Mind, Species, Negotiation 
(bonus d12 from Seduction)  
vs. 3

Resist with Body, Inquiry, d6 
(bonus d12 from Seduction)  vs. 3 

Immobilized

Magic, Blessed,  Hazel, 
Psychic, Unholy 

Holly Spear Good hand Reach 
(Counters Magic) 

Body, Melee Combat 
vs. defense 

Bonus 2d8 Tactics

Damage +2 Impaling 
Sweep Reach 

Magic, Blessed,  Holly, 
Spear, Unholy 

Ivy’s Tangle None Short 
(Counters Magic) 

Mind, Species, Climbing 
vs. 3 

Resist with Speed, Jumping, d6 
(bonus d12 from Contortionist)  vs. 3 

Damage +0 Penetrating & Weak, Grappled 

Magic, Blessed, Ivy, 
Psychic, Unholy 

Oak’s Lightning None Short 
(Counters Magic) 

Mind, Species, Weather 
Sense vs. 3 

Explosion: Reach 
Resist with Speed, Dodge, Weather Sense vs. 3 
Damage +0 Penetrating 

Magic, Blessed,  Air, Oak, 
Unholy 

Reed Arrow In Bow As bow  Speed, Ranged Combat vs. 
defense 

Bonus 2d8 Tactics

As bow, Push 1 
Damage is Slaying vs. supernatural creatures 
Damage ignores invulnerability of inanimate objects 

Magic, Blessed, Reed, 
Unholy 

Rowan Rod 2 hands Close 
(Counters Magic) 

Body, Melee Combat 
vs. defense 

Parry d12; bonus 2d8 Tactics

Damage +2 Critical, Push 1 
Sweep Close 

Magic, Blessed,  Rowan, 
Staff, Unholy 

Vine’s 
Inebriation 

None Short 
(Counters Magic) 

Mind, Species, Endurance 
vs. 3 

Resist with Body, Endurance, d6 
(bonus d12 from Carousing)  vs. 3 

Damage +0 Penetrating & Weak, Confused 

Magic, Blessed, Vine, 
Unholy 

Willow’s Despair None Short 
(Counters Magic) 

Mind, Species, Swimming 
vs. 3

Resist with Will, Presence, d6 vs. 3 
Confused, Afraid 

Magic, Blessed,  Willow, 
Unholy
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Adventure Seeds 
The following vignettes are short ideas for adventures that a Game Host can use for further Ironclaw adventures. 

Ghosts of Broken Tusk Ridge 
The mine at Broken Tusk Ridge has been effectively 

shut down in recent days by a series of fatal and near 
fatal accidents. The miners refuse to the return to work, 
saying that the mine is haunted. The owners of the 
mine offer a reward of 10 aureals to anyone who can 
prove that the mine is safe, or failing that, deal with 
whatever malevolent force is afflicting the miners. 
Alternately, the players might be ordered to investigate 
the matter by the noble who owns the land. 

The miners are correct about the haunting, to some 
degree. While following a seam, they broke into a 
series of tiny caves inhabited by weird insects and the 
like. They continued on, unaware that they had 
opened up a den of Koblynau, evil humanoid creatures 
created as magical soldiers long ago. These foul 
creatures have spread out into the mine and claimed it 
as their own. The players will have to kill them to 
ensure the mine is safe. This adventure is likely to be 
combat heavy, but clever players might be able to lure 
the Koblynau into a trap, or seal them into a chamber. 
The spiteful little goblins are unable to tunnel through 
stone, and would be trapped once again. 

In addition to the reward offered by the mine 
owners, the host might wish to allow the players to find 
a few minor items of treasure in the Koblynau cave. 

A Multitude Bound in Darkness 
Wherever scofflaws gather to boast of their narrow 

escapes from the law, many tall tales and unlikely yarns 
are spun. A traveler may hear stories of daring leaps 
from thousand-foot parapets, or tunnels dug through a 
mile of stone with spoons. However, even in the 
society of the most outrageous liars and hardened 
felons, one will never hear tell of an escape from 
Sousolnoir. It is a place spoken of in fearful whispers, 
an old copper mine where spies and foreign criminals 
are left to rot. That of many of its inmates are criminals 
simply by virtue of being foreign is no secret.  

