


Jags Treasure

1.0 Intro

Treasure makes the world go round. Well, maybe not. {Monsters? Monsters are greedy. They're natural\

Actually, what treasure does is make a certain kind of | collectors—they might have wrath and gluttony on the
adventure interesting and fun. JAGS Treasure is meant to | syrfuce—but in their hearts? Avarice.

serve several purposes. First, it’s a cool list of magic items
that you can use in any campaign (and with a little work, any | Dragons are the worst of all. They're natural

game system). Second, it provides a history of sorts—it’s not | collectors. They hoard. They covet. They keep. Want
exactly a world book, but there is a time-line and some ideas | 4o get a dragon’s attention? Offer it a famous painting.
about where all of these wonderful toys might have come | Want to give it something for your life? Rubies ...
from. Finally, it describes a “popcorn fantasy economy.” emeralds ... stones and coins. They like them all. Like
crows—shiny things."

1.1 JAGS Fantasy Economy /

We’ll take the last one first. If your adventure
involves an epic quest to save the world from
domination by the Dark Forces, Treasure—or
rather loot probably doesn’t mean much to you.
Likewise, in a “standard” game characters can buy
Wealth or Social Status as their character
conceptions indicate. It’s fairly cheap (character-
points-wise) to make a character that doesn’t need
much money. In either of these cases Treasure is
simply background... your world-saving quest
might, for example, revolve around throwing a
piece of treasure into a certain volcano.

In the second scenario type (“Standard” JAGS,
where PCs can buy wealth for points), JAGS
Treasure is still useful, but it’s not as important. If
someone in your party is filthy rich, you’re only
interested in powerful or extremely rare
treasures—things money can 't buy. Both types of
scenarios are valid and both types are common. In
that case, ignore the rules for “figuring out how
much the haul should be worth,” and rules for
“Treasure Values based on Character Points,” and
put in treasure as you see fit from a literary/story
perspective. Simple.

Those sections become more of an issue if you're
running a 'popcorn' fantasy game where one of the
primary goals is to advance in power and wealth as
you adventurer. In these kinds of games, the
economy of the world becomes important. If
treasure is too plentiful, then the game quickly
becomes dull. If it’s too restrictive, then you have
the (logically unsound) scenario in which powerful characters can’t afford a night at the Inn.




The Economy described in JAGS Fantasy is supposed to
support a somewhat realistic fantasy world in which there’s
money to be made in “mundane” jobs (bounty hunting,
mercenary work, etc.), but the real fortunes are made by those
brave enough to leave civilization and lucky enough to survive.

With this in mind, we’ve tried to be careful about the monetary
value of each item and we’ve provided some simple (or, maybe
not-so-simple) rules to help the game master create treasure
hauls appropriate to different levels of players.

1.2 JAGS Fantasy History

(see two vast armies: one wearing colors of dark\

green and the other colors of blue and yellow. There
are monsters and men both—flying heavy cavalry on
the backs of griffons. Squads of giants, hissing multi-
headed hydras.

The men though—the men are standing in disciplined
lines holding swords. I see bows burning with black
flame. I see swords that crackle with lightning. I see
squads under a soft red radiance given off by the
shields. Then there's a horn—then drums. The battle/

%started. "

JAGS Fantasy describes a world with a wide variety of potential characters. A lot of these would fit in with
any other fantasy world (JAGS Elves are... surprise, surprise, good archers... ever heard that one before?).
Some of it is weird (the floating eye guys). We didn’t present much of a background there because JAGS
Fantasy isn’t really supposed to represent a specific fantasy world—rather, it’s supposed to support a

variety of common fantasy universes.

We still don’t have a world book (and when we do, it’ll probably be

a strange one—not a retread one-off of Tolkein’s fantasy
universe). JAGS Treasure wasn’t going to have any
background... except that we had to come up with some kind of
history to explain where all this cool stuff came from.

We have a time-line (published in the appendix) that very, very
roughly approximates the historical middle ages—there was an
ancient time (“Antiquity”), an Age of Kings which gave way to
the era of the Empire (basically the Roman Empire). The Empire
fell hundreds of years ago (from the presumed start of the
“modern” fantasy game), and the adventures are set in the heart
of the Dark Ages.

Gmolator

Immolator was a blade used by the ancient

Empire of Autumn. It appears as a broadsword
with a red gem inset in the base of the blade. It
does +3 Damage (+3 Power) and if it scores a hit
and penetrates doing damage the target suffers
24pts of Fire Damage (same damage mod as the
original hit) as it bursts into flame! Worn armor
does not defend against this damage.

(&

We played around with our history and decided we liked it—there’s some good stuff in there—but if you’re
using this in a game you’re already running, feel free to ignore any or all of it. Our basic idea is to come up
with some explanation (hopefully an entertaining one) for why there are a bunch of +1/+4 vs. Forrest
Giants swords wondering around out there. Who made them? Why? What’s the deal with Forrest Giants?

Again, if you like the little stories and the background, use it. If not, dump it. No big deal, either way.

1.3 Those Wonderful Toys

éul Cleaver \

Origin unknown: a heavy axe with a strange rune
carved into each side of its wickedly curved
blade. When it penetrates and does damage, the
target rolls vs. WIL on the Critical Wound table
(even if it did a nick). It requires a 14+ STR to
use and has a +2 Back Swing cost. It is said that
after using it to kill WIL number of opponents, it

will drink its user's soul as well.

k

One of the best non-playing RPG experiences we could come up
with was paging through that big book with the red guy on the
cover, reading about all the neat stuff you might find. (“Hey,
DM—what do I have to do to get a Rod of Lordly Might?” or,
“They stole the Portable Hole idea from Bugs Bunny. Or was it
Yellow Submarine?”).

Nothing may ever live up to that—and we know we’re not there
yet—but JAGS Treasure 1.0, and future releases should have its
share of creative useful items that would inspire imaginative
adventures and be entertaining to read. If we come even close to
that, we’ve done our job.



2.0 Jags Fantasy Economy

The JAGS Fantasy Economy is described in detail in JAGS Fantasy. There are lots of rules for how much
money you make if you have a job no PC is ever going to hold. Why? Because we’re really interested in
simulating how much a baker in 1236 might make? No.

Because wealth and social standing (and, more crudely, the power/magic wealth can buy) are very
important in some types of games. And knowing where you stand requires some kind of base line. Page 6
(of 1.0—the most current version when this version of JAGS Treasure was written), has a table showing
how much it costs to live like a Merchant/Tradesman in various levels of style.

For 112c per month, you can live pretty good. For 384c, you can live like a noble (that’s an “in town”
noble—not someone with his own castle), and so forth.

Being a tradesman—even a bad tradesman—is a lot of work. If you’re good with a sword, you can
probably do better. The rules in JAGS Fantasy give some idea of how much a bounty hunter or a

bodyguard might make. You can do pretty well...

But the real money’s in adventuring.

2.1 The Adventurer’s Life Style

So how much does an adventurer make? The answer is that it
varies. In real life, you go for decade (or your whole life)
finding nothing, and then when you do find the big haul, the
IRS takes it all away.

"Adventuring? It's not a lifestyle for them that likes
wakin' up in bed and havin' themselves a cozy
breakfast. The world's riddled with holes ... caverns
... dark places. And mind you, the world's got a
certain sense to it—one that men don't grasp.

So much for real life.

Things lurk in unexpected places. The natural order—

In popcorn fantasy, the amount of money you make is
determined by the risks you take—the more bad-ass the beasts
guarding the treasure, the more treasure there is (obviously
there are exceptions. In one adventure the GM ran us against a
Dragon with "Yuppie Spending Habits.' He had a big cave full
of nice brand-name furnishings, but in the vault, there was
nothing but credit card debt...)

So adventurers don’t really have salaries. Instead they go on a
few “adventures” each month, and (hopefully) earn enough to
get by.

Our approach where an adventuring character should fall on the
social/wealth scale is given below. If you disagree, it’s not too
hard to change it (which is why I’'m explaining our thought
process rather than just giving you the tables).

Obviously a beginning character could be 25, 30, 50, 75, 100,
or even 200 points. In a literary game, there’s nothing wrong
with this. For the popcorn economy, we assume that “starting

when you're out there—or down there—isn't so
natural. But don't go thinkin'it’s all glory. You get rot
and disease and wounds that fester. You don't hear
about all of that.

Have to go to the loo in a ruin? Son, I seen crawly
slimy things you don't even want to think about down
there! Take a breather under a tree? It can just as
soon grab you and eat you. There's plenty of things in
out of the way places that look like things they ain't.
Vicious things.

And at the end of the day? A handful of coins. A

copper crown. Maybe a sword with some magick on it

to make your next day a little more perilous. It isn't a

career, son. Take it from me. You're better off in the

tavern, listening fo the tall tales these people tell
round here. Take it from me.

characters” are neophytes at 30 points, and that they work their way up by going on adventures and earning
experience.

If you make penniless, 18-year-old 150-point characters that live like gutter urchins—no problem! It’s just
not a standard game. And you’ll have to explain why, if they care about money at all, they don’t go and
knock off the local Urman overload and take his fortune for themselves...



ﬁalt at the gates and be recognized! V%

are called?"

"Gaveran Troll Slayer, Rescuer of Princess
Bronwren, hero of the battle of Fell's Pass!"

"Hells Bell's, boy, you can't be more than
fifteen summers! You expect me to believe

2.1.1 A Beginning Adventurer

A beginning adventurer should be struggling—the cheap room at the
inn, ale instead of wine... saving up money to buy chain mail. We
consider a beginning adventurer to be “beginning” in the 30 to 50 point
range.

Now, a 30 to 50 point character could easily be a skilled craftsman or
merchant. The adventuring route starts out paying a lot less than those

you've done all that?"

"It sounds better than Gaveran, son of a
merchant who kicked him out and ordered
him not to come back until he made
something of himself! Open the gates!"

"Aye ... that it does. Welcome to Frost Guard

less exciting professions. It’s also a lot more dangerous. The payoff
comes later.

2.1.2 The Intermediate Adventurer

Intermediate adventurers are 51 to 75 point characters. These are
professional adventurers. They’re successful, they’re heroes. At this
point, the character has enough wealth to live reasonably well (as a
successful merchant) and can afford any mundane goods he needs (he’ll
easily have enough money for the armor and weapons he wants).

Intermediate Adventurers turn their sights on loftier goals than simply being comfortable. They may want
to retire in real style (they’re still not filthy rich for the rest of their lives), they may want to enter politics
(buying the title to land, becoming a Lord). They may have other objectives (quests), and need powerful
magical artifacts to accomplish them.

2.1.3 The Hero

True Heroes are start at 76 points and go up to 100 points. These characters are can live like kings. They
have massive war chests of money, and can buy powerful magic.

2.1.4 Greater Heroes

Above 100 points, adventuring characters live like lords, dukes, barons and even kings. If they’re not
powerful enough to fight armies all by themselves, they’re certainly powerful enough to charge outrageous
rates for their services and get them. At this level money on a reasonable scale ceases to be a real motivator
for adventure. The characters probably have treasure that’s better than the stuff they could buy.

2.2 Character Progression

The table below shows the amount of money that a party (that’s a group of
characters) at a certain point total should be making during all of the
adventures that they go between the point totals listed.

That bears further explanation by way of an example—

A group of 30 point starting characters go on 3 adventures worth 2 experience
points each (these are small scenarios, each taking about 1 night of play) and a
more serious adventure that yields 4 experience points (a moderate dungeon
taking a night or two to clean out).

The total experience for the entire campaign (so far) is 10—the characters are
all, now, 40pt characters. The total treasure for the adventure (for all 4
adventures) is 1,500c. This probably means they got 200c or so for each of the
small encounters (total 600c) and the dungeon had about 900c in treasure
(total: 3 adventures for 200c apiece + one big adventure for 900c = 1500c
total).



Char Point Total

30
40
50
60
75
80
85
90
95
100
105
110
115
120
125
130
135
140
145
150

If they split it evenly and there were 4 characters, each character has about 400c in cash. That’s enough to
live in high style for a month (a low-level gentry needs 384). If they live like paupers, they can afford to
buy pretty good armor... and so on.

Total Coin / Level Coin /| Level Lifetime Earning War Chest
(person)
1,500.00 375.00 375.00 125.00
3,000.00 750.00 1,125.00 375.00
6,000.00 1,500.00 2,625.00 875.00
9,000.00 2,250.00 4,875.00 1,625.00
12,000.00 3,000.00 7,875.00 2,625.00
15,000.00 3,750.00 11,625.00 3,875.00
18,000.00 4,500.00 16,125.00 5,375.00
21,000.00 5,250.00 21,375.00 7,125.00
24,000.00 6,000.00 27,375.00 9,125.00
28,000.00 7,000.00 34,375.00 11,458.33
32,000.00 8,000.00 42,375.00 14,125.00
36,000.00 9,000.00 51,375.00 17,125.00
40,000.00 10,000.00 61,375.00 20,458.33
44,000.00 11,000.00 72,375.00 24,125.00
49,000.00 12,250.00 84,625.00 28,208.33
54,000.00 13,500.00 98,125.00 32,708.33
59,000.00 14,750.00 112,875.00 37,625.00
64,000.00 16,000.00 128,875.00 42,958.33
69,000.00 17,250.00 146,125.00 48,708.33
79,000.00 19,750.00 165,875.00 55,291.67

The first column is the character point total. The Second is the total coin gained during the trip from that
point total to the next one (so a party of 100 point characters would go on adventures worth 28,000c before
they reached 105).

The next columns are guesses based on some assumptions. The Coin / Level (person) column is the ¥4 share
of the treasure found (what one character would get in a 4 person adventuring party).

