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Archmagics



There are those who ar

 there are those of us who oill 1
eei provided by the gods of ¢ ¢

e
-
&‘g@ i
S

cts from fragmen-
ry. Only the
n permanent.

s of creation, .
‘which are as

1l as that from
me, While it is
g stream that is’
ich a thing possi-

perience during their ives to successfully use
rful archmagics, are known as archmages. These
archmages possess vast knowledge in the ways of the
spellcaster and have only a handful of peers i he en
world or perhaps even in the entire multiplang

Likewise, their lives are rather diffe) i 3
T

i
-




the adventure make use of '
ids mentioned below.

4ias |
‘maps during the adventures pre-
nture Book, or integrate them into

o=
=

S
s w«?égi

e

=5

included in the Archmagics sourcepack are
game aids, or props, to use in your archmagical
ps  adyentures. Many of the Archmagic game aids a

fs'p"écifically designed for use in the Camp_aigé : ﬁ}}fe

e
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Archmages



detected {Alt&f_’%

« Similarly, th ma

~ he is the subject of any Divinait
~ far away it is being cast, If

50 know exactly what

agically active of not, unless he can
1e i ‘a being of

fien the farget of

f such power (see

8,250,000
8,625,000
9,000,000
9,375,000




that he is one of
-~ world, and yet iv s wil
power may eventually lead t
Their daily lives are as norm
Jutlined below are va
ages, from wher:

fi h
emselves into such
earn to deal with their

ven scarcer. Many
ften trade their ser-
e, either as a sin-
burce, depending on
led. Particularly kindly
al kindness by the surround-
de the mage with a
5, regardless of the
es that the mage will

*}’é‘i.
ith their devastating magic
the locals must still have enough to provide
and to survive themselves so they may continue
y provide, having learned their place. Many of thes
mages also have a considerable army f




ty or fetch supplles guards to prorecl ]nm and advisors
ainers 01 concublnes to engage in his lc1sure nme

oth. mage, his keep and his lands, or to launul .gwo&‘
'oniv a few specific reason un(lmg area. These Lroops Lyp




'_pdss al{mg thcu secrctq o
' magcs takc ca clto

and w1]) often train dpplcntlces to
'mtmues A gre'tt many qpellw :

alamander pot.
e alchnmges are of thc behel lhdl lmgzc 15 1he nex

them to train as man) as pomble in the arcane w
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solation to
other planes of
veen the mage

ing the viziers or
the rulers them-

ey.
itizens are typically
ven themselves or
for his “protection”

185 ‘as making the land
curing blights. repelling
der these rulers is prosperous or
of the archmage, though
vith such a mage's rule.

joy. this high-profile lifestyle,
wumanity without the responsibil-
se will often Jive a “secret” life

ng in ordinary appearing houses
' ommon citizens
fe change and the

B :

intenance. If some.
o1, they will usually

of the surrounding area. -

- The strongholds themselves vary widely dependin
he personality and history of the archmage Some mage

i




tions ar _s‘_i_'sjll:'t_i'l"?’

prowde\_*l sngmhcanl amou
S one onfme The mag_ wi

ifferent lifestyle /
‘const__ltly harasscd by

¢lieving this is the way lhmgs are meant o be‘? Or
he doggedly strive to take an active roll in the world
nd him? Such a motivating factor will primaril
mine when, he lives and how much the a;chlzé?

faiiE
- o




_ _ ﬂr"i’_'_Egtgio;é was, many long years ago, a young hopeful conjurer of the Colle
7§ﬁ"ain'ed to-f%{;@n‘npetcnce'a‘r'r'lf'iﬁg-HiS' peers but was summone

Viscount Ephemere in his war

ge Bifrens.
d from his schooling prematurely to se
against the renegade troll tribes of Walhore,

i

' xd¥ . Serving aboard well-guarded wagons near the forefront of the battle, Estid :
Aanp \\“" _and his fellows launched destructive magics at the misshapen troglodytes until the
L\ “?\‘!’ eq,fd.\“ AW, could no longer stand by their own strength, Cnly then would the wagons be with
A \\eo_,{\ﬁ\u“mﬁ g WO i drawn and the ma ges allowed to rest,
\ 45