The master of the prison is one Baron Malvoisin, a 
proud and sadistic minor noble. Although advanced in 
years, his gnarled body and soul contain a strength 
akin to that of an aged oak. Malvoisin once made a 
modest fortune from the single mine that was his 
possession. For thirty years he drove slaves to bring up 
more and more of the semi-precious copper. And then, 

fifteen years ago, there was nothing left to mine. In a fit 
of rage, Malvoisin sealed off his mine and cut the 
rations of his slaves, refusing to let them eat until more 
metal was produced. None was forthcoming, and the 
mine became their tomb. In time, the cruel Baron 
discovered a use for his empty mine ... that of a 
dungeon. The Duke pays him an annual stipend to 
take care of those felons that are too important to 
execute, or too dangerous to make into martyrs. These 
people simply disappear into the black pit that is the 
old mine at Sousolnoir. 

Sousolnoir is located in the low and rolling foot-hills 
of the Rothos, about two leagues south-west of Bruges. 
There is little to herald its proximity. One minute, a 
traveler is cresting a pleasant, green hill, the next, he is 
descending into a barren ravine. In this ravine is the 
well-guarded mine head, some rotting equipment, and 
a stone manor house, where Malvoisin spends his days 
brooding. 

There are several ways for the players to end up in 
Sousolnoir, and several adventures involving this 
unpleasant place suggest themselves. First, and most 
obvious, they can be arrested for a crime that warrants 
a life-time of imprisonment. Commoners are rarely 
found guilty of such crimes, but a disgraced noble may 
well find himself on the way to Sousolnoir. Second, 
they might be hired on as guards, or even as spies to 
make sure the prisoners don’t revolt. Last, they might 
be led to attempt the unthinkable; breaking someone 
very important out of this dismal pit.  

Currently, the pit of Sousolnoir is home to a fairly 
prominent young Avoirdupois, Sir Andalusia. He was 
captured during a border raid. According to the official 
Doloreaux story, he was killed in the raid. However, 
the Avoirdupois are fairly sure that he is being held as a 
future bargaining chip. They are right, of course. Sir 
Andalusia is trying to organize the prisoners into a mass 
break by overpowering the guards who make the 
weekly drop of food, water, and firewood to the mine. 
Such attempts have been tried before, and invariably 
failed. If the players end up as prisoners, Andalusia will 
try to recruit them into his cause. He offers a reward of 
30 acres of his own land to whoever escapes with him 
to the Avoirdupois holdings.  

If the players are guards, they will of course be 
responsible for putting down this uprising. In course of 
this fight, Malvoisin’s cruel nature will become 
apparent as he seals the guards in with the prisoners 
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to avoid a prison break! This should convince them to 
side with Andalusia. 

Lastly, the players might be hired by the 
Avoirdupois to free Andalusia from the outside. There 
are several ways to do this…posing as guards, 
tunneling into the lower levels of the prison, or even 
fighting through the guards. If they success, Andalusia 
will reward them with land as above. 

No maps are needed of Sousolnoir. It is a terrible, 
lightless place. Not even Malvoisin knows how many 
prisoners are there, but it may be as high as 200. Wise 
inmates stick to the upper levels, where one or two 
small fires are maintained, and where sunlight filters 
down through grated vents. Below this, there is no light 
at all, and few prisoners would waste wood on a torch. 
These levels are inhabited by pitiful mad men and 
women of every species. They live off the natural 
moisture that collects in the bottom levels, and the 
strange mushrooms and pale insects that inhabit some 
of the old chambers. 

 The top level of the mine is much better lit, and 
serves as home to some 20 Doloreaux guards. Once a 
week, 6 of them will descend to the second level and 
drop a few sacks of roots, a cord of wood, and fill a 
copper tub with brackish water. The inmates must 
survive on this…no attempt is made to distribute the 
goods. They are simply dumped. The strong take 
what they want, and the weak get weaker. In recent 
days Andalusia has been able to set up a basic 
rationing system. 

The Raiders of the Muire 
The wealth of the world flows along the Via Salutis, 

a mighty road carved through the Muire woods by the 
Rinaldi at the height of their power. The Bisclavret now 
maintains it for much of its length, and it represents a 
definite northern border to their lands. It connects their 
principal settlements of Thanon and Harrowgate. Aside 
from a few well-fortified villages next to the road, the 
road is a long and treacherous stretch used primarily by 
merchant caravans who cannot afford the cost of sea 
transport. 