The Lifetime Earning column is just that—how much each person in a 4 person party will have earned
during the course of their adventuring career.

War Chest is simply 1/3 of the lifetime earning, and it’s a guess at what a character might have saved for
really big-ticket items or times of real trouble.

2.6 How These Numbers are Used

So how does a game master use this table and this information? These tables are intended to be used as a
guide to how much loot there should be in an adventure. If you have 75 point characters and you have an
adventure that you think is worth about 4 experience points (80% of the way to 80 pt characters), the whole
adventure should have about 12,000c x .80 = 9600c worth of treasure in it. That could all be in one big,
honking gemstone in a vault at the end. It could be in coins hidden in the lairs of several creatures scattered
throughout the adventure. Most of it could be in coins, and maybe there’s a couple of expensive magic
items... there are lots of choices.

The point is successful adventurers should earn about 3000c apiece between the time they’re 75 points and
the time they’re 80 points. They should find magic items worth less than that.



2.3.1 Treasure Distribution

The table above suggests the over-all value of the entire scenario. They don’t tell you anything about how
the treasure should be distributed. It might all be in coins or gems, but at least some of it’s probably in
magic items.

In the appendix, there are tables (complex ones) for “rolling up” treasure hauls and figuring out exactly
how the treasure is distributed. In practice, it’s probably better (easier, more efficient, fewer goofy results)
to eyeball it.

Just pay attention to the end results. If you have a single piece of treasure worth more than 60% of the
whole adventure, it’s probably pretty powerful for characters of that point level. If you write an adventure
with a magical sword worth 125% of the total suggested amount, then the party’s fighter is likely to be well
over-powered for a long time.




3.0 Resisted Attacks

Many of these treasure items use Resisted (previously called Power vs. STAT attacks). The mechanics for
these are fully described in the Unusual Attacks document (part of the basic rules set) as well as the Supers
rules. The basic mechanic is as follows: when the attack hits it makes a POWER roll. The target makes a
STAT roll at —1 per point the POWER roll was made by (this is the "resistance roll"). The amount the
STAT roll is missed or made by is checked on the Resisted Attacks chart (shown below) and that yields one
of five results (Minor Effect, Standard Effect, Major Effect, Critical Effect, and Catastrophic effect). The
table for the specific attack is checked and the results are applied.

Character Made STAT roll by

+4 or
Better +3 to +1 -0 to -3 -4 to —6 -7to -9 -10 or worse
No Effect Minor Effect Standard  Major Effect  Critical Effect  Catastrophic

Effect Effect

Designer's Notes: We are currently trying to get all of our Resisted Attacks together in one place (and
make sure they're all consistent). Until this project is finished there's going to be some confusion ("where is
Terror defined? Where is Flash defined?"). Most of these abilities are (or will be) in the Super's section.
However, we're aware that our current spread isn't perfect and we're working to make it better.

Terror

The target feels sudden, unreasoning fear. The roll is made vs. WIL (usually).

Effect Description

Minor Effect Unease: the target feels chills, flesh crawl, and other physiological signs of

fear. If the GM rules that the target is already "afraid" and can retreat, they
will (this won't have any effect on a combat character in a fight—but if the
attack happens in a haunted house an investigator might well flee!)

Standard Effect The character is "frozen." Initiative rolls are at —2 for the next 3 seconds. If
the effect is from a person (i.e. the person wields the terror power) the first
attack against him is at —2 to hit. If the effect is from an object or place, the
character must make a WIL roll or get out of its presence.

Major Effect As above but Initiative and to-hit are at —3. The WIL roll (or flee) is at —2.
The character will suffer minor psychological damage (nightmares, being
jumpy in similar situations, etc.) for 3 weeks.

Critical Effect The character is horrified. For 3 seconds the character will either run at full
speed away or be frozen. The character will scream, cower, etc. The
character can't approach an object or character using this power. If
cornered, the subject will fight at —4 for 3 seconds. The character will
suffer major psychological trauma. The GM can assign new phobias, etc.

Catastrophic Effect The character is catatonic with terror. Hair turns white, etc. The character
is essentially unconscious for 4 hours. Heart attacks are possible.

Pain

The subject feels sudden, ripping pain.

Effect Description

Minor Effect The target is hurt: -1 to all rolls for the next 2 turns.

Standard Effect The target is blinded with pain: -1 to all rolls for 2 turns and Stunned.

Major Effect Target is in agony: the target is treated as dazed (make WIL rolls to
recover)

Critical Effect Target is writhing in extremis: treat as "immobile" (the character writhes

on the ground). WIL roll at —2 each turn to recover.
Catastrophic Effect As above but at 4.



Hallucination

The subject experiences waking dreams, distortions of reality and other mind-altering effects. The effects
usually last 20 minutes or so.

Effect Description

Minor Effect Mildly Disoriented: see patterns but no combat effect (lasts about 12 min)

Standard Effect Disoriented: -1 to rolls. Make WIL rolls or say inappropriate things.

Major Effect Rolling: Character sees things that aren't there and believes things that
aren't true. Make a WIL roll to behave normally in each situation. Failure
means the character runs, talks to things that aren't there, etc. Combat rolls
are at —2.

Critical Effect Tripping: as above but —3 to WIL rolls and combat rolls. Characters will
misuse abilities and otherwise behave very strangely.

Catastrophic Effect Hallucinating: the character behaves randomly (on a 6- roll the character
does something very dangerous like jumping out of a window).

Hypnosis

The character's will is temporarily subverted. The listed effects listed in the Monster's book are due to the

character being

in a trance state (when animals "hypnotize" the target that usually means they "freeze the

target" with their vision). For items this deals more with suggestibility. Use this table.

Result Effect

Minor No Effect—the target sees the eye open and feels chilled but isn't effected (hide the effect).

Standard Bedazzled: the target does nothing for 1-3 seconds (random roll) unless touched, attacked,
or otherwise inconvenienced. The seconds will be "lost time."

Major Suggestible: the target will be suggestible for 3 seconds. The character may say "I paid
you." Or "You want to let me go." This has limits and the GM should enforce them: guard
might let a suspicious character go with a warning but a collared known murderer will not
be released (items might be stolen but you can't convince the King you just paid him for
his castle)

Critical Sleep: The target can either be put into a semi-permanent daze or suggested as above.

Catastrophic ~ Orders: the target is in a daze but can be ordered to do things. The person won't do really
dangerous or immoral things (but the user can take advantage of people!)

Possess (Subtle)

There are many, many different types of possession. This covers a subtle form used by some spirits (and a
kind of Dragon Wine). In this case the Possession happens over days and is used by the possessor to make
the target do its will—not to control targets in combat or "inhabit" their bodies.

Result
Minor

Standard

Major

Critical

Catastrophic

Effect

The target should be encouraged to do as the entity wants. This takes the form of a subtle,
internal voice (like a conscience) making suggestions.

The target will act in the interest of the possessor so long as it isn't out of line with the
character (i.e. if the actions don't conflict).

Driven: the character works as though he has an addiction. He may stop, start, "quit," etc.
However, each day, he makes a WIL roll at —2. If missed, the target does as the possessor
requires. The character still won't act in a morally repugnant manner (but the possessor can
roll to strengthen the possession each 3 days!)

Controlled: As with drive but the character will act in a morally repugnant matter (and feel
terribly guilty about it).

Consumed: The target does the complete and unquestioning will of the possessor. When
the possessor's aims aren't involved he'll be himself—but he can't contradict that which he
is compelled to do.



4.0 Magical Powers

Magical powers are defined in many ways (some are spell effects from the magic books, others are unique
and are defined with each item). Some common definitions are given here as well as an important rule:

Unless designated otherwise, magical bonuses of the same type do not stack. A Helm of +1 Might and a
Sword of +1 Might don't give the character +2 Might: the character just gets the value of whichever is
greater.

Power: Damage. A broadsword (Base Damage 6) of +1 Power does 7pts.

Might: +1 to the user's STR (this applies for all purposes including grapple).

Defense: Add +1/2 Armor (+1 to the Damage Reduction and +2 to Penetration Resistance).

Defender: If this gives a block roll it's against ranged weapons and once per turn. So a 12- Defender Shield
gives a 12- block against missile attacks (including spells which have projectiles or beams as part of their
nature) once per turn. If the description says otherwise, use those rules.

Smart Weapon: The weapon fights with its own skill or the user', whichever is better.

Blood Drinker: The weapon is hungry for blood! When a blow hits by 0 — 3 the weapon does +2 Base
Damage (it drinks in extra DP of blood!). When drawn, the user must make a WIL roll to stop fighting if it
hasn't dealt 8pts of damage to living opponents. He may make his roll at +2 to stop from attacking friends
or innocents if that's all that's left.

5.0 New Weapons
This book introduces some new weapons (the trident and the warhammer). Here are stats for them:

The Trident: This acts as a spear but gets a +1 "large weapon bonus" to hit and is at +1 to be blocked. It
can be used to spear a fish from the surface at no negative (the diffraction of light passing through the
surface doesn't detract from the use of a trident). Spiked Tridents exercise a 6 Grapple "Grab" when they hit
by 4+ (this is an advanced optional rule).

Warhammer: A warhammer is a weapon like a hammer but with a pointed instead of a blunt end. Its
swing and backswing are the same as an Axe (of various sizes) and uses Axe skill. As an optional,
advanced rule: on a hit by 4+ it gets +2 to its Penetration value (it has a spiked head instead of a blade). It
isn't nearly as useful as a tool as an axe (you can't cut down a tree with one). If you are playing with this it
is suggested that the GM make warhammers both more expensive (3x the cost of an axe) and possibly less
accurate (hit at —1) to make up for their superior damage statistics.



6.0 Treasures

Unless otherwise specified, all magical items are “high quality.” This
means that they last through the ages and are difficult (although not
impossible) to break. High Quality does not give any extra damage or
other advantages, and depending on the nature of the item, it may not

appear special or expensive.

Era refers to our history (described in Appendix A); it’s just a measure

of how old these things are.

Frequency refers to how common an item is based on how many of
them were made (mass produced, high value items may have a low
frequency, because there are many of them out there, but you won’t find

them laying around...

Frequency Meaning

1 Common; many were made. May represent items
that were made by many cultures over a long
period of time.

2 Uncommon; these items were still mass produced,
but had special uses or were

3 Rare. Only a few of these (a hundred or so) were
made, or races that are somewhat rare made them.

4 Limited. Only a certain number (a small number;
less than 20) were made.

5 Unique. There is only one of these.

Praedurium and Antiquity

The Halondite Forge

Prior to the construction of the
Halondite Forge (EOK circa 471 BH),
weapons for the King’s armies were not
generally enchanted. Square Leaders and
Field Commandants (these titles are, of
course, applied by modern scholars) received,
on rare occasion blades of exceptional quality
that had been painstakingly enchanted by
conventional means.

The Forge changed that. It was not
the blades that were enchanted, sword-by-
sword, but the armory itself. The ore was
heated in the fires of Halondite (which is, to
this day, an active volcano), poured through
three great stone rings covered with runes
(we have sketches—there is no record of
exactly what enchantments were used and the
Forge, itself, of course is long destroyed),
and formed upon equally enscrolled anvils.

The result was as awesome in battle,
as it was in concept—the mass production of
Praedurium blades. There were, perhaps a
hundred smiths working a hundred anvils in
those deep, sweltering chasms. All records of
the total output of Halondite are lost, but
simple math suggests amazing numbers.
Perhaps 10,000. Perhaps ten times that many.

In less than a decade each of the
other kingdoms had its own Forge, but there

The Praedurium blade is distinctive in all ways. It is light and strong. It

@ never be another to rival Halondite.
can be polished to a mirror-shine, but even if unattended it will not rust or

tarnish. It holds its edge for its lifetime (which is a good thing because how would one sharpen it?)

There are several periods or “Dynasties” of blades. The most common is the Halondite, which is struck at
the base of the blade with the year (in the King’s Calendar) that it was forged. MMCLVII to MMCLXIV
are the most common. This is your basic Halondite. Trustworthy, indomitable, sleek and simple. It was
meant as a tool of warfare—a very efficient, effective and precise tool. It is a tribute to the Winter Kingdom
that it is as relevant today as it was when it was made—Ilong, long, after its creators have vanished from

memory.

| Praedurium Blade

| Value: 250c

| Frequency: 1

| Era: Age of Kings |

The Praedurium short sword is one of the most common magical items in existence. Thousands of them
were made and all were built to last. They were used widely by the Imperial armies and even in modern

times there are still enough of them to be found to equip small, elite units.

Praedurium blades are also easier and cheaper to enchant than regular metal, and so Praedurium weapons
are often chosen for further magical enhancement.
¢ +1 Power




| Nobel or Isotope Praedurium | Value: 750c | Frequency: 2 | Era: Age of Kings

Nobel Praedurium is stronger and more powerful than regular Praecdurium and quite a bit rarer. It has a faint
blue hue to it. Since Isotope Praecdurium was used to make weapons for commanders most Isotope weapons
are broad swords, long swords, or great axes.

¢ +2 Power

| Praedurium Plate | Value: 1400c | Frequency: 1 | Era: Age of Kings

Although reserved for the officers, the Praedurium breastplate was one of the most sought after and highly
valued items on the battlefield.
¢ +1 Protection, +6 Penetration defense, Coverage 4 (defense of 7/20)

Slave Revolt

In the days of the late republic in the western city of Sebaste there was a slave revolt. Encolpius was an
entertainer—a juggler, a jester, a stage magician, and despite his low level, a charming speaker. Speaking
before an outraged audience (of both slaves and sympathetic citizens) after a great injustice he found
himself the leader of forces capable of overtaking the city.