AW gl o A A " .
i gty \}l\t‘“\}:\ o e After this routine had gone on for man

y months, Estidian and some of the othe

o W0 A6 W\ ‘ mages, along with several of the infantry, evéntuall}- chose to pursue a bold plar

raAS i o fast Ao R to end the war, Working together, the mages cast an ancient spel], transforming

\ 3\\@\\ sﬁtﬁw\tﬁﬁ\“\@ the troll warlords into humans, The resulting insurrection among the trol

%\“‘ﬁ\t \ oue ranks set the tribes against each other unti] none was a threat,
W 8 ) \\v\“gs“ 3 %.l\“g, Estidian and his allies returned to their homes as heroes but could no,
ﬁﬂ’“ gt\‘m\% \3'/‘\% ’ \ stay long, adventurlust now in their blood. The band traveled for years
L (\\\ﬁ\‘\“ L . Estidian growing i

N power all the while. The downfall of Erith-K
-itﬁ’é_:‘ca\'es of Portwoard; the slaying of the beast, Cl

gen's Thoughts: all could be traced to the
ately, it was not enough to keep estidi
‘sense of responsibility, With the de
chose to curb his wanderings and cla
: e manor and grounds were fraught wi
Snathmat's life, but all were eventually er,
school, teaching young apprentices, tw
iinpressing upon each the need for self co

When the allies returned

ol; the cleansing ofz#8
anag; the safekeeping of the six Tomes &
actions of Estidian and his comrades. 9,
an satisfied. His skill began to, bring © i .,
feat of the sinister Lord Snathmat,
im the dead Lord's holdings as his
th traps and unexpected legacies of
adicated. Here Estidian set up a small
0 to six at a time, in the arcane arts angtgfi
ntrol and the respect of others, !

and bade him accompany them on one last quest,
 Estidian was resolved. Only when he learned that the prize to be had was the soul of

his closest comrade, did Estidian consent. The quest was long and arduous, costing
the life of more than one of his fellows, but in the end the imprisoned soul was freed
o travel to its final reward. Only the body remained, inhabited and made animate
K., by the offending demon, Using his magic, Estidian forever bent this demon to his
- will and returned to the city where he first trained to retire. The trials of the past
days had taken their toll, and Estidian wanted nothing more of his past life, only the
,gé semblance of a normal life and the enjoyment of the si mple things long denied him.
ks In the city, he purchased a small, secure domicile and tied it extradimensional-
% ly to his former keep on the coast, By this arrangement he could tend the sm
dens outside his city cottage and socialize with his neighbors, w
the security of his stronghold where he could
leisure. The demon, Fargus, in the body

manservant. The fiend is still under Estid fan's control but constantly defiles
the mage verbally. Estidian ignores these ramblings, knowing the

. demonis im potent ta harm him, :
These days, Estidian feels his health failing. Though he does,
not wish to prolong his existence, as other archmages do, h
feels the urge to pass his knowledge along to one who
worthy. To this end he has begun a search to find t
~ apprentice, screening each carefy
schools of magic. He grow
for less than his ideal in

all gar-
hile still enjoying
dabble in the mystic arts at l{;‘s
of his former comrade, serves as his

he'ideal candidate for his

lly and passing H em on to more traditional
impatient, however, and ma y be forced o settle
hopes of fulfilling his dying wis

Gods, the world is 4 beautiful

1 with wonder and magic.