A local Phelan chieftain has heard word that a 
Bisclavret slave caravan will be making its way down 
the road at some point in the next week. Normally the 
Phelan ignore slavers, but this one contains a number 
of Fianna prisoners captured in a recent skirmish. A 
number of Phelan groups decide to take part in the 
rescue attempt, and invite volunteers to join the raiding 
party. The players can either be asked to join by their 
chieftain, or offer their services. 

Whatever the case, they will find themselves 
assigned to advance shadow the caravan as it 
approaches the ambush point, midway between 
Thanon and Harrowgate. If the group is small or has 
little in the way of combat skills, have a few NPC 
warriors along for support. 

The slave caravan consists of a few supply wagons, 
a small column of mercenaries, and a row of about 
thirty hobbled slaves, trudging miserably through the 
dust. The scarlet and black banner of the Bisclavret 
Duke flaps in the breeze above the lead wagon. The 
sight should be enough to rouse any Phelan to rage. 

The adventure will likely be very straightforward, 
and probably combat heavy. Clever players might be 
able to free the slaves through clever use of magic, or 
by waiting for the caravan to stop for the night. 

This adventure could form the start of a limited 
campaign, where the players act as brigand captains 
preying upon Bisclavret caravans. As their success and 
notoriety grows, the Bisclavret authorities will 
intervene. The players will find the caravans are 
suddenly better defended, or discover that wagons that 
appear laden with goods actually hide well-armed 
militia. 

Helliene the Penitent 
Missionaries of S’allumer have a divine quest to 

cast the gentle light of their faith into the darkest parts 
of the world. Their divine fervor brings them to every 
corner of Calabria, and even other lands. However, 
despite their dedication the Phelan lands are mostly 
closed to them. There maintain a few monasteries in 
the larger settlements, and lone missionaries will 
occasionally disappear into dark woods. Largely, 
however, the Phelan live without having heard the 
good news of S’allumer. 

Acting on faith alone, one young cleric from 
Triskellian has decided to change that. The cleric, a 
fox woman named Hellene, is putting together a holy 
expedition into the darkest heart of the Phelan lands. 
She intends to construct a church and monastery in 
the wilderness. 

Hellene’s expedition has the full support of the 
church, and a small group of friars and scholars will 
accompany her. They will welcome anyone who wishes 
to join them, but can offer nothing beyond food and 
traveling expenses. They will especially welcome skilled 
scouts and artisans.  

Hellene will likely travel to Harrowgate first, then 
north to Cathair Nefenhir. Alternately, she may just 
head north along the Ruther to its end. Once there, her 
party will head out into the woods in a randomly 
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chosen direction. They will try to hire local guides along 
the way with food and small trade goods. 

Once they arrive, the party will build a few small 
wooden buildings and spend their days in prayer and 
work. They will wait for the local Phelan to approach 
them. The missionaries are not fanatics, nor will they 
be very aggressive in their conversion attempts. They 
will treat the local Phelan with an unusual degree of 
respect, while at the same time taking every advantage 
to tell them about S’allumer. 

This adventure can also be run from the viewpoint 
of the Phelan. How will they respond to the sudden 
appearance of a large party of outsiders, and to the 
construction of a foreign church? S’allumer faith is 
inextricably linked in their minds with the treacherous 
Bisclavret. They may very well end up chasing the 
peaceful clerics back to Triskellian. 

The Tale of the Recurring Vision 
While far away from Phelan demesne, a Player-

Character, perhaps one with mystical leanings, has a 
dream where they see a purple sunset against a thick 
green canopy of trees, with a small mound of earth 
marked by five standing-stones. (This vision could 
persist during an unrelated adventure, thus providing a 
segue-way from one plot to the next.) These visions 
should continue until the PC consults with a seer or 
other mystic who can interpret dreams. The seer will 
tell the PC that this dream is obviously a place of 
importance in the PC’s life, and they would be advised 
to visit it at once. But where is it? 

The Player-Character will have to learn some way to 
describe the dream to others, which may be difficult if 
they do not have good social skills. Eventually, they will 
come across a scholar who will recognize their dream 
as the Shenn Charnane, one of the oldest and most 
secret of Phelan holy-places. Before these dreams will 
end, advises the scholar, the PC must find this place 
and what otherworldly force guides them to it. 