In one coordinated stroke carried out over one long night, he took the city and declared it separate from the
Empire. His first act as Sovereign was to free his fellow slaves and exile the owners and soldiers who had
stood against him. His second act was to barricade the gates, stockpile supplies, and lay in for the inevitable
siege.

When the legions arrived and the gates did not rise, they decided the man inside desired suicide over
surrender and they set about preparations to grant him and his followers their “wish.” Siege machines were
calibrated. Great fires were stoked. Horns were sounded.

Encolpius typically worked with all kinds of things up his sleeve, and the siege of Sebaste was no
exception. He had, for years, owned a jar with a jinn that owed him three wishes for his release. He had
held them, waiting for the proper opportunity, and when the armies of the empire prepared for their first
overwhelming strike he wished.

He wished that his enemy’s weapons would turn against them. He wished that the crude weapons his own
men had would acquit bravely against their foes, and he wished that the motley crown on his head would
become a sign of rightful rulership.

The motley crown became a powerful illusion and talisman of leadership.

Encolpius then opened the gates and allowed them to enter. Welcoming them as an envoy instead of
invaders. The Generals knew what had happened and they recognized that not only would they suffer
terrible casualties if they attacked (they might, conceivably, not even win) but that they had been spared.
The power of the jinn was incredible. He could have, had he desired, had them all buried alive in a
heartbeat.

History records that the Generals accepted his invitation, sat with him at his great table, and accepted him
as the Senator of Sebaste to the Capitol City. His third wish came true when, for years afterward, he would
wear his motley crown when he spoke on the senate floor to remind himself and his fellows where he had
come from and what he represented.



| Turned Blades | Value: 250/1200 | Frequency: 2 | Era: 80 B.H. |

The legionnaire’s swords (400 short swords, 40 long swords, 24 broad swords) were cursed and those that
still remain are still cursed. They look like stately Imperial blades, but close inspection reveals leering and
sneering faces worked into the decoration on the pommel and hilt. They can be polished to a shine, but
anything they reflect is oddly distorted—Iike the image in a fun-house mirror.

¢ Acts as a+1 Power or +2 Power blade in practice. (Base Damage is 7 or 8)

¢ -4 Damage Modifier (except against the wielder—see below)

¢ On a miss, the blade has a chance of hitting the wielder (8- chance, +1 for each point the attack

roll missed by.
¢ The weapon cannot be dropped or discarded in combat without a WIL —4 roll.
¢ On a successful block roll the weapon may (6- chance) jump out of the user’s hand.

| Slave’s Staff | Value: 450c / 1350c | Frequency: 2 | Era: 80 B.H. |
The slaves were armed with simple weapons. Many of these were quarterstaffs, and kitchen utensils. There
were literally thousands of these implements enchanted. As with the Turned Blades, the details of the
Slave’s Staff are a little disquieting—Ilook at the patterns in the wood and you’ll see odd faces.
¢ +1 Power (Damage) (250c)
¢ 13- L2 Weapons Skill (200c)
¢ Some weapons (about 20%) give Deflector 13- (a free block against a ranged attack) (900c)

| Prisoner’s Hatchet | Value: 800c+ | Frequency: 2 | Era: 80 B.H. |
The Hatchets are usually found in sets of three or four. They were originally plain tools, but over they years
they have often been decorated. Some have feathers attached or are painted bright colors. Alone they act as
simple +1 Power (damage) hatchets. Used in groups, they can be thrown.
¢ +1 Power (Damage) (250c)
¢ High Quality Weapon
¢ Juggling Skill (L2 16-) — Since the weapon must be held to give this ability it’s a good bet that the
user is juggling the hatchets. (50c)
¢ Speed — the character can, in a single attack, throw as many of the weapons as he is juggling (500c
for 2 hatchets, +100c for each extra hatchet)

| Motley Cap | Value: 22,000¢ | Frequency: 5 | Era: 80 B.H. |
The cap is clearly a jester’s crown, down to the odd colors and the tiny bells. It looks faded—and a little
sinister. Wearing it changes the wearer’s bearing immediately. He stands, talks, and moves as a member of
the upper classes. And while the crown’s odd appearance may inspire scorn, it usually won’t for long. It
makes the character a powerful, compelling speaker—but only so long as the character speaks and acts on
the side of justice. Characters wearing the crown and acting in bad faith (or for their own gain) will suffer
reversed effects—they will appear ridiculous and they will sound ridiculous for 2d months.
¢ L2 Presence

¢ L3 Leader
¢ L3 Etiquette at RES + 3 f :
¢ L3 Showmanship (oration, not comedy) at RES + 3 Hait Centurion. The rest of the force follows
you?"
Keltic Tribes and Their Goods This s the force, commander.

When the Kings and their Kingdoms expanded north, they left the lush, "[—what? The force—the legion?"
farmlands and fertile valleys of the continent for the bleak hills, deep
forest, and frigid, lethal winters of the northlands. It was there that their | "We are ... we are all that remains. The force
scouts first met the Keltic tribes. is gone—it is destroyed and we had better
turn back to the fort before nightfall.”

It was the first time that the Kings had encountered men that would not
join them and would not fall before their army. They were appalled and | "This is impossible—my report—they will
intrigued, and they pushed forward building roads and camps and castles. | think me mad!"

"Aye. And let me tell you: it is we who are

mad to make war with these barbarians in
W(mnmins. 4 /




They took land, conquering wilderness, but they never conquered the Tribes.

Centuries later, the Kings fell and the Empire took up the battle. They too “conquered” and lived in Keltic
lands, but never subjugated its people. And finally, the Empire fell, and the Kelts watched from their low
hills.

The Kelts are a cipher—they have a very simple runic language and no written history. They dress in skins
and cured hides. Their lack of a literary culture and refined dress have led many visitors and enemies to
dismiss them as simple or primitive, and there is an element of truth to that assessment: the Kelts live close
to and in harmony with nature. Many of the tribes are composed of both humans and Beastmen.

But primitives would never have stood so firmly against the Kings, their armies, the Empire, or her
Legions. The Kelts have a sophisticated understanding of nature, magic, metal work, and the rules of
warfare.

Centuries of warfare and trade have introduced many Keltic goods to the southern lands. Their furs and
winter clothing are unmatched in the south—and their “wild” appearance only adds to their style.

Keltic Clothing

¢ Keltic Overcoat 35¢

Keltic Fur Coat (Lady’s) 50c

Keltic Leather Vest (Men’s, Light armor 1/ 2) 40c
Keltic Fur Cap 20c

Keltic Boots (Men’s) 40c / (Lady’s) 50c

* & o o

Keltic Torque’s

Kelts forge golden torque’s worn about the bicep or neck as jewelry (100c — 200c, un-enchanted). They
often have snake or animal motifs (a snake eating its tail, an eagle’s head, etc.) While most are simply
decorative, Keltic warriors will often seek enchantments for their torques.

| Aurochs Torque | Value: 500¢/1300¢ | Frequency: 1 | Era: All

The Aurochs Torque is an amulet of Might—bulls and elephant symbols are common for torque’s
enchanted this way. These torque’s tend to be the least expensive—a young warrior will often prefer an
enchanted torque to a more expensive one.

¢ Might +1 or +2 (increases the user's STR for all purposes) (400c/1200c)

¢ Bronze Torque (100c)

| Sowulo Torque | Value: 200c | Frequency: 1 | Era: All

The Sowulo Torque is an amulet of healing and defense. Items meant for this enchantment have sun
symbols, horse symbols, and sometimes maiden symbols. These torques carry a healing spell that can be
cast upon the wearer or given—cast upon one he touches.

¢ Healing Touch (Minor Wound 1x per day) (100c)

¢ Bronze Torque (100c)

| Teiwaz Torque | Value: 6100c | Frequency: 3 | Era: All

The Teiwaz Torque is the torque of the warrior. These are made for men who will fight for all the Tribes—
true heroes of the Keltic people. Their wearers are named in stories sung forever. The Teiwaz Torque has
the symbol of the serpent and the wolf.

¢ +2 Might (STR) (1200c)

¢ +2 Power (damage added to any weapon or hand-to-hand attack) (750c)

¢ +3/6 Defense (adds to any armor but does not stack with other magical armors) (4050c)

¢ Bronze Torque (100c)



| Eihwaz Torque | Value: | Frequency: 4 | Era: 300 B.H.

Hoggarn Brunhill was a warrior, a defender of the Kelts and a tyrant all at once. He could be honorable and
just and equally easily terrible. Remembered as a hero and a monster, the one part of his legend that holds
no contradictions is his reputation as a warrior. Those who saw him fight reacted with awe. He and his crew
stood against the Winter Kingdom in 300 B.H.

Brunhill had the Eihwaz Torques made for his men—the torques are Teiwaz Torques, but they have an
added charm—if their owner is slain, he will rise as a Revenant (see JAGS Monsters) and hunt his killer.
Brunhill had, over the course of his life, 28 made for the men who served directly under him. He was
always careful to have the Eihwaz Torque removed before ordering an execution.

Hoggarn was never defeated in battle. He died at the hands of a servant girl who found him unconscious
from drink after a four-week victory celebration and smothered him quietly for what he had done to her and
her sister.

¢ +2 Might (1200c)

¢ +2 Power (to any weapon or hand-to-hand attack) (750c)
¢ +3 Defense (adds to any armor) (4050c¢)
¢ Bronze Torque (100c)
¢ Rise as undead (5000c)
| Algiz Hide | Value: 400c/1200¢/1300¢/2100c | Frequency: 1 | Era: All |

Kelts make and wear metal armor (chain mail), but rarely. They do not mine; smiths are rare. They enchant
hides with charms of Algiz—protection—magic. Simple protections are the most common, some hides are
enscrolled with greater magicks.
¢ Protection +1/2 or +2/4 armor (does not add to other magical defenses) (400c/1200c)
¢ Some (20%) of Algiz Hides have Deflector charms (13- Block once per turn vs. ranged attacks)
(+900c¢)

| Inguz Boots | Value: 1100¢/2000c | Frequency: 1 | Era: All

Inguz boots are fine, soft leather boots. They are either winter or summer (being uncomfortable in the
‘other’ season—Wainter boots are too warm in the summer), and they are soft. They leave very slight traces
in natural earth; oddly, they leave normal footprints on roads (-2 to track over natural ground).

Inguz boots are enchanted to make the wearer fleet or quiet.
¢ Speed (+2 yards/second to ground move) (1100c)
¢ Silent -5 to tracking, +2 to Stealth (2000c¢)

Keltic Horns

The Kelts make horns. These are usually fashioned from metal, and are simple, curved things with no
moving parts. Some more elaborate (and fragile) horns are made from animal horns. They use mundane
horns for many purposes—ritual, celebration, and communication. Horns are used to issue simple
commands in battle (and are loud enough to be heard over the din of warfare). Magical horns have other
uses.

Although they are used as tools, all Keltic horns have decorative and ceremonial value and are works of art
in their own right.

| Horn of Ehwaz | Value: 300c | Frequency: 2 | Era: All

Blown during the day, this horn has no affect, other than to make its distinctive, wolf-like call. Blown at
night, when the moon is visible, it has another affect altogether. The user is entered by the spirit of the
Lupus, and transforms (the character has statistics like a normal wolf, but has the Magical Aura advantage:
-4 to Damage Modifiers from non-magic/non-cold-iron weapons). Becoming a wolf is frightening, and the
user must make a WIL roll or be overcome by the Lupine spirit (overcome characters will act like wolves,



usually running off), and will revert to their human selves in the morning. The character must make a roll
each time the horn is blown until he has successfully transformed (that is, transformed without failing the
roll) three times, after which he may transform reliably.

All clothes and armor are shed as the user becomes a wolf.
¢ Transform into wolf (150c)
¢ Keltic Horn (150c¢)

| Horn of Fehu | Value: 175¢+ | Frequency: 2 | Era: All |
Fehu is a horn of summonsing. There are many varieties of these, and the creature that is summonsed may
change from day to day. The summonsed creatures are not under the control of the Horn blower—it is more
like a call, than a summonsing spell. There are some general rules—the first being that if the user is hungry
and has no food, the horn will usually summons game animals (they must still be hunted). If the user has no
need of food, then the animals will be local natural animals. They will be wary of the horn-sounder, but if
he behaves peacefully, they will be supernaturally helpful and curious.

If the user is in danger, the horn may summons help. This may be a pack of wolves, or elk or moose. These
animals, though normally shy, will come to the aid of the character.

Some horns summons mythical or powerful beasts. Characters who abuse the animals summonsed or who
over-use the horn (summonsing animals for food when they have rations, for example) will find the
summonsed creatures turning on them, or the horn ceasing to function for them at all.

¢ Keltic Horn (150c)

¢ Summons Natural Animals (+25¢)

¢ Summons Supernatural Animals (Rarity 4, +3000c)

¢ Summons Fernis Wolf (Rarity 5, +30,000c)

| Thornurisaz Horn | Value: 325¢ | Frequency: 2 | Era: All |

The Thornurisaz Horn is a horn of fire-calling. Blown before a structure, it gives a 14- chance of catching
(this can be used to set buildings on fire). The fire will leap up and for 10-WILL seconds (minimum of 1) it
will obey the will of the blower (requiring an 8 REA act of concentration). Its blast is loud and distinctive.
These horns were meant for rituals, not as weapons or arson devices.

¢ Keltic Horn (150c)

¢ Call fire (75¢)

¢ Control Fire (100c)

Keltic Runes

The Keltic alphabet has 25 characters (26, counting the “space” which is widely regarded as mere
punctuation, but is thought to, possibly, have some significance as its own, mysterious letter). Names,
dates, and other information would be carved into stone memorials or worked goods. Runes were also
carved on stones and used as divination devices (Runes are drawn from a bag and “read” by the oracle. Use
occult skill or a Thaumaturgy divination spell).