If € not for the things that |

Mgl . Naveseen and done, | could believe ji

e. The evil is there though

N Lbe denied, proof ever
em ; - vetore me in Fargo's Presence, If

‘\& of paraly 7allo

" . .).
- ) ‘-;\L'lll{b £ ! )
etect MAgI¢ }{edd magic. 7 - onalll know and nor,
L. ] L i

GLE:L €,.01 the worl
from evi wa_!__l indeed be the sadder for i,

e



: ’Ihéri_na'_r'f called 1}“?61}')!1idii1&; is an abomination of humanity.

orm and figure are ré!al‘in;{y normal, hie hias been searred in several ways by his dealings over the
Y i fiends and the failure of hurriedly-wrou ght spells.

Knowing the scope of demonic power, Morphidius sought the suppoit of powerful
. demon lords in his quest for world domination, The lords, however, demanded the soul of a

" virtuous maiden-warrior, When Motphidius failed 1o produce the soul, the lords took his eye

. and fingers in exchange, giving him tiny creatures of the Infernus in there places. Now the

“diminutive fiends ride upon his knuckles, dancing about as mock-digits, and sit in his
empty eye sockets, whispering descriptions of all that lies before him. Due to the terms of
the’demonic pact, these small demons must serve him as normal appendages and he is

Even his appearance is no longer human,

years with po

completely unhampered by them.
W W ‘m‘ﬁ 3\\ﬁ“ s B -a Morphidius began his life of magic as the toadyi ng apprentice of Laxlor, a
‘\\\q\\\ (st R g o e e court wizard. Laxlor took several unfavorable stands towards the decisions of his
2.\ t\“\\\\‘\“ it u\‘““ﬂ“ﬁ\‘“ ¢ oo\ king and eventually became “untrustworthy" in the royal eyes. Morphidius' amb-
4 “';t@“ ‘-“\:.‘\;mt od iq,\\“‘ﬂ“ tions drove him to accept an offer to replace his for
o
A\

: 'mer master and murdered Laxlor jn
the king's name,

. i atiently nurturing the king's trust, Morphidius became, unofficially, a very
~ DPErations of the kingdom. He careful y fed the king's ambitions of uniting the lands
under a ‘a?i?é]e,"smmg ruler, guiding and assisting him until al] the outer land's defenses were
e roken, S:lltll;:lfangausly he fomented the king's paranoia and distrust of his senior officials,

eventvally ordering their executions himself, in the interests of the kingdom,
L was during this time, that Morphidius failed at his first casting of a minor archm
_'glttémbiing to destroy all the champions of the surrounding lands in a single blow. The
of the repercussion Jeft Morphidius disfigures and distracted, allow
drive him out of the stronghold during his weakness,

Hiding out in the Legorum mountains, Morphidius pl

- dom for years, his greed and ambition inv
~ powerful mages and priests. Many
magic, sometimes with military

powertul man in th

agic,
force
ing several local nobles tg'é‘:i

anned the downfall of he king-
olving him several times in the affairs of other
times he tried to topple the united lords, sometimes with
force, but every time failing, Eventually Morphidius chase
to immerse himself in his art, hoping to achieve enough power to overwhelm any opposi-

- tion. His isolation and the tamperings with the primal forces slowly drove him insane,
though his arcane genius survived,

Through his scryings of the ether, Morphidius
into the infernal realms, long sealed,
long thougl destroyed, Predicting th
several skilled assassins and a legion of mercenaries, and sent the
Meanwhile, he could concentrate on how

He devised

learned of the existence of a gateway
and of the re-emergence of the Knighthood of A

ges,
eir eventual involvement, M

orphidius drew together
m to destroy the Kni ghts,
Lo best utilize the infernal gale. ;
an archmagic which would allow

passed through such a gate, bu needed an
LT it. After long months of delving into ar
A the gods of old, who lived in a city
y1idiig b e ! ;
M:ég‘ HU““‘-\}*?&%&;. gods themselves, the city w,
Rabe

i

5

him control over any being which

immense source of divine energy lo power_';{’z
wient religious texts, Morphidius learned of