An expedition to Shenn Charnane is not without 
trepidation. It is not clear which is more difficult: finding 
someone who claims to know how to get there … or 
finding someone who is not a cheat and really does 
know how to get there. Also, if the PC’s quest becomes 
known, they will attract other fortune-hunters who will 
want to find the place for one reason or another. 

So why does the PC have these visions? Perhaps, 
in a Past Life (see page Error! Bookmark not 
defined.), they were a custodian of the Shenn 
Charnane and have left unfinished business there. 
Maybe some supernatural force is calling them to free 
them from imprisonment, but for good or for ill is not 

clear. It could also be a ruse by a Green & Purple 
Mage, who is manipulating the PC’s dreams for their 
own ends: if the PC finds the Shenn Charnane, so 
does the mage; if the PC fails, there are always more 
heroes out there. 

This adventure makes a good sequel to the Rescue 
of Miranda Devoisier. Who better to lead an expedition 
than the greatest Calabrese expert on Phelan lore? 

The Tale of the Lost Tribes 
An obvious, by dress, outlander and rather short 

Avoirdupois comes to the players asking their help 
through a thick accent. By his account, his family and 
their retinue were waylaid in the mountains on their 
way to Chalon-sur-Sauldre. It appears at the outset to 
be the work of bandits, a simple case of recovering 
property and punishing kidnappers.  

Unknown to the players, this is a member of one of 
the Lost Tribes, lost in the first years of the arrival of the 
Avoirdupois, and returning now to claim their ancestral 
land. Or so he will say, if pressed or coerced. He will 
claim that the bandits have the proof: a familial 
weaving, supposedly up to date, and a map showing 
where they buried their markers of claim. (Markers of 
claim were old methods of establishing borders — 
marked by the parties involved and buried by a third 
party. Only by finding the map left by the third party 
can either original party to the border recover the 
markers of claim.) The problem is, if this is one of the 
concerned parties, how did they come upon the map 
supposedly held by the third? Anyone reading this 
person for truth will detect subterfuge.  

It turns out this is a member of the lost tribes, acting 
as intermediary for another lost tribe, a currently rather 
wealthy House that doesn’t want the land claim made. 
This lost tribe has faked the pedigree of the other party 
to the contract and map that they hold, but still hold 
their own pedigree. What house is their intermediary is 
another mystery altogether.  

Are the kidnappers agents of the wealthy House, 
simply bandits, or members of a third interested party? 
What, if any, legitimate claim can this lost tribe make to 
any of the current Avoirdupois holdings? What ancient 
records or tales do the current members of this lost and 
secluded tribe carry with them? Do they have any of 
the records of the other five tribes lost in the first year 
or know where they may be found? 

The Mystery of Ascétique 
The only reliable record of the construction is found 

in the Diary of Brother Kendrick, which found its way 
into the hands of the Dunwasser Academy of 
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Triskellian. Among the mischief inflicted on the crew 
and the hostility of the Marteau, Kendrick’s record 
includes another observation: 

A great excavation was prepared so that the privies 
might be dug outside of the refectory. The shale stone 
collapsed, revealing a cavern beneath the plateau [where 
the monastery was being built]. Brother Haley and I 
gathered up lanterns and picks and went to investigate, 
lest we discover that the foundation beneath our 
monastery was unstable.  

What we saw was too orderly to have been the work of 
Nature. These were clearly tunnels carved by some 
measured hand. Brother Haley and I have made maps as 
best as we are able, for the poor lighting and constant 
dripping of water has made using our tools difficult.  

 

The Lost Treasures of Anu 
At the time of the ascendancy of S’allumer, the high 

priests of Anu foresaw the coming tribulation and 
secreted their treasure and artifacts in preparation. No 
current enclave of Anu holds the secret of this 
treasure’s location — it is legend that each holds a 
small part of the solution in their altar stones, carved 
from the mighty altar stone that used to stand near 
Chalon-sur-Sauldre. How these parcels of information 
are encoded in the stones, or what formula was used to 
encode the information, is unknown. The underground 
status of Heliodromency prevents an accurate count of 
their enclave number, so also unknown is in how many 
parts this information is secreted. The nature of this 
treasure is that it is now more than five hundred years 
old and rumored to be most of the wealth of a nation’s 
faith. In five hundred years, who knows how much 
remains or is still in condition to be used.  