Most of these rune stone collections are not magical, but are used by spiritualists in the Keltic community.
There are some exceptions.



| Rune Helms | Value: 150c | Frequency: 2 | Era: All |
These are simple bronze helmets, each with a rune etched into the forehead. One might notice that Kelts do
not (typically) wear helmets, and further, that these (even ones of modern manufacture) are built in the style
of Imperial helms from the days of the Republic. The helms are of fine manufacture and serve as +1
Defense helms (-2 coverage—they only protect against blows to the head), but they are meant to be used
for a ritual requiring one of each rune (25 in all).

The exact nature of the ritual is unknown to those who are not Keltic mystics, but the helms are placed in a
circle, and questions are asked. It is a kind of divination. The helms answer them, and may grant visions, or
give other advantages.

¢ Helm +1 Defense (armor of 7/14 vs. head blows), Coverage —2 (150c)

| Kenaz Charm | Value: 50¢ | Frequency: 2 | Era: All |
The Kenaz Charm is a rune stone of the sort that would be found in a collection. It has the Kenza rune on
one side and the other side of the stone is blank. The rune can be flipped like a coin, and the user can ask
yes or no questions that he has enough knowledge to answer. He cannot divine events that will happen in
the future, or things that have occurred that he has no knowledge of, but questions about things that are
forgotten, or unclear will be faithfully answered. Sometimes a user has enough information to answer a
question, but is unaware of it.
¢ Answer simple question 50c

| Berkana Charm | Value: 50¢ | Frequency: 1 | Era: All |
Similar to Kenaz, Berkana charms are enscrolled with a charm that keeps its user safe from sickness and
infection. These are simple and common, and are also thought to help with fertility.
¢ 12 to resist or recover from disease/infection (50¢)

| Dream Catcher | Value: 4000c | Frequency: 2 | Era: All |
The Keltic Dream Catcher appears to be a wall hanging decoration—a loop of wood, decorated with beads
and feathers. It is usually hung above a bed or on the door to a bedroom. The Dream Catcher requires some
skill to use, but conveys several advantages. Firstly, it provides protection against possession by either
spirits or magic for a day after the user has slept there (+4 to resistance WIL rolls).

Secondly, the user will dream, and with training, the user may travel remotely as though possessed with L2
Astral Body (see the Psionics book)

¢ Resistance to Mind Control and Possession (+4 to WIL) 2000¢

¢ Astral Body L2 (2000c)

| Stone Circles | Value: 10,000¢/32,000¢ | Frequency: 3 | Era: All |
The Kelts understand principals of magic that are not apparent to most other cultures. Their sensitives feel
“Ley Lines”—channels of natural power that follow the magnetic poles of the earth. They exploit these
“natural” phenomena by building stone circles that focus and refine the power. The outer ring of stones
acts as a solar calendar, and on certain days of the year, a mage within the circle at the right position, at the
right hour will gain several times her normal long term spell points, allowing the casting of spells that
would otherwise be impossible.
¢ Spell point multiple x4, 10,000¢c x19, 32,000c




| Book of Hours | Value: 4000c / 18,000c | Frequency: 4 | Era: 100 R.H. |
The stone circles are enormously powerful to those who know how to use them, but worthless to anyone
else (except as a curiosity). Over the centuries, some of the Keltic secrets have slipped (often, even the
Kelts don’t know how to use their own circles fully—it’s very complicated and they were built long ago).
Once in awhile, these have been written down in a book of hours, explaining when and were to stand to use
the circle.

Each of these books is written for a specific circle—a book of hours for one circle will be worthless for a
different circle.

Keltic Staves

Walking sticks, fighting staffs, shepherd’s crooks are all staves fashioned for every day life in Keltic
society. These are simple, every day tools—well wrought, and functionally aesthetic, but unadorned. Even
the enchanted staves follow the same humble pattern.

| Berkana Staff | Value: 400c/1600c | Frequency: 2 | Era: All |
The Berkana staff carries healing spells in it. A typical staff can carry up to 4 “Minor Heals” which must be
re-charged by a mage casting the spell. Some staffs carry more, and some recharge themselves (although
these are rare).
¢ 4x Minor Heal (400c¢)
¢ 4x Minor Heal w/ recharge (1600c)

| Ehwaz Staff | Value: 400c | Frequency: 2 | Era: All |
This is a staff of might, adding +1 to the carrier’s strength. It must be held, but can be held one-handed for
the charm to affect.
¢ +1 Might

| Algiz Staff | Value: 100c | Frequency: 2 | Era: All |
Algiz is a common enchantment for a staff given to a young man. A moment of thought (8 REA action)
gives the user the direction North, and the direction of Home.
¢ Navigate (100c)

Keltic Crystals

Crystals are part of many of the less theatrical Keltic rites. They are used for healing, divination, and other
spell castings. The crystals, themselves are rather plain compared to gems or jewels. They are simple quartz
(clear, smoky, sometimes a brilliant purple). Keltic women (who are often spiritual advisors, shaman, or
mages) wear them as jewelry.

| lsa Stone | Value: 400c | Frequency: 2 | Era: All |
Meaning “potential”, the Isa stone is balanced and enchanted so that it can hold and release (5 REA
Medium action) a cast spell of up to 10 spell points. The spell must be cast upon it.
¢ Hold spell (600c)




| Uruz Stone | Value: 600c | Frequency: 2 | Era: All |
Uruz are fascinating to look at (they act as prisms, separating light and casting rainbows). In the skilled
hands of a Keltic specialist, they can fully captivate the attention.
¢ PWR WIL hypnosis if looked at (easy to avoid)

| Ansuz Stone | Value: 200c | Frequency: 2 | Era: All |
Ansuz, meaning insightful and connoting judgment, the Ansuz stone reveals hidden things. It gives the user
who gazes through it (8 REA action per +1) up to +2 to a perception roll to spot secret doors, traps, and
other hidden things. Something totally concealed (for example, buried) will not be seen, but the turned
earth might reveal that there is something there. When looking through the Ansuz stone, the world is
distorted and blurred—only hidden things are seen clearly.
¢ See Hidden Things +2 (200c)

| Hagalaz Stone | Value: 1400¢ | Frequency: 2 | Era: All |
Hagalaz is change or disaster; the stone is proof against that, giving whomever carries it +2 Protection
(+2/4 Armor). If the user is struck and penetrated, it can break (shatter) and nullify the penetration (the user
gets the Protection for that blow and still takes the non-doubled damage).
¢ +2 Protection 1200c
¢ Prevent penetration (and break) +200c

| Laguz Stone | Value: 8000c | Frequency: 3 | Era: All |
The Laguz stones are attuned to the mind. A character that owns one for 30 days will begin to feel her mind
expand slowly and “awaken.” It is the affect of the stone. So long as it is in her possession, she has L2
Telepathy.
¢ Telepathy L2 (8000c)

| Keltic Mail | Value: 440c | Frequency: 2 | Era: All |
Kelts do, on occasion make metal armor—when they do, the make plate mail, and if they go through the
trouble to forge it, they usually enchant it. Most Keltic mail shirts date back to the Imperial era, when they
forged mail to fight against the Legions, but it has been made before and since as well.
¢ Protection +1 (4/14)
¢ Silent (no bonus to stealth, but still nice to have)
¢ Light (66% the weight of normal mail) (+40c)

| Giant’s Blood | Value: 3000c | Frequency: 2 | Era: All |
The Kelts lived with Giants, and there are many honorable Keltic bloodlines that are quarter Giant. As with
magic, the Kelts never felt that Giants were unnatural—they were terrible enemies and great allies, but all
part of the world they lived in.

Giant’s Blood is a growth potion that was sometimes made (see the potions section), but another version of
it gives +1 Strength that stacks with other Might enchantments (it is, technically, more of a physiological
change than a purely magical enhancement).

¢ +1 Might (stacks with other Might enchantments)



Vestal Virgins

Since earliest days of the Republic, the Empire believed that it had a pure, true
core to itself—an innocence that had to be carefully guarded and maintained,
lest it be lost. They may have been right; the Empire did lose its innocence, and
it did fall. But they never completely did away with the ritual of keeping that
innocence alive.

The Vestal Virgins were the keeper of that “flame”—in the case of the Empire,
a literal flame: the Vesta, which was perceived as the soul of the Republic. The
flame was kept in a special building in the Capitol city, and the Virgins tended
it. They, themselves, were pure so they could approach the flame without
corrupting it.

Vestal Virgins were chosen for service at age 15, and served 15 years—five
learning, five serving, and five teaching. After that, they were free to go,
honorably discharged from their service. During their period of service, they
were expected to up-hold a high moral code (and refrain from having sex) and
given all manner of luxuries and special privileges (they could, at their whim,
spare the life of condemned prisoners, for example). Those that failed to keep
their end of the bargain were harshly punished or (if they spoilt their virginity),
put to death by being buried alive.

The Citizens and the Senators of the Empire saw this as a beautiful metaphor
made reality and a wholesome way for a young girl to spend her youth, but the

Vesta and its attendants had a more practical reason for their existence: +The Vesta was a powerful source
of energy for the Empire’s sorcerers, and it demanded purity of those who kept it alive. This was, to a
certain extent, by design—the architects of the spell could have made their flame less demanding, but then,
perhaps, it would have been less effective. The Vesta was ignited when the Republic was young and in

need of power and security, and so the order of the Vestal Virgins was born.

| White Fire | Value: 8000c | Frequency: 4

| Era: 250 R.H.

The flame in the Capitol when out long ago, but some of it was rescued. Vestal fire stored in metal torches
has (somehow) survived over the centuries (witch cults have been partially responsible for this—a

responsibility they began in the 250’s, and continued, even after the Empire turned on them).

It is a powerful source of magical power, but the torch itself can only be handled by a young, virginal girl,

or it will be extinguished.

¢ 100 Long Term Manna Points (must be fed dry hay and kindling by a Virgin to recharge)

| Mirror Intactus | Value: 3500¢ | Frequency: 3

| Era: Emperial

Determining who was a virgin and who was not was never easy. It was even more difficult considering that
a girl could be a virgin one day and not-a-virgin the next. The results would be bad but difficult to pin-

point: the Vesta would suffer, but it would be very hard to determine who was wrecking it.

The Empire commissioned several magical mirrors that reflect back the person’s “inner self.” The mirrors
would certainly tell if someone’s innocence was spoiled, but a simple act of physical sex might not spoil a
girl’s “inner self.” (it would still damage the Vesta). The mirrors were useful, but were hardly fool proof.

They were still full-length, magnificent things of polished silver.
¢ Full length silver mirror with intricately engraved borders (2500c)
¢ See “inner self” (open to interpretation) (1000¢)



| Vestal Flourishes | Value: 1630c | Frequency: 3 | Era: 15 B.H.

The Republic called for 90 Virgins at all times—30 learning, 30 teaching, and 30 serving. Those serving
were to receive the highest honors, and so silver jewelry (tiaras, bracelets and anklets) was cast. They were
magnificently worked, but somewhat plain, and it was felt that a jewel (even a “perfect” diamond) would
ruin the purity of the work.

The Flourishes were enchanted so that they would glow with a beautiful white light. They are magnificent
in their own right and almost painfully beautiful to look at. The light they give off is bright enough to
lighten a dark room.

¢ Silver jewelry 1300c

¢ Beauty & Light Enchantment 330c

| Florine Blades | Value: 4750¢/1750¢ | Frequency: 4 /3 | Era: 100 B.H.

The Virgins tend the flame, but as young girls, pure of heart, they were expected to perform acts of charity
and good deeds. In practice, this usually meant doing simple things under very safe and controlled
circumstances, but in some eras, the Virgins really did go out, amongst the people to help.

The Florine Blades were built to protect them—although the Virgins never went anywhere without
sufficient guard, they were commissioned by a Senator who needed to rehabilitate his image as a dirty old
man.

The blades are delicate things—single-bladed long swords with small handles. They polished and shaped
(the blade has a sophisticated hint of a curve to it). Their scabbards are equally beautiful—inlaid with ivory

and pearls and ringed with polished amber. Their pommels are slender and a bit too small—built for a
lady’s hand.

The Blades act as simple +2 long swords in anyone hands, but if possessed by a pure young girl (she must
be both a virgin and be of good spirit) they can dance. They operate at up to WIL/2 (round down) yards
range from the owner.

4 Florine Blades were commissioned, at first. Others were made later, and there were several “imitation”
blades forged—blades with the look of the Florine blades, but without the dancing magic.
¢ +2 Power (750c¢)
¢ Jeweled pommel (500c)
¢ Jeweled scabbard (500c)
¢ Dancing: Lv3 Sword Skill 15- (1600), STR 15 Telekinesis, REA 12 (3000c). The user must
stand demurely and concentrate (8 REA long action). The blade has 150 DP, 15- STC, and
6pts of armor. A Major Failure will cause it to fall—but it can be repaired.

| Cone of Light | Value: 8050c | Frequency: 5 | Era: 150 R.H.

V. Cornelia was a brilliant girl—a child prodigy. She was sent to the Virgins at fifteen by her parents in the
hopes that their strict discipline would quench her spirit. It didn’t. She learned her duties and went on to
learn the Spirit College of Magic and the Imperial College (her studies were conducted in secret—studying
magic was not considered proper for a young girl).

She lived an eventful life, which included running away from the Virgins, returning, and being accepted as
a citizen. She became an instructor at the Imperial College. But while a virgin, she created the Cone of
Light. It is a wand casts brilliant Armor upon whomever wields it, and allows the carrier to cast rays of
light from her hands.