in the clouds. Built of the essence of the

as said 1o track a lengthy but regular course

i through the lands, 5
SK\U_-;;) N.C\-,-.ni\g (A 5 Recently, Morphidius has determined the existence of th
Skill 2 (GTH: Kt i cloud city and its location, Just days before he would be cpture 0 ity h
ST!’\‘fN'l 1GENC ; by the Knights'of Ages, he transported himself and his efforts i ;Eé city.’ :
1NT‘5L}1T. ' . could use the natural essence radiated their to power his spe
\NS{G El’x}lTY 15 ' Now he waits: for the proper alignment of lhc,.s_lgljs'
EXT NA above the the thrice-sealed gate. His renewed and juvenated
31{:;%‘;[ Neu.\f?‘[ Ey ﬂ : ready 1o thwart the Knights and
A : sl

anyone else who migl

_ _ --T('Jg_el'hc_r we could rule afl."
. ‘d-anc\be‘fﬁ’%’g. he sai}l, ‘Together!" As if he
< skill 28 wizar®> e T\ ; could H1any way facilitate my
9% »s'b £ Venom @) ey i Inevitable rise, Fate did him a far

2 . B.  Kkinder tum really, than | would
¢ the MAEh - .

ot 2l > ; hé_lv__e-. Up until the unfortunate
Joss, efreetl #  lailure of the ritual, | had decide.
o radivs) - loembed his fists in the stone o
{ i« 1 ; 2 »

my chamber and peel the flesh
from his I

ving body as ent e
lainment for my Dark Lord.
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artifact is lel
“remade in its :
~ For instance, a crown th
command fire would raise

al of energy. In worlds
; t of magical
y reduce ‘_}j\e"'amo'lz‘nl of

iis is happening,

118 to destroy a few

ntained energies back into the
han done but will have

Lanuse this principle -
 could be hired by a wiz- «

tempted only by the most ambitious or powerful ‘
The successful enchanting of such an item is the ulti-
~mate goal in the lives of many archmages.
The potential artifact must be ei




fhand of a hch of aclive volcana).

required to accomplis
ing the cavernous temple of
> :mg the item on the alter).
Rvuy amlact hae its 0\'

allqg evuylhmg for hun-
rumble into dust; others

possible and GMs are encour
hich are appropriate (o the arti-

lined pur :ly and honor.

artifact must be breathed upon by an ancient, acid-
reathing dragon.

« A magic device must be doused in the |
~immortal,




The Bastion

The Bastion looks like a n iv
© plates half an inch thick, bolt
- silver runes that cover most

of its surface,
"ﬁ The Bastion was forged out of an earth elemental by a dwarven
AR Bl wizard who bound the creature's spirit into the armor,
: AFEE O u W ¢ p
G “; b nﬁ‘ wi%ﬁ\'\@“ i O |
RO L\ B R 0 o
4 B‘-mw '\‘\'1\?’“;‘ &\1\%“@5\\)\3“ To don the enchanted armor 2 warrior of Skill 9 or pef-
I\¥ ‘,:\\{x%\{L W W A\ ter must (speaking in dwarven) command the spirit to awak
oW iﬁ%“'\\“m W €n and receive him, If these con
w

50 way to put on the arn ish spell. The Bastion dives 't
er the following advantages: 4 j
L ‘ T g
€ armor offers protection equivalent to platemail +4, g
' The armor will absorb half of all physical damage inflicted on the
wearer. The armor has 125 hit points and regenerates 5 points per

~round. If the armor is ever “killed" it will collapse, reverting to the
‘earth and stone from which it was forged. =

* The elemental bound in the Bastion will mani
mimic and amplify the wearer's actions, givin
- of a 23 Strength while he wears the suit,
~+ There is an arbalest built into the shoulder of the suit that can
fire once a round, in addition to the characters normal atlacks,
‘with a THACO of I'l. The bolts are +2 weapons that do 2-12
. ' points of damage. The suit never needs reloading, ;
* The armor has spiked gauntlets that are the equivalent of +2

*

pulate the armor to
g him the equivalent

scious but wil| stop w Pponents or if the wear-.
er dies. It has a THACO of 11 and can attack once per round with
both of its mailed fists. i