 

The Tale of the Barrows-Beasts 
Much of Saith Colann is unknown and is, in the 

opinion of many, better left that way. Tales have 
come out of the surrounding communities of a 
monstrosity that walks by night, a beast more solid 
than any ghost. Descriptions are as varied as the days 
of the year, all pointing to the undead, but no one 
able to say with certainty what it resembled. What 
new developments are there in the Necromancy 
practiced in this desolate place? 

Are the necromancers developing new spells by 
experimentation? Have they received some dark 
knowledge from a faraway source? Or has their delving 
into the forbidding hills of Saith Colann brought to light 
new levels of dark knowledge? Or awakened something 
contained therein? 

One possibility is the animation of undead monsters, 
made from parts of the undead found in the Barrows, 
or parts of the freshly dead, all intermingled into deadly 
combinations. Another is that they have awakened 
monsters similar to the Morrignai. With such knowledge 
and power, what could stop the machinations of the 
Éteignoirs… or save them? 

The Tale of Enclume 
and Artifice 

The sword-craft of the Enclume is driven by 
demand for their quality and skill. Still, they are 
merely one among many good sword-makers. They 
desire to be the best, the most skilled, and to that end 
they wish one thing: to make swords worthy of the 
Autarchs. They have researched weapon-craft and 
legend of all Calabria, and have come upon the tale 
of the Phelan and their deal with the Morrignai, 
particularly the five swords surrendered to the elders 
of the Phelan tribes. Their research has uncovered the 
location and disposition of one of the swords as 
belonging to a lord of the Bisclavret. It only remains 
for them to obtain it and duplicate its construction. 

Death on the Moors 
The land between the foothills of the Lochlan Peaks 

and the Skirfane River is a lonely and beautiful place of 
rolling green hills and boggy moors. Though the hills 
seem verdant, the soil is too thin to support anything 
but grass, which is closely nibbled by large herds of 
cumalaí and other domestic animals. 

Tiny villages of herdsmen huddle in the narrow 
valleys between these lonely hills. The inhabitants care 
little about the larger schemes of the nobles that rule 
them, thinking only of their pastoral lives and labors. Of 
late, however, their quiet lifestyle has been shattered by 
horrible murders. Travelers and herdsmen making their 
way across the moors at night have been dead in the 
morning, their bodies broken and battered. The 
villagers send a message to their local lord, asking for 
help. He makes it known that adventurers who solve 
the mystery will be rewarded. 

What monster haunts the hills and valleys? Perhaps 
it is a man-eating animal, or even some wretched 
lunatic, striking out at his neighbors for reasons of his 
own. The villagers disdain such prosaic explanations, 
and prefer to spin yarns about bloodthirsty ghosts, or 
the monstrous creations of dark wizards. 
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Sometimes even the mindless lichen know when something unspeakable lurks nearby. The

introduces new options and adventures to make your game even more mysterious.

Book of

Mysteries IRONCLAW

Druid Magic, the spells of the judges

and the spiritual advisors of the

Phelan.  This magic calls down death

from a clear blue sky, can curse or heal

the land, and can give unusual insight

into time and space.  The Druids are

both makers and destroyers and are

not to be taken lightly.

Priestly Magic, the secret spells of

the Church of s'Allumer, so strange

and powerful, they could not be

spoken in anything less than the holy

words of Helloise herself. To call upon

such power is to know the divine.

Charisms, supernatural abilities

found in the extremely pious. Through

their faith and through their sacrifice,

these walking saints spread the

message that where there is life, there

is hope.

Blessed Magic, the ways of the

Lutarist Priestesses and the Devout to

the All Mother.  Where there is life,

there is a blessing.  While Blessed

Magic can potentially do almost

anything, you reap what you sow –

any violence has the possibility of

coming back.   Both feared and loved,

the Blessed must constantly strike a

balance between want and need.

Most mysterious of all are the lost

books of the Shadow-Magus.  The

learned whisper of the secret teachings

of , with spells

that enlighten or inhibit, that open the

ways or that bind them shut, where

one can be master of both mortal and

supernatural alike.

Kyndranigar’s Virtues