¢ Brilliant Armor (4/8 or +1/+1) 4000c

¢ Ray of Light 12 DP (24 v. Undead) 4000c

¢ Luminescence (50c)



| The Ironicon | Value: 300c/volume | Frequency: 3

| Era: 10 BH |

During the era between the fall of the Republic and the Rise of the First
Dynasty, the Empire was a place of decadent wealth. Cruel and
spectacular games filled massive public arenas. Conventional morality
was preached in public, but routinely flouted in private. In this hot-
house atmosphere, the Ironicon was written, purporting to reveal the
secret lives of the Republic’s elite.

The Ironicon is a 6-volume set, detailing the daily rituals, the outlandish
parties, and the wild, often erotic adventures of the Empire’s ruling class
as seen through the eyes of four privileged young citizens of the Capitol
City. It is a shocking to modern readers as it was in the day it was
published, but it goes beyond being merely a tabloid scandal sheet. The
Ironicon is also a work of literature known for its cutting, snide
cynicism and its oblique “knowing” attitude.

The ultimate in “cool” and “hip” (Imperial terms whose exact meanings
are lost in the mists and dust of history), the Ironicon still shocks and
amuses and is widely denounced and banned and burned. The Monk
Heironomous Antioch summed it up best, describing the entire social
work as, “No hugging, no learning.”

The King’s Vineyard

@con Chapter 4 Book 3: The One A%

The Vomitorium.

"So I go to a feast and I eat and eat until I
can't eat any more and then someone hands
me a peacock feather and I'm supposed to
stick it down my throat? What's up with
that!? Why would anyone want to do that and
why is it always a peacock feather? Is there
some connection between a peacock and
throwing up?"

"l dunno. Maybe you can eat more. I always
eat more afterwards."

"That's what I'm saying ... It's all about the
\@cks. Do they want us to eat more?"

The Dragon Kings drank a wine that drives men mad. It was made through chemical tricks (grapes were not
involved) that are long since forgotten by all, save maybe the dragons, and maybe the elves. The wine,

itself, though survives.

King’s Wine is found in full bottles (4 glasses) or half bottles (2 servings). Reds should be aired out and

served at room temperature. Whites should be chilled.

[ Aloxin (Red) | Value: 500c / glass | Frequency: 3

| Era: Age of Kings |

In small doses Aloxin causes visions—terrifying hallucinations—that sometimes seem to foretell the future.
A sip is all most can take. A full glass leaves the body alive but without a mind. Aloxin is powerful and
terrifying, but there are reasons to seek it out. It expands the perceptions (sometimes permanently), and it
can cure or undo some kinds of mental trauma. But it is almost always ill advised.

A sip is a single dose (a teaspoon). Each “dose” after that (20 doses for a full glass) adds to the

power of Aloxin’s effects.
¢ Hallucination PWR 14 + dose (min 15)

¢ A Critically failed Hallucination roll subjects the user to a PWR 16+dose terror roll.

¢ A Catastrophically failed Terror roll removes the mind. The user is a vegetable.

¢ The precognitive and psionic effects are up to the GM. Generally, if the user makes a Terror
roll (critical failure on the Hallucination attack) the character will have visions relating to the
probably future. If the power of the Terror attack is over 20 (more than 4 doses), then there is
an 8- chance +1/dose of the character receiving a permanent psychic ability if he survives.



| Disaphride (Red) | Value: 720c / glass | Frequency: 3 | Era: Age of Kings |
Disaphride is insidious. It is delicious, and its smell is intoxicating all by itself. Disaphride is a spirit in both
senses of the word. It is a wine and it is intelligent (if not alive). Disaphride desires to be drunk, and when a
user partakes, if he is overcome (and it is very hard to resist) the spirit will have his body until he awakens.

Disaphride is very intelligent and has an awesome knowledge of history. It will also know what its drinker
knows, and can convincingly pretend to be him. Its first objective will be to acquire more of itself—
enough to keep its mortal form for a month (assuming the user spends a night drinking). Stockpiling
Disaphride is disastrously expensive, but it will try.

Given a month to work uninterrupted, the Disaphride will build. Disaphride is L3 Thaumaturgy and it seeks
to inscribe a series of powerful magical circles. The exact nature of the spell is unknown, but if cast, the
user is never heard from again.

With those that know what it is, and are canny enough to prevent themselves from being used by it, the
Disaphride will attempt to bargain. It can use its magic to help the user, perhaps—or its knowledge of
history... and in return, the user must gather enough and then find a subject to be disappeared.
¢ Telepathy L2 to communicate (it will not hold conversations or answer questions while in the
bottle—it will only fully interact when possessing a user), but it can tempt and whisper and
read its owner’s mind (WIL 14).
¢ Possess PWR 12 +1 per dose (1/4 glass — a full glass is 16 PWR). Requires a Critical Effect to
possess.

Ghivantas (Red) Value: 1000c / | Frequency: | Era: Age of
glass 2 Kings

Ghivantas is a common and light spirit—one of the few
King’s Spirits that can be enjoyed by humans. In small doses, [/ The Royal Cellars
it gives a feeling of light intoxication, but it has other effects | The wine cellars of the kings were mostly
as well. Those partaking of Ghivantas tend to be swept away; | emptied over the centuries since the fall.
their personalities change. They take on the air and persona | Mostly. There are rumors of underground
of an ancient lord. They see the world through the eyes of an | halls that contain casks eight yards across
immortal, and impossibly cruel and exhilarated aristocrat. lined up in rows of hundreds containing
magical draughts.
Common furnishings appear and feel tremendously
luxurious. The user feels impervious, and eternal—he may | More likely (and more usefully) are the rare
realize that he is mortal and can be killed, but will have no but still existent finds of barrels that were
fear of it, and would see death as victory (Ghivantas is only | removed from the ancient cellars and stored
safely consumed in familiar settings). The user will have no | elsewhere during the early Empire.
sense of morality, but will not (unless otherwise predisposed
to it) commit casual murder. In many cases the tankards were taken and
placed in deep vaults where they were
To most people, Ghivantas is a monstrosity. To a certain | jealously protected: the defenses can be
kind of person, it’s the ultimate thrill. Ghivantas is not \ daunting—the wine was meant to age for
physically addictive, but to those who find its effects nerations.
pleasing it has a powerful psychological draw.

¢ PWR 12+1/dose (1/2 glass) v. Will
Ancient Manners (Etiquette L3 RES + 4) while effects last.
Use feels that common surroundings are luxurious
No sense of morality, mortality, or vulnerability while effects last.
Critical effects give the user Sadism and Megalomania
Catastrophic effects may affect the user permanently and give ancient memories.

* 6 6 o o



| Quastrys Sedon (White) | Value: 450/glass | Frequency: 3 | Era: Age of Kings

Quastrys is a curious spirit that both sharpens and blunts the mind. It intoxicates and confuses (as a
powerful, but not supernaturally powerful wine), but it also accentuates the user’s perceptions and
reasoning capabilities.

While intoxicated, the user is at +1 to all perception rolls per level of intoxication, and can see normally in
darkness. The user can also see invisible creatures and things with a perception roll at —6 (plus the plusses
given for intoxication.

The user will be drunk and may not be able to react appropriately, but he will remember what he has seen.
If the user has some on-going intellectual pursuit (writing, painting, working on a software program) that
can be accomplished while drunk, the plusses also affect the appropriate skill. The work will be subtly
twisted (paintings will be disturbing, writing brilliant, but difficult to follow... and while software written
under the influence will work, it will be intricate and wickedly complicated to understand/debug).

¢ PWR 14 Intoxication

¢ +1 to Perception / RES / Skill per dose (1 glass)

| Valheilion (white) | Value: 120c / glass | Frequency: 3 | Era: Age of Kings

Valheilion is a potent, delicious white quite fit for human consumption and fairly common. It is a simple, if
powerful spirit with a single unusual effect—users who pass out (or fall asleep very drunk) will settle into a
deep slumber in which all bodily functions and aging cease. The user can be awakened normally after the
affects have worn off (several hours), but unless someone awakes the user will sleep—even for centuries.

¢ PWR 12 Intoxication

¢ Suspended Animation

Summoners’ Games

As the decline of the Empire took hold, its lords sought ways to maintain its power and military might in
the face of mismanagement and excess. They turned to magic—to summonsers and elementalists. Their
strategy did not work—the forces they petitioned required more than they gave, but some of the side effects
of those developments still remain

| Imp Garden | Value: 90c / seed | Frequency: 2 | Era: 218 R.H.

An imp garden usually begins as a pouch of seeds (they appear as lemon seeds). If planted and properly
cultivated, they will grow into large, somewhat droopy flowers that, in the course of several weeks, will fill
out. Each successful shoot will birth one Imp (see JAGS Magic). The Imps will sleep until “cut.” If they are
not cut for 6 weeks after becoming ripe, they will wither and return to their original dimension (They do
not ‘die.”)

Imps may be generated randomly, but some seed-lines generate “unusual Imps” — these are especially rare
and expensive. It is unclear where the seeds come from—once used, there is no way to continue the garden.

The Imps will serve the gardener as though they were summonsed, but they will be unusually grateful if
well cared for. They will also serve whoever cuts them—but if the cutter is not the gardener, they will be
unusually spiteful.

¢ Summons Random Imp in 4-6 weeks.

¢ 8- chance/ seed planted of success + however much a gardening roll is made by

¢ Special lines cost 2 to 4 times the “regular” cost.



| Spider Seeds | Value: 30c / seed | Frequency: 2 | Era: 220 R.H. |
Like the Imp Gardens, spider seeds are found in small pouches. Unlike the Imp Gardens, they are ready for
action. Throwing or “knocking” the seeds activates them. The seed begins to shudder and grow, and in the
course of 1d seconds becomes an adult Giant spider.

The Spiders will serve whomever threw them for 4d-4 seconds, after which they will behave as regular, un-
controlled Giant Spiders. Recommended use: throw into enemy’s castle; run.

¢ Summons Giant Spider (active in 1d6 seconds)

¢ Limited Control Period

| Warrior Sound | Value: 11,000c | Frequency: 2 | Era: 215 R.H. |
The Warrior Sound is a horn. When sounded, it summonses/creates a troop of barbarian warriors who will
serve the sounder until they are killed, dismissed (by the Sounder), or for 4 hours. The Sound may only be
blow once per day.
¢ Summons 4d 50pt. Barbarians

| Snake Engine | Value: 7500¢ | Frequency: 3 | Era: 230 R.H. |
The Snake Engines were not built by the Imperial Summonsers—rather they were captured in the Southern
Jungles and returned to the Empire for study. They are odd in appearance, looking a little like a meat
grinder with a paddlewheel. When driven (by hand, or water, or some other source), they “produce” giant
sakes (anacondas or boas) at a rate of about one per 30 seconds. An engine will produce about 100 snakes,
and then it will produce no more until some die or leave a 1000-yard radius of the engine.

If the snakes are not kept contained near the engine, and if the power source holds up, the engine appears to
be capable of, over time, producing an infinite number of snakes. They are somewhat hostile, but not
especially aggressive. They will not attack whomever is turning the crank, so long as they continue to turn
the crank.

The snakes are immortal—they do not age or need to sleep. If the engine is run in an inhospitable
environment (one that would be quickly lethal to the snakes), it will not summons them. It is unclear who
built the Snake Engines or for what purpose, but more than a hundred of them were found.

Snake Engines are weigh about 180 Ibs and stand about a yard high.
¢ Summons Snakes (one / 30 seconds of operation)

Death in the Age of Kings

The Kings, themselves, lived forever (dragons do not die of old age),
and when they did die, they were burnt on great pyres and their ashes
were scattered into the high winds. They knew death as a matter of
transition, not an end, and they treated it differently from mortal men.
Now, millennia later, their view of death and the things they built
around it still resonate.

Cup of | Value: 200c / 2000c | Frequency: Era: Age of
Ashes | /12,000c 3 Kings

The Kings might have lived forever, but their progeny, however, did
age. The Draconigena (dragon-born) who served with them would die
(usually after a century or two), and they were kept in urns.

These burial urns served several purposes (they honored the dead, and
provided a symbol for mourners to weep over), but they also protected
the mortal remains so that the dead could not be called up and
questioned (in a world where there are necromancers, dead men do,
sometimes, tell tales). Finally, they were useful—the ashes of a part-
dragon can store manna, and so the urns are power sources.




¢ Long Term Spell Point Sink 10/ 50/ 100

¢ Commune — one knowing the name of the deceased may Commune, telepathically with the
spirit.

¢ Unclean — Anyone opening a Cup of Ashes is subject to possession by an Unclean. Note that
this is not the spirit of the dead, but rather an Unclean captured and bound as a security
mechanism.

| Hero’s Cenotaph | Value: 700c | Frequency: 3 | Era: |
A Cenotaph is a grave marker—a stone, obelisk, or monolith ordered by a King to honor a valued servant
(usually fallen in battle). The Cenotaphs are bleak, imposing things. They lack what humans would
recognize as artistry, but they convey a recognizable gravity.

They are beacons in both this world and the next. They can act as guideposts, and even cross-over points.
The Cenotaph is haunted by travelers in both worlds. Wandering spirits pass through, pausing to pay
respects to wherever they are going. Structures that house a Cenotaph quickly become haunted themselves.

| The Urula Sarcophagi | Value: 18,000c | Frequency: 4 | Era: Age of Kings |
Not all Dragon Kings were content to let their heroes go. The Urula Sarcophagi are great containers with
terrifying images of death on the lid, and skulls and skeletal fingers worked into the base. A living person
sealed inside one will be subjected to a Terror PWR 20 attack, and will probably go mad. A freshly dead
body laid in the Sarcophagi will rise as a Vampire.