The only danger (o using the suit is the living spirit within
it. The earth elemental will Occasionally decide that it
wants something and wil try to wander off, If the suil
is being worn, the OCcupant may save vs, .. spells :

# to keep the Bastion under contro). .

The creature's desires are infre_q[je_nt but"l;oi arye

Nng had the craftsmen

_ o the: night, a hundred
ammers echoing like hard rain
1 the vast cavern where the SOr-

. cerer orchestrated the final stages

2 of the armoys assembly, Whe

- complete, the Bas
- hothing so much
-~ Mmannequin, En
fune in the faceplate of the gre

helm, the artisan commanded hi
. creation to awak

tion resembled
as a monstrous
graving the final
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of the pre\-".ous
o the amount

v
rypssessed” BY one
a pcriod of days equal t

ailed by.

The Crystalline Matrix ter is
wielders for
the last save was

ks like a multifaceted ) .
Previous Wielders

The Crystal\ine nMatrix loo
taff made of a material that resembles diamond.
was created to serve as a focus for mortal wizards. ) ]
Grown slowly ovel the period of several decades, it These are @ few examples of
. was carefully crafted to serve as an efficient conduit the kinds of }‘*31'50“31'11'1'39 the cur-
1es. rent wielder could encounter -
when using the matrix: :

for magica
used by wiz-
Ayovon

The Crystalline Matrix Cé
ard characters of skill 9 of better who have an
. { 15 or bet- \\’hl_'l 'L\St".d t
tht‘ E\l‘liff\Ct, t'lid 1\1111 i'l'\ 55
i died, the s [

Intelligence of 17 or better and ¢

ed character tries to Us€

ing for a spiil

ter. If an unqualified _
he is stricken by a jeeblemind spell and loses 1 K1 !
y (which only a full wish can restore). erations. Outgo
1% dnf@[s the fguo\.\vi“g the "Old man \'\"O'Llld
delighted to give advice 10
\der of the crys

level perman_g_nt
& In the 'L_‘,'_lg'l]'t-\}\‘iai}di
§ abilities:

o The Matrix

the matrix €
the new wie
wielder may tal stave.
okill level.
Betral Madrigorik: A tn%gu i
d the staft to furthei

or does not
wizard who use
ambitions but was never 1'ec0gnized a
; and conv

Matrix sp
need to rest before izing spells:
o The Matrix aids recall: The wielder does not need a
pell he has already learned. Selfish and amoral, Betral will try
¢ 'may save wielder to bring him pback from the limbo ©
) Matrix.

orization. The

e spells at the Jinute per
¥ F

speeds recovery: The wield
1 ?
5 an archmage:

ince the
f the

speeds mem
rateof 11

dto world

~spell book to memorize @ S _
s The Matrix aids retention: The wielde
§ vs.. S Jolls to retain any gpell he casts with a penalty
- equal t0 the skill leve of the spell he wants t0 keep
for instance, when a Wizard casts @ okill 3 spell, he Vodor Ebonhearth: An evil ?01"5@7“ dedicate
may save Vs spells at 3 and retain the spell in his conquest. He used the staff In forbidden experiments in
 memory): pecromancy and demonology: When he died, they puried
the Matrix with hin For a villain, Vodor is a persunab e
the Matrix has accumulated fellow.
Vodor's apprentice only used the staff
e his master-

ho have used it
w o communi- The Guardian:
onalities in to keep it out of the hands of peop‘le lik

advisor The Guardian will seldom communicat
rent wielder, ant
when he does itis

extended use of the Matrix is HSWHY very

ly absorb some O important.

After each

t save VS

tle person-

the charac-

5 of use,
some of the memories of those W
gometimes the wielder will learn ho
cate with one Of more of the 1'e5'1dua‘l pers
the otaff, allow ing him to use the Matrix as an
 (these phantoms may never cast spells).