These were rare and were only used by the most terrible of the Dragon Tyrants. Many were destroyed.
¢ Terror PWR 20 attack on those sealed within
¢ Vampirism

| Gahania | Value: 30,000¢ | Frequency: 5 | Era: Age of Kings |
When a Dragon Lord decided to die he would transform, shedding his illusion of humanity and spiraling up
into the sky. He would only do this at night, and he would travel in the frigid upper atmosphere. He would
go to Gahania: a bleak cliff on a nameless mountain. There, there was a gong, and he would sound it.

The gong summonses the ludex Mortuus — the Death Judges. Nine of them come and judge those present.
They make their decree and they retreat, back to the vale, with the soul of the condemned.

Astronomical Compendia

The study of the celestial sphere is important to many people for many reasons. Astronomical Compendia
is the generic name for star charts, astrolabes, sundials, and other tools used for measuring the sky. These
are often purchased and used by the upper class, and are valuable even without magic.

| Spy Glass | Value: 80c / 120c | Frequency: 1 | Era: Any |
With sufficient technical skill in metal work and lens grinding a true telescope can be made. Most cultures
(the Elves are practically the only exception) lack the skill and the understanding of optics to make such a
device, but they understand the value of “far sight.”

The Spy Glass is a magical telescope and is either a tube the view gazes through (80c) or it is an amulet
(120c) with a lens on it, worn about the neck that gives the user “far sight” without having to hold it up.
The telescope spyglass is a fine instrument (brass rings, polished wood), but the amulet version is far more
convenient and useful.

¢ 20x vision



| Fastius Draconis | Value: 1500¢ | Frequency: 3 | Era: Age of Kings

The Dragon Calendar is no longer used commonly, but it has its value. The Dragons (like the Kelts)
understood the intersection of magic with the natural world. They studied the magical “tides” and
“seasons” and they learned how to take advantage of the days and hours when the magic was strongest.

A Fastius Draconis is a rare Dragon astrology chart with annotations (un-annotated books cannot be
understood unless the user is a Lv3 Historian with Lv3 Draconic Script and Lv3 Astronomy). Scholars
annotated these books in the early days of the Republic, so while the original manuscripts may date back to
the Age of Kings, the annotated (and thus, useful) copies are somewhat newer. Such books are heavy and
cannot be easily transported.

Using the book requires lots of math, and use of tables and charts, and then aligning one’s self with the sun,
moon, and stars, and meditating on the hour (12am, 6am, 12pm, 6 pm) for 15 minutes.
¢ On equinoxes and solstices, a user with this book can gain an extra short-term spell point.
¢ Every day, the user can recover all with a minute of meditation at the hour (4x per day as
above)

| Dwarven Compass | Value: varies | Frequency: 1 | Era: All

Most cultures know how to make compasses that point north. Dwarves know the secret of making
compasses that point to... other things. The most valuable are those that point to precious ores, but there
are also compasses that point to the nearest object of the type detected.

These compasses are magical, but they have a very blunt, literal magic. They can detect simple, physical
properties—one cannot make a Dwarven compass that points to the “guilty” or that points to “my true
love.”

¢ Gold ore 18,000¢
¢ Silver ore 15,000¢c
¢ Copper ore 12,000c
¢ Undead 90c
| Faire Sundial | Value: 50¢ | Frequency: 1 | Era: All |

The Faire Sundial appears as a goblet with a flat top, etched with hour and minute marks and a brass
gnomon. The stand and base of a Faire Sundial are usually ornately carved with astronomical symbols and
images (suns and moons with smiling faces, fanciful stars, etc). They may be inlaid with semi-precious
stones. Faire Sundials tell accurate time anywhere there is sunlight. They can also be asked to chime at a
certain hour, giving off a clear, perfect “C” note when the hour arrives.

| Faire Lunar Altar | Value: 9000c | Frequency: 4 | Era: All

The “altar” is a silver vial filled with pure water. If emptied, it will refill at the next lunar cycle (30 days).
To use it, it must be emptied into a container that will not absorb it, and placed where it may reflect the
moon. The reflection will be vivid and frightening. And after one has peered into the altar, the sky will
appear terrifyingly vast and Luna, huge.

After pouring the altar and looking into it, the user is expected to make a sacrifice or “gift” to Luna. The
value of the gift need not be great, but giving a valued treasure will greatly please her. Luna takes her
payment for her services in acts. She will speak with the user and determine what he needs and how she is
willing to help, and then she will name her price. Luna can grant wishes, but usually gives advice and
information. She always speaks to the user with a great knowledge of what he needs, and is careful to
insure that on the next cycle, he will visit her again.

Luna is a strange, jealous mistress—it is as though each phase is a different persona, and if a worshiper
meets her in different phases, she will be angry. The exact nature of the altar is unclear—it may be
hallucination, or the channeling of some Fairy, or other such creature—or it may be communication with
Luna, herself.



The Elves Compendia

The elves are and were unparalleled astronomers. They use magic to allow them to make the fine optics
(lenses, mirrors) that let them make telescopes. Over decades and centuries they map the night sky. Their
Astronomical Encyclopedia or Grynef Yved is a multi volume work. Each book covers a sector of the night
sky.

| Elvish Star Catalog | Value: 2500c / volume | Frequency: 3 | Era: All |
The Grynef Yved was created for astrology purposes, but its volumes are useful for navigators, occultists,
and historians. To map the entire sky, there are 129,600 volumes, each the size of a single book of an
encyclopedia.

| Elvish Telescope | Value: 800c | Frequency: 3 | Era: All |
These are not magic, but the lens grinders and millstones that are used to make them are. These are
delicate, odd things, with many lenses and mirrors. They can be peered through or adjusted to project a
magnified image on a black cloth. Elvish Telescopes are highly prized by men of learning and science,
both for what they can do and the vast knowledge that they represent.

| Elvish History | Value: 600c / volume | Frequency: 3 | Era: All |
Humans read the stars to tell the future or divine personality. Elves look up, into the night sky, to read the
past. Their Grynef Histories tell the story of the ancient world as seen by the heavenly bodies. By knowing
how the stars were configured over an ancient place at an ancient time, they can tell what happened. These
histories are usually secret and sometimes heretical. They may not always be accurate, but they do give
strange and powerful insights.

Imperial Desert Legions

During the Usurper’s reign, the Empire fought a protracted campaign against the Bakr Kaarb in the South
desert. The Bakr were fierce warriors and expert fire sorcerers. They had, their whole history, fought some
enemy, and the Empire was just the latest in a long line of foes. In the depths of the most inhospitable
wasteland the South has known, they battled the Legions to a standstill.

| Salamanders | Value: 3250c | Frequency: 3 | Era: 220 R.H. |
The Usurper ordered that 100 long swords be cast that would serve a special legion against the Fire
Wielders. These swords are called Salamanders. Their blades are blackish, appearing scorched. The metal

feels warm to the touch. Each blade is marked with an upside down fire-rune and number of its casting (1
to 100).

¢ +1 Power/+3 v. Fire Elementals
¢ Absorb fire (-10 to burn rolls) — Fires will be sucked into the blade and extinguished.
¢ Protect Bearer From Flame
¢ -12torolls to be set ablaze,
¢ Take % fire damage before applying armor or rolls
¢ Smoke and super-heated air will not be inhaled. If there is no air available, the user will
suffocate, but will not suffer burnt lungs.

| Centonis Armor | Value: 5200c | Frequency: 3 | Era: 220 R.H. |
The leaders of the Desert Legion were outfitted with armor of the same blackened metal as the Salamander
swords were forged of. It gave superior protection against fire attacks of all kinds.
¢ Defender 14- Block v. Fire attacks (900c)
¢ +2 Protection, +4 v Fire (3300c)
¢ Protection from flame, as per the swords (1000c)




Inferno Value: Frequency: | Era: 240 R.H.
23 7250¢c 4

The Inferno blades were made from the Salamanders 23, 31, 89, and
91. They were chosen for greater enchantment when a Bakr attack
slew much of the legion. The Inferno blades were meant for
retaliation. They are never simply referred to as Inferno blades—they
are always spoken of with their numbers.
¢ Blood Drinker +2 Power / +5 v. Fire elementals and fire
magic users
¢ Protection from flame
¢ Sense magical fire — the user gets a RES roll to sense the
presence of magical fire within a 1 mile radius, and a
similar roll to recognize magical fire when encountered.

Fire Value: Frequency: 3 Era: 240 R.H.
Mark 300c
The Bakr Kaarb live in the deep desert under the sweltering sun. They
understand heat, and they have survived by making their peace with it.
Their wizards study the secrets of fire and they teach the Fire Mark—
an enchantment placed upon weapons that turn them into firebrands.

When a Marked weapon is drawn, it will ignite, making it more potent
and also (potentially) setting targets aflame. The Legionaries brought
many marked scimitars back from the desert campaigns.

¢ Burning Weapon +1 Power
¢ Set target on fire (10-; all normal modifiers apply)
¢ Pluses to Intimidate (probably)

[ Moki | Value: 1100c | Frequency: 3 | Era: 240 R.H.

The Moki is a heavy fruit similar to a coconut, except that it grows under the desert sand. Desert survival is
required to find them, but they are an important source of food and water for the Bakr. They precious Moki
fruit that are not eaten are used in magic—summonsed fire elementals may be bound to the fruit, and
released in combat.

The fruit are shot from slings, and the fire elemental is released on impact, attacking indiscriminately

The Jungle Campaigns

To the south of the Empire lay the Sea, and beyond that, the Desert States. And that was how it was for
years. Then, when the Empire decided that it must grow or die, it expanded finding that the desert behind
the coastal states was vast, brutal, and deadly. Thousands of Legionaries marched into the desert wastes,
never to be seen again.

But the Empire did press forward (exploring—it never did conquer the Southern Continent), and it
discovered that if one was patient and lucky enough, the desert would give way to jungle.

And as horrible as the desert had been, the Jungle was even worse. The desert was the home of hard,
dangerous, ruthless and relentless men. The Jungle was the home of monsters. The desert held agonizing
death for the unwary or unprepared. The Jungle offered a thousand fates that would make a man beg for
death.



The Desert was an ancient land with civilizations that dated back to the Age of Kings. The Jungle was mad
land—a place where empires built on towers of human bones had once flourished and then vanished. The
Jungle was filled with crumbling ruins and great ziggurats filled with the treasures of disappeared cultures.

There were men there too, to fight, but the Empire was drawn by its lust for gold. Over the course of the
Second Dynasty, hundreds of thousands, if not millions of coin worth of treasure were taken from the
Jungle Expeditions. Some of these they would have been better off not having.

| Despair Blades | Value: 3500c | Frequency: 3 | Era: 220 R.H.

Even on a warm day these blades feel slightly cool. Even in the driest season, the metal feels clammy.
While bearing such a blade, the bearer is always chilled. Prolonged carrying of a despair blade leads to
crippling arthritis, but the temptation to use one is great—they are terrifying weapons.

When drawn, the Despair blade makes the room cold—it’s not a physical cold (it won’t register on a
thermometer), but a psychological cold. Dread.

When the blade cuts, the target fills the intimate chill of death (PWR 10 Terror). The blade becomes more
powerful with each kill (in a single combat). After the first kill it is +2 Power, after the 3‘d, +3, and after the
7" (total kills) +4, and +5 Power after 15 men slain.

Its terror power grows at twice that rate (12- after the first kill, 14- after the third), as it “shows” the deaths
it has caused to each new target.

At the end of the fight, before it can be sheathed, the user feels the deaths he has caused (Max Terror + 1
PWR).

In appearance, these swords are grim, wicked looking blades.
¢ Incremental Power Bonus (2250c)
¢ +1 to Intimidate Rolls
¢ Terror Effect

| Bleached Skull | Value: 250c | Frequency: 3 | Era: 232 R.H.

The first Bleached Skulls were found in long abandoned ceremonial grounds. They were cow’s skulls,
bleached in the sun, and painted with simple, bright geometric designs. They are striking, if somewhat
morbid, objects of art.

Over the course of the campaigns, more were found and many were sent back. For a time, they hung on the
walls of noble’s houses. The Skulls summon the Unclean—vile, evil, possessing spirits. There were untold
murders, rapes, and suicides in the lives and homes of the upper classes before the connection was made.

Most of the Skulls were destroyed, but some remain, protected by men and women taken by the Unclean.
They are often hidden in secret places and worshiped by the corrupted who bring new victims to be
overtaken by the skulls.
¢ Each day the skull as a 3- chance of summonsing an Unclean. It will hold the spirit inside it,
waiting for the “best” person to possess. The possessed will then go about committing
mayhem, but will do his or her best to protect the source of the possession.
¢ Bleached Skulls can also cause the spontaneous generation of rats and spiders (so that houses
where they are hung may, over time, become infested). These vermin appear similar to the
natural kind, but are vicious and aggressive, like all spontaneously generated creatures.



| Glass Marbles | Value: 50c | Frequency: 2 | Era: 218 R.H.

The explorers found rooms under the temples filled with perfect, sturdy glass spheres, each about the size
of a golf ball. The spheres showed faint traces of magic, but there was no explanation of their powers. The
spheres are simple—they hold memories.

Each sphere can hold a single memory—a short story from a person’s life that revolves around one
important event. Others can experience the memory by holding the marble and concentrating on it. They
were used to hold the memories of the men and women sacrificed in the mass rites performed during the
New Year’s celebration.

| Ring of Teeth | Value: 3200c/100c | Frequency: 2 | Era: 218 R.H.

There are two kinds of Rings of Teeth—they are both almost identical, the differences being subtle changes
in the knot. Both are simple—a necklace or bracelet made of a leather thong strung with polished teeth of a
jungle cat.

When worn, the Ring “bites” into the victim—the teeth sink bloodlessly (but painfully) into the flesh
causing a minor wound roll (but no actual damage), and the necklace cannot be removed without a
Hexbreaker spell against skill 16-.

Once bitten, the Ring is activated. The Ring of Strength conveys a powerful Might enchantment (+2 Might
and +1 to Con).

The Ring Weakness saps 10 points of strength (min 3—enough to lift one’s head, and perhaps crawl, but
too weak to stand). Weakness is even more insidious—for each hour the ring is worn, the person will need
one hour to recover (so if the ring is worn for a day, and then the hex is broken, the atrophy will last for
another day).

It is believed that the Weakness rings were used to disable prisoners and sacrificial victims who were to be
put to death.

¢ +2 Might, +1 CON (affects all CON rolls)

¢ -10 Strength, with a minimum of 3

| Suicide Obelisk | Value: 5000c | Frequency: 4 | Era: 230 R.H.

They were originally called Oracles, for these strange, hieroglyphic-covered stones have a divinatory use:
they are covered with answers, and numbers, and they can affect probability fields around them so that dice
rolled or cards drawn will be as they desire to “suggest” an answer, ‘Magic 8-ball’ style.

They can offer good advice—they may be able to peer into the future (the extent of their supernatural
powers is unclear), but they are expert judges of character and can usually detect lies told in their presence.
Questions asked about people who have been around them can be answered with a high degree of
accuracy—this is necessary: the Obelisk wishes to earn the trust of its owner.

They are clever and have a mordant sense of humor (the variety of answers inscribed on their faces is great,
and they can often find a clever phrase that’s also good advice), but they have their own, hidden agenda—
the destruction of their owner.

The wealthy and powerful (Those would could afford an Oracle) are usually isolated and surrounded by
those who have other agendas as well. It doesn’t take much to turn well-founded suspicion into paranoia.
The Obelisks, over time, will do just that, often telling subtle lies and giving half-truths to make the owner
believe that those he relies on most have turned against him.

When the owner believes that he is alone in this world and the only friend he can trust is the Obelisk that
never lies, despair and self-destruction cannot be far away.
¢ Psychology L3 16-



¢ Politics L3 16-
¢ Lie Catcher 16-
¢ Effect Probability

| Bent Praedurim | Value: 120c | Frequency: 2 | Era: 230 R.H.

The cities in the vast jungle are all nameless. They must be—as the rains come and go, they are uncovered,
and then swallowed up again. Some have suggested that there may be only one, immense city, all but
buried under vines and trees and mud.

Whatever. The Legions found a great road, and it led to an arch covered with writing they did not
understand. The writing called out a welcome to invaders—welcome to me. Plunder my riches. The
soldiers did not know that they were obeying it, but they did.

It was not until later, after they had partaken of the gold that was easily found there, that they realized that
the arch had “bent” their weapons—not literally, but figuratively. The swords of the 230 men with
Praedurium weapons who passed through were irreparably cursed.
¢ Appear as normal +1 or +2 Praedurium weapons and behave normally in practice.
¢ They receive no damage modifier in actual combat, and all attacks made against their wielder
are at +2 damage modifier (counts for doubling).

| Dire Puzzles | Value: 400c | Frequency: 2 | Era: 230 R.H.

Many of the trinkets taken from the Jungle Temples turned out to be ingenious three-dimensional puzzles
(like puzzle boxes) each containing a single gem (usually 500c in value). The puzzles are fashioned of
metal and wood and enchanted so that tampering with it will destroy the gem—but it can be opened
normally if one is smart enough. To open one, RES rolls must be made by a total of +10. A character gets
one roll per 2 hours and each roll failed gives a cumulative —1. If a roll is made by 4 that's +4. If the next
roll is missed by 2: the total drops to 2.

The problem comes when one tries to stop: the total pluses are subtracted from the character's WIL. With
the first two hours, the opener can stop at any time. After six hours (three rolls) the character can stop for a
limited time (to eat or whatever) but must go back. After five rolls the user will fight to prevent being
stopped. Forcible separation is a possibility but there have been relapses (roll vs. WIL at —2 when
confronted with another puzzle) and violence has been used. People have starved to death trying to work
the puzzles.

Barbarian Mauls

The Kelts often fought with two-handed war hammers (like sledgehammers), and many times enchanted
them with +1 Power (this was often coupled with a +1 Might torque).

The Imperials who fought them were impressed—both by the effectiveness of the weapons and the
impressive visual image of a physically powerful warrior swinging a great hammer in combat.

Although they did not use such weapons in warfare, they were quick to adapt them to be used in their
gladiatorial games.

| Keltic War Hammer | Value: 250c | Frequency: 2 | Era: All

A classic 2-handed war hammer. The Kelts did not (generally) enchant their weapons with Might; they cast
might enchantments on torque’s and other pieces of jewelry and enhanced their weapons with charms of
Power.

¢ +1 Power



| Gladiator War Hammer | Value: 400c | Frequency: 1 | Era: R.H. 125+ |
Physically similar to the Keltic War Hammer, the Gladiatorial War Hammer is enchanted with Might to
augment the appearance of the warrior using it (his muscles bulge as he readies the weapon).
¢ +1 Might

| Praxius Maul | Value: 1200c | Frequency: 3 | Era: R.H. 125+ |
Praxius owned several gladiators at the heights of the game. He (like many owner/managers) lavished his
warriors with luxury and magic. The Praxius Maul is a terrifying, beautiful weapon, much heavier than a
regular hammer (Str 15 is required to use it), and immensely powerful. It is pure metal.
¢ Might +2
¢ Very Heavy Weapon (+2 damage over a ‘regular’ war hammer). (Strength Min 16. +14 IMP)

| Praxius Great Maul | Value: 4000c | Frequency: 4 | Era: R.H. 125+ |
Praxius had a single Great Maul built (some of his competitors had similar weapons commissioned). Like
the other Praxius Mauls, it is over-sized.
¢ Might +2
¢ Power +2
¢ Very Heavy Weapon (+2; Strength Minimum 16. +14 IMP; +16 including Power adds)

Standards

Standards were graven images carried before troops to inspire them—the symbol of an army or kingdom in
the era before flags. Many elite units have their own Standards, and many martial families add a familial
crest to the standard of their Lord.

The practice of making and enchanting standards begin during the Era of Kings when the great, powerful
armies marched with Standard Bearers before them. There are five common standards from this era—one
for each of the four suits (pre-consolidation) and one for the Kingdom of Swords (post-consolidation).

| King’s Standard | Value: 40,000¢ | Frequency: 4 | Era: R.H. Age of Kings |
These are great devices, 12’ or more tall, built of sturdy wood, requiring two hands (and some practice, and
at least an 11 Strength) to carry. Although the images engraved on them are abstract, there are a few
common threads — animals (bears, wolves, ravens, and eagles are all common), astrological symbols (stars,
the moon, the sun), and (of course) Dragons.

Although there are variations, all of the King’s standards have similar properties.
¢ Command
¢ Troops within sight of the Standard (fighting on its side) have +2 to the WIL for all
morale and resistance rolls (including resistance to enemy standards)
¢ Troops within sight of the Standard gain +1 to their highest combat skill
¢ Troops within sight of the Standard gain +1 to their REA rolls
¢ Protection
¢ The Standard Bearer has Deflection 16-
¢ The Standard Bearer has Protection +2
¢ Subdue
¢ The Standard appears to burn like the sun to enemy troops (-2 to all combat rolls to those
within 30’ of it)
¢ The Standard reduces the WIL of enemy troops for morale purposes by 2 points



| The Imperial Standard | Value: 1100c | Frequency: 3 | Era: All Imperial |
The Empire adopted the concept of Standards from the Kings, but in most cases the standards were
mundane and the morale effects merely... well, standard (seeing one of your own marching, unarmed,
ahead of your column, into enemy forces is either inspiring or stupid depending on your point of view).
They did make some enchanted standards, but none as awesome as the King’s Armies had.
¢ Troops within sight of the Standard get +1 to WIL for morale purposes only
¢ The Standard Bearer has 13- Deflection

| Sword’s Standard | Value: 250¢ | Frequency: 3 | Era: All Imperial |
The Kingdom of Swords had numerous standards built that were not carried in warfare, but rather were
placed along the roads to the Capitol to serve as a warning to those who came un-permitted or
unannounced.

The Standards “recognize” travelers who have the proper papers required for entry. Those who do not will
feel a sense of dread as they approach within sight range of the Standard. They will know why they are
feeling this effect, as well.

If the subject continues to approach, the Standard will affect him in some way (Terror attacks are common).
¢ Perception 15-
¢ Power 13 Effect
¢ Detection

Figurines, Busts, and Statuettes

The Imperials and other ancient cultures made small sculptures including busts, figurines and statuettes.
These were often mundane art objects; some were designed for religious or spiritual significance. Others
were toys.

As sculpture, these have value even without enchantment. Many “artwork” sculptures were enchanted so
that they would survive the wear of centuries. Many of these are unusually strong; some actually heal as a
living thing would.

| Toy Soldiers | Value: lc/man | Frequency: 1 | Era: All |
There are an infinite variation on this theme—a bronze legion, an lead King’s Regiment, a modern day
heavy cavalry. These are children’s toys, and they come to life on command (there may be a key word to
activate them). Although there are many scales, the most common is 1/72 where a fighting man is an inch
high and a mounted man is 2 %2”.

Enchanted, Toy Soldiers respond to simple commands such as march and fight. They can also be ordered to
deliver messages or objects they can carry. How effective they are depends on how many of them there
are.
¢ Attack 1pt damage / 30 men (1 mounted man counts as 5 foot soldiers). REA 12,
movement % yard per second. Any damage will destroy them.
¢ A troop can carry ¥ 1b per 30 men.

| Lamp Statue | Value: Varies | Frequency: 1 | Era: All |
Statuettes meant for simple decoration are often made more effective by being enscrolled to give light and
warmth. A Lamp Statue gives magical light upon command, and will keep a small, enclosed room
comfortably warm in the winter.
¢ Lamp effect (+80c)




| Marble Hero | Value: Varies | Frequency: | Era:

These small stone statues were common in the Age of Kings and Empire. They are polished statues, usually
6 to 12 inches tall, showing a hero carrying a signature weapon. The King’s Hero’s are rendered as
frightening; Imperial Hero’s are smooth, clean and idealized. These are usually warriors, but in the age of
the Republic, Senators were sometimes immortalized in this manner.

Many of these were common (and un-enchanted). Some of them were enchanted to last. The Some of them,
though, were works of art, carefully and expertly crafted. These were candidates for enchantment. While a
wide variety of enchantments might be cast upon a statuette, the Hero’s were meant to honor the men they
represented. Upon command, or when touched upon a glyph, the Hero’s tell their story. Some tell their
story telepathically, others through illusions, playing images of miniature armies clashing before them.

¢ Base Hero 150c (230c with gold trim, common for Imperial Heroes)

¢ Telepathic Tales (Listener must stand and concentrate to hear) + 50c

¢ Illusory Display (+80c to +200c depending on the grandeur of the production)

¢ Some hero’s tales from the Age of Kings are disturbing or horrific these may be worth more

or less depending on the nature of the tale.

| Wind Up Skull | Value: 300c | Frequency: 3 | Era: 2™ Dynasty

For a time (a short time), it was considered honorable to enscroll the skull of a dead man so that it might
speak again. The justification given for this was to hold the wisdom of the great man, but the result was
both ridiculous and horrifying—a brass plated skull that, when wound with a key, speaks for up to five
minutes. The skulls have the memory and the ghost of the personality of the former person. Candidates for
skulls were rarely important or powerful (the powerful could avoid such a horrible fate), but were often
skilled or knowledgeable (sages, lawyers, and accountants).

The skulls remember their lives and are aware (to some degree) of events around them. They can be funny,
or interesting, but they do not get bored or feel strong human emotions. Some have a sense of honor or a
hatred of evil, and will gladly commit their skills to a noble cause. Strangely, although they are side-show
curiosities, they don’t resent their own existence, and have no desire for or fear of destruction.

¢ Skill L3 14-

¢ History L2 11- (Specialize in the time of their life)

| Glass Menagerie | Value: 1000/pc | Frequency: 3 | Era: 240-270 RH

In the time of the Fall of the Empire, the were small glassblowing houses that produced figurines. The
Macerious House were the most sought after. All of them were enchanted so that even the most delicate
figures would not break. The figures move when commanded, each taking a distinctive action and then
returning to their normal position. An entire set contains 5 creatures and is listed here. There were many
such sets made, but over the years they have been scattered and a full set is rare, indeed.

Unicorn — Genuflects on one head and lowers its horn to the floor.

Sea Serpent — Rears up to strike.

Dragon — Opens its wings and stands on hind legs.

Pegasus — Tosses main, flutters wings

Manticore — Takes a step, tilts head to look at whomever commanded it

* & & o o

| Doll’s House | Value: 650c | Frequency: 3 | Era: Imperial

Doll’s houses were the toys of the Empire’s very rich; the intricate detail in the miniature furniture. The
standard doll’s house opens to reveal a 12-room, 3 story house with a full compliment of miniature
furniture and family (a dozen dolls, 40+ pieces of furniture).

These were not amusements for children—they were sitting room pieces, often viewed by adults. The dolls
live while they are not watched—going through the motions of cooking, cleaning eating, talking, and



otherwise playing at being a family. When observed, they are always still (a quick glance through the
window of a closed house might reveal the briefest flicker of movement.