QOver decade
e with the cur-

One of the risks of
ill subconscious

that the wielder w
- the memories imp i in the stall.
~ uses of the staff's po vielder mus

: ffers a sub
- a row,

i

me

Thyee



& This mighty weapon can only be used effectively by .
i “-\“\\\“ﬂ Character with a strength of

23 or better. It js possible fo
W O WS weaker characters to use it

" but they receive a -1 to hit fo
.“\\\\\0“ 1\\‘“\.\)’ \one every point under 23, to a maximumm penalty of -5, The
y W o ®  Hammer has the followin abilities;
AR Qi e g :
; < e e B . ]
i AL ., s@\\\%ﬁ 1\\\\2&\:’% W+ The Hammer is a +4 weapon that does 5.30 points of
AR D damage,
S 08t \ et g
\\\\“\}%‘ 1\\\{&‘\{\1 -‘\c':i\t\ﬁi\“ * When used against fortifications, each blow from this g
U ot OO (A AL weapon does structural damage equal to a battering
a ? ‘ s et 9 ram. !
o w * The Hammer can destroy a

ny item vulnerable to crushing,

is allowed unless the object
1dy save at a -2 penalty. 7 il

€ Hammer will destroy the vic- dali
I's choice) unless the armor or
se it saves as stated above,

'in one swing. No saving throw
ical, in which case it n

successful attack with th
im's armor or shield (wielde
hield is magical, in which ca

The Hammer Resoun
r'emembers everything its wielders

Once a day the Hammer may b
itself. The force of the blow reduy
. and Stamina by 2 points for 3 ¢

exertion reduces his maximum h

€ used to strike the earth
ces the wielder's Strength
ays, and the superhuman

it point total to half for an

A hour,

* g The blow causes tremors with the same effects as an
{ earthquake spell cast

by a skill 18 Priest and create g tor-
rent of debris that rains down with the same effects as a

meteor swarm spell cast by skill 20 Wizard

The living metal of the Hammer

ambitions and desires that ma
those of the wielder. If the wielder does not
engage in melee combat on a regular basis,

the artifact will try to lure the wielder onto e; .

the battlefield by entering his dream

Resounding hasgi:-
Y not coincide with

implanting suggestions that wil influence him Eftn;_ing

their waking hours, These powé,_n_‘,s-_'work_ like th
R dream and suggestion wizard spells. i

v\\%( i MR ki
60&9;?- walld 10l %ﬁa eb’ﬁag’*gj

Bt ' ' mes i.'dream of 14
f migo'! tlefield where | know eve

__QUli';let_i,"l stumble on.
c gore only to be helped to

my. feet by a giant of 4
With an easy smile...

ma n



<hould ever

pary glassh it will
the witer

alf

ne inconvenient place. 1f it
1 1o save (@as ordi
ther enclosed
or full in

accident in SOt

be roughty jmr-ﬂcd

. Life's A6 burst. ll: it s broken it
j gphere of finely-blown glass filled with water. Around the cit- \flm ﬂuwkly rise. filling it 19 qne B

j cumfercnce of the sphere are 24 alyphs. each carefully full in (WO wurns "““L‘ filting i _”‘ “-‘”f'

engraved in e of the glass. 1f one looks closely into wrns (regardless of the room’s size). 1

sphere, tiny an be seen qwirling about in fug room has 1o openings lareet than ¥

the flow will stop and the

will reform iaﬂmving‘

be contained by simply

nd windows).

arci.

and i
one . h

1 a room or o
@ quart

iy '
Life's Wellspring

Wellspring 4ppe o be a fragile

square.
) ; 7 ;
pvers in vast, barren W etllspr'.ng

accidents 10

{he surfac
the organisms ¢

water.

The wellspring was'created to create T
{andscapes where they do not or cannot exist. In preparmion >
imaginable (orrent of water which the Wellspring securing doors ;

¥ i the intended river flow is not contained. it will contin
; ue as described until it reaches

the course ©
course. Begl
at a s€2, Tiv
he user clears and prepa
o inscribes @ replica of one of the _
and performs @ brief ceremony- rounding ared-
anointin ood. The user continues e )
R © ravel the intended course stopping periodica‘l\y {o inscribe ' wl“““ 24_‘““"-5' the spring §

a new glyph. wntil he reaches he location where the river 18 10 will be the. 5128 of a large stream.
pegin. Here e inscribes the 1ast glyph and. instead of anoint- ,"\quauc life the $126 sh will be 1
o to the gmuud at that | acation. it, and plamhfe will begin 10 in the water.

. Within 2 days. {he stredm

{0 grow along

ing it gmashes the spher ]
nedii\lcl}’_bcgins to 1ssue forth from ; .
Plants will begin
dition. BY this time. the

for the un
the user My

along the

st prepare
desired

ey 18 designed 10 end (

wmcr)‘-'-t
d H?re h
into the 'gmund
a drop of his OWR bl

pning at the point ‘
or delta oF other major pody of watet.
Once formed. t

creates,
res a small .
begin 10 expand and

by traveling
where the Ty
§  major bg@y:_q[
b pach of groun
& ophere’s glyphs
g it with

of targe fi
grow
will be the gize ol & small river.
the banks pegardless of the
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it reform.

L, A stream of water imy
‘the Wellspring. growing in volume, and flows rowards the site ) .
L of the next ghyph- 1t follows this course from one glyph to the land's previous €O
© pext until the watet reaches 1S intended destination, at which reached its destination. and the Wellspring ¥
re reforms and may be retrieved for use . Within 1 week, the stream will be the size of a large river.
ater's COUTSE # The banks for 100 yards will become alive with plamlife.
regardless of the land's previous condition. Local animals will
and Lo graze.

nt the area for water
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1 month, the gver's growtit ¥
a mile will become rich and fer
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ime the glass sphe
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again: the rive
entirely prcdctermined by the glyphs and could easily
path which defies the laws of nature: ihe spring is born of e
magic. The wellspring of Life is the originator of many leg- '_“ ithin .
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will begin 10 resi
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The_ Lode Arcane

The Lode Arcane is a magical storage baltery w
can power the casting of archmagic spells. Said (o be
g@t“.“ from beneath which magic sprang, the Lode is said to
g 8% U magics of the world and cannot he affect
Wl ol s Extreme care must be taken in han
AW ot -\\\51\83 touch can drain all magic. Anyone wishing to wield it risks being magical
\ \ W AL Usterilized” by the Lode. Unless he saves vs., Rods at -4, anyone who pick
up the Lode is cleansed of magical potential, If the holder is a non-mage
i 1at person may never pursue life as a mage or cast any
1igh magic items stil| function). If

Lthe holder is a wizard
. he is immediately reduced to skill 0 and can never:
again practice th i ; iti

hose energy is so vas
hewn of the very st
be attuned to all natu,
ed by any spell,

dling the Lode Arcane as jts slighte.

o) successful, that ing the Lode again,
W A e S g g

The Lode does, however, have one additional drawback: it age

.its wielder at twice the normal rate, effectively draining the magic of life fron{des
‘body. This effect cannot be save

1 d against and continues for as long as the wield.
s holding or canying the Lode, it

ility to power the casting of archmagic spells (men- ol
the Lode Arcane possesses a number of other abilities: Had

/1 i S permanently drained of al| magic
" and rendered useless (artifacts and relics may save vs,, lightning at -2).
~ t Any magic item which has been drained or spent of al| its charges
. (unless drained by the Lode itself) is recharged by touching the Lode. At
the restoration of each charge, however, the jtem must save vs,, lightning «
al a cumulative -1 or be burned out by the power of the Lode, J
* The Lode gives its wielder the ability to detect magic to a range of | mile.
o As its wielder becomes attuned with it, he

Mmay know the exacl nature of
the magic by making an Insight Check. The initial Check js made at -10
though this improves by + | per week the Lode is held or carried,
* The Lode enables any wiz

ard wielding it to cast spells without the need
for any Components: Verbal, Somatic or Material, The L

vides the magic normally drawn from Lhe components, N
~+ ol the spel| changes, however (time to cast, duration, etc.)

The Lode Arcane's most powerful abilit
power the casting of archmagic spells. When
ics, the Lode can take Lthe place of
not serve a specific purpose in the
result. The Lode also

Y. however, is jIs ability to
casting these supreme mag-
any material component which does

casting and is merely destroyed as a
Prevents any side effects (not backfires) as a result

of the casling, such as the loss of Attributes.
In preparation for yse as an archmagic casting battery, the Lode
Arcane must be charged, a potentially devastating procedure in
itself. This is best accomplished in as deserted an area as possi-

ble since the charging drains a/f magic within a 10 mile radius.,

This event is so notable that all archmages in the hemi-
sphere wil) automatically know

it has occurred (though
perhaps not where),
When this charging lakes place, all magic,
H&& items in the area are 'mmediately and irreversibly _ :
dﬂ ' drained of power (artifacts and relics may say S.. disintegration), as
Wo Am A are spellcasters (as previously described)ﬁ.-‘-‘)‘ﬁ_"chmages may save vs,.,
Mles, death to retain theijr power.). Even m_a'gical_creature_s must save
€9, } nus
. : }05 VSs... death or be deslroyed, Those_._t_ha_t-{c}o sa\.{e;;nayj._}_lyfé{\bu_t :
: w glf/\) i are rendered comepletely non-magical: freaks and aberia
hy tions. bt i diy
(270 ] Even priests are wiped ¢lean
?Ok M9 ‘%-Af i of heir spellcasting abili-
e ok & i @gﬁh 0 ties. Their situation js _
e ) : ! ALl reversible, however, :
i) ? A“A WA && = H& if they are Blessed : Ly - ]
ot AL lockead WiT% by a priest > tndieamt of. The world
AN hrtcé™ 0 {- “W 12th level o selfiwould soon be hélpless|y
; n higher or b S Y ; ' |

_highe mine. As |

“their dej ey Ty ; v

SRS "l eodhood aspeck appeared.
o . onthe horizon and grew steadil
ger, It was Greldon, the drak

L the Seven Crags. Legen

a2 :_h'alzl_]c_'w'as an ancient drago

-~ mage of unmatched ability.,,

I reveled in my immi-:

d to

would see.
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The Mantle lmmortal the heat of close
« The wearer can feleport hims

This unique artifact is @ cloak which {cal contact with him to @ palace in a pocket dimension
as the sower to grant its master g,odlike power. fts ori- which serves as h.l',s’_ domain. The Palaca is opulent but

uded in mystery, but itis believed 0 have 9}”1‘9“‘9"“1 and afflicts mortal visi-

2 celves as @ means to est 1O® with an inexphcalﬂe loneliness-

One year after the character has

d the Divine ghadow the

are shro

ins y
o eated by the g,ods thems
mastere

ation will be revealed

been cre
mortals in {he face of divine power.
gome of the powers of the mantle take effect as s00M !
as the cloak is wortt Others take a while to develop prop- power ot Eredlist :
erly. The following abilities are available from the onset: to him, granting him the last Of the -
’ mantle's special abilities:
Attributes Jower than 15
o The wearer can cast a combi
mnajor creation and fab

pbutes 15 10 148 are !
nation of

P will be raised to 15y and all Attrl
he character's pest '
' picate that does 1
'1'11301'1.

increased bY 1 point. In addition t

Attribute 18 increased by'another_poi_nt. _

For instance a t\b_ara’n:\e'r w:"_i_th'-StL' 18, Int 13, Ins 16, material cot

< 17 and Ap! 1-5'-'\3emmeg'5't'r 20, Int 15, Ins y7, mm to create objects ©
thin air at will.

aot require &
ent, allowing
ut of

o Vitality: All the ch;a_rac_ter's

ota 9, Dex 17 and Ap
gta 15, De 6 when he dons