A common parlor game for Imperial Ladies would be to open the house and then observe the still-life,
speculating on what was happening. Today, these diversions are of a different era, but they are still
intriguing and very valuable.

The Busts

Marble busts are typically a step up from smaller statues. They are often made with greater skill, and
require at least a modicum of education to appreciate. They are the decorations of the upper class. Busts
were often enscrolled with preservative spells (spells that would make them damage resistant, or even
allow self-repair), but some were cast with other enchantments.

| Watchfulness | Value: 150c | Frequency: 3 | Era: 190+ RH

During the mid-years of Arronous' reign, it was popular to enchant busts of the Emperor with an
enchantment of Watchfulness (the spell is actually a popular enchantment for busts of all kinds).
Watchfulness allows the user to “see” through the eyes of the bust. The user must have his eyes closed and
be concentrating.

The busts can also “watch” for the user, alerting him if the see something uncommon. Busts are not
actually intelligent, but they do recognize common visitors and can keep track of unusual actions (things
that the owner would find disturbing or unusual).

¢ Watchfulness (Perception 14-)

| Elkisk and Trebe | Value: 720¢/1200¢ | Frequency: 4 | Era: 220 BH

Senators Elkisk and Trebe were renowned patrons and vicious critics of the arts from the great days of the
republic. Although rarely seen apart, they quarreled constantly and engaged in great debates. They oversaw
the building of theaters and the support of thespians and playwrights everywhere. Manuscripts of plays
commissioned during their time (200 BH are treasures in themselves). These busts give the owner Art
Appreciation L2, and greatly add to the enjoyment of any good play. The Senators were also great
philosophers, and some busts also impart this ability (regrettably at only L2) to the owner. Trebe was the
fat one.

¢ Artappreciation L2, as though 3pts were spent.

¢ Philosophy L2, as though 3 pts were spent (20%)

| Summonsing | Value: varies | Frequency: 2 | Era: 220 RH

Summonsing is another common spell for especially dangerous or security conscious owners. The bust acts
as a bust of watchfulness, but can summons a certain kind of monster when activated. These busts can be
commanded to activate upon any disturbance, acting as an automated security system.

Blue Books

In the age o the Empire the Imperial College was a literal thing—a university of magic, where the
older ways (the Great School) was shunned. The best schools where highly competitive, and
some of the greatest mages ever studied and taught there.

Entrance exams to the Post Graduate Academies (where L3 mages studied, sometimes under L4
tutors) were to be written in mages script in “blue books.” These could only be read by the
Executor of the Exam. There are no more Executors—the colleges are gone, the Empire has
fallen. The answers are illegible.

But the questions are not. And what questions... these questions (to which great minds in highly
competitive environments dedicated pages) reveal amazing truths about the nature of magic.



These items are valuable (sometimes highly valuable) to mages and philosophers, but especially
to students of the Imperial College.

Imperial Blue Book | Value: 200c-700c+ | Frequency: 2 | Era: 180 RH — 205 RH

Imperial Bluebooks are thin but sturdy tomes—parchment bound in leather. They were built to
last as permanent records of student’'s work. Although legible to the Executor, today only the
questions remain and the rest of the pages are filled with hypnotically shifting text that gives only
the faintest inkling of what it might say.
¢ Most blue books from the Republic Age are worth 200c — 500c depending on the
nature of the question and the notoriety of the Executor.
¢ Entry exams overseen by L4 Imperial Wizards are worth 3000c¢ to 8000c (there were
6 L4 Executors in the history of the Empire.
¢ A Maxia and V. Cornealia oversaw entry into the Post Graduate School at Kapandra
for 40 years (20 years each) and the 40 questions from that period are known as the
“Impossible” Series. These books are worth 10,000c or more apeice and are
Frequency 4.

Joice The Wise

Joice was an Imperial senator during the time of the first Dynasty (the Senate still existed, but
was purely an advisory body). He was noted for being supernaturally lucky, resultantly rich, and
possessed with a deep irony and a sarcastic sense of humor. One of his favorite targets was the
military (a dangerous target in those days), and he made his points by commissioning bane
weapons given as gifts to high-ranking military officers he disliked.

These weapons were usually +1 Praedurium long swords (lower hero’s swords from the Era of
Kings) with further enchantments on them for abilities such as +4 v. Dragons or +4 v. Giants.
These swords are beautiful and often have grand names and hyper-expensive scabbards.

The Joke, of course, is that if one were to ever engage a dragon or a giant in one-on-one combat
with such a blade, the result would still be hamburger.

| Dragon Slayer | Value: 6330c | Frequency: 5 | Era: 213

This is a Royal Praedurium broadsword +2/+5 v. Dragons. Against dragon-like things, it is +3. It
begins to glow brightly when in the presence (100y or closer) of a dragon (or dragon-like
creature) and emits a humming noise that dragons find especially irritating.

The weapon itself is of the finest Imperial manufacture and has the familial crest of General
Volcatius Crassus to whom the weapon was issued.

¢ Royal Praedurium Broadsword. +2

¢ +3v. Large Winged Reptiles (Wyrms, Wyvern, etc.)

¢ +5v. Dragons

¢ Detect Dragons

| Giant Bane | Value: 1800c | Frequency: 5 | Era: 231 RH

This is a Great Axe (with a single, massive blade) built for Senator Otacilius Caepio, who had
retired from military campaigns in the North (Keltic lands), where his forces had faced (and been
decimated by) True Giants. He made several pledges to restore the Empire to its former glory by
funding a successful invasion or the Northern Lands, and Joice built the Giant Bane to send him
on his way.

Octacilius was a physically powerful, brutal, and unrefined man (his critics called him crude) and
the Bane reflects those characteristics in its simple, rough design.

¢ Praedurium Axe +1/ +4 v. Giants / +2 v. partial Giants, Cyclops, etc.

+ +1 Might (So that Octacilius, now an old man, might lift it)



| Kraken Stave | Value: 1900c | Frequency: 5 | Era: 129 RH

The Stave is a heavy spear with a massive metal head. It was given to Laetonius Armenius when
he became admiral of the Imperial fleet after his predecessor’'s ship was taken under by a sea
monster, trying to clear the Ogloken Straight. Laetonius resumed the attempt, and his ship was
quickly reported lost at sea. The Stave (at home, on the wall) was amongst his personal
possessions sold at auction.

¢ +1 Spear/ +2 v Sea Monsters / +4 v. Kraken

¢ Shark Bane (sharks must make a WIL roll to attack the bearer, and will generally

prefer other prey)
+ Ornate (gold, black pearls, and platinum bands) + 1000c

| Worm Maul | Value: 1500c | Frequency: 5 | Era: 149 RH

As the Empire collapsed, the wilderness encroached on once-civilized areas. The army was sent
to the Ulfryn Pass to face the Traveling Worms that had taken up there. When they met the
worms, they drove them back, but experienced terrible losses. As winter approached, the Worms
would return, the adolescent ones, now full-grown.

They petitioned the senate for permission to withdraw and escort the civilian population to a safer
place. General Curtius Aper, fighting a campaign in the South issued an edict that any man who
left his post would be tried for treason. He demanded that they stay, and fight, and win.

There was an early blizzard that year, and when the spring thaw came, there were only splinters
and ruins of the town—the soldiers—and the civilians—were all gone. General Aper returned for
the Southern Desert and declared himself a hero for his adventures there. Joice presented him
the Maul at his ‘victory dinner'—a tool for his next campaign.
¢ +1 Warhammer/ +2 v. Giant snakes / +3 v. Traveling Worms
¢ The Maul has the names of the men killed at the Ulfryn Pass in the winter of 147— 62
Legionaries, 104 civilians.

Gryphon Riders

From the Age of Kings through the Imperial Era, to the present day, Gryphon Riders remain
terrible and feared opponents. In the Imperial Era, they represented the ultimate in Heavy
Calvary. The Riders wore specially stylized (but generally not enchanted) plate mail and carried
an array of weapons including long bows, spears and swords (and in many cases, Preadurium
weapons).

Airborne Spring

The Kingdom of Cups (Spring) fielded some of the most effective Gryphon-mounted troops. They
carried wineskins filled with an enchanted broth that would keep a man warm and alert for days.
Sustained by the broth, they could fly for hundreds of miles in the upper atmosphere, far above
their enemies, and fall upon supposedly safe targets far behind the battle lines.

The weapons they carried were meant to maximize their strike power (a Wing usually consisted
of no more than 18 mounted men, and sometimes far less). They carried Phoenix Arrows and
Rack Bows (capable of firing many arrows at once).

Once they had delivered their arrows, they would swoop down upon their targets, laying waste
with scythes and spears.



| Airborne Rack Bow | Value: 1100c | Frequency: 2 | Era: Age of Kings

The Rack Bow is a complicated and intimidating looking device. It is over-sized, and heavy, and
has nocks and a supporting framework for four arrows. With training, an archer can draw and
load for arrows into the framework, and then fire them all as a single shot at a single target.

Although the Rack Bow’s abilities are largely mechanical, there is magic in the bow and the string
that, when drawn, binds the arrows together, and makes them act as one.
+ Difficult to use (20 hrs practice to load 4 arrows at once)
¢ Fires four separate arrows (one attack roll, one defense roll). Damage is 2x a normal
arrow, +1 to hit (for small spread).

Imperial Calvary

The Empire fielded its own flying Calvary, but its gyphon programs were never as successful or
long-lasting as the King's had been (many of the secrets of Gryphon husbandry were lost or
improperly maintained in the early days of the republic). Still, for many years Imperial Calvary was
a terrifying and effective fighting force.

| Imperial Helm | Value: 600c | Frequency: 3 | Era: Early Republic

The Imperial Mounted Archers wore bronze (but non-magical) plate armor in the style of the
King’s Airborne units. They lacked the resources to enchant their mail, but they did place
enchantments upon their helms, to give their rides greatly sharpened senses so that they might
coordinate better in combat.
¢ Eagle eyes (up to 20 times magnification)
¢ Acute hearing (the user must direct his attention to a speaker or location, but he can
hear up to 100y away as though he were standing right there.

| Imperial Fletcher | Value: 50c/arrow | Frequency: 3 | Era: Early Republic

The Imperial Fletcher built arrows with the shed wings of the Gryphons. As such these arrows
appear beautiful and fly more accurately. Although the arrow shafts may deteriorate over time,
the magnificent feathers and special arrowheads, do not.

¢ +1 Power arrow heads

¢ +5torange (so if fired from a -1/15y long bow, the weapon acts as —1/20y)

The Imperial Flying Calvary disappeared as the skills and funds necessary to maintain it
vanished. By the time the Republic fell, it was distant memory. The First Dynasty, committed to a
return to past glory re-instituted the Flying Calvary and created a number of specialized (and
overwhelmingly expensive) elite units.

Avongrad was one of these. It was an all-female fighting force that trained rigorously and
viciously, and used specially enchanted longbows. The Avongrad were shock troops, and proved
effective in the few actions they fought in. The cost of maintaining the Gryphons, however, proved
too much for the Emperor, and the Avongrad was disbanded as its funds were cut.

The Avongrad continued as a (much less effective) ground fighting force until heavy casualties in
the Easter Steppes finished them off altogether.

|_Avongrad Longbow | Value: 1450c | Frequency: 3 | Era: Early Republic |
The Avongrad Longbow is distinctively marked with lunar and huntress symbols.
¢ Might +2

¢ Power +1 (does not stack with power mods for the arrows, if any)



The Gatekeepers

After the fall, during the first cycle of darkness, the world was plunged into chaos and bloodshed.
The Empire and humanity’s enemies fell upon the unprotected lands plundering savagely. In this
time of unremitting violence, the Gatekeepers protected the land. Gatekeepers, the term, applies
both to the weapons themselves and the men who wielded them.

Gatekeepers were cheap weapons—peasant weapons—enchanted out of necessity. The most
common enchantment was bane against Ur-Men (the most feared invaders). A common example
would be a +1 sword, +2 v. Ur-Men, but equally common are tools enchanted with such spells

| Gatekeeper | Value: 400c | Frequency: 1 | Era: Cycle of Darkness

Gatekeepers are made from common tools. They are often machetes, cleavers, scythes, sickles,
hammers, pitchforks, hatchets or small axes. These appear as rough devices. Crude, even, and
in some cases even malevolent in appearance. While Gatekeepers might be expensive to
purchase, they were made by ritual—a terrible, bloody ritual, involving the slaughter of prisoners.
At the end of it, a common tool would be dipped into the fresh blood of the sacrifice and would be
withdrawn a Gatekeeper.

¢ +1Power +2 v. Urmen

| Gatekeeper Blood drinker | Value: 400c | Frequency: 1 | Era: Cycle of Darkness

Many weapons, so enchanted (about 20%) emerge as blood-drinkers.
¢ Blood Drinker +1/+2 v Urmen

| Hatred Gatekeeper | Value: 1000c/800c | Frequency: 2 | Era: Cycle of Darkness

Gatekeepers that are enchanted from a still-living urman (the “enchanting” is the killing of the
subject) gain special properties against that species of urman.

¢ +1/+3 v. a specific race

¢ Some (20%) are +1/+3 blood drinkers

Elder Gatekeepers

The enchanting of gatekeeper is not like the enchanting of a normal weapon. It is, in a sense, a
pact with the weapon—a promise to use it to kill. The Gatekeepers are not aware, exactly, but
they do have a certain sense of violence about them.

The ones that last over the years and see many, many battles grow stronger. The change is
gradual (and because they are not exactly suited for combat—they were all made, originally, for
other purposes) Gatekeepers rarely fully evolve. Some have.

| Osvold Scythe | Value: 2500c | Frequency: 5 | Era: Cycle of Darkness

The Osvold Scythe was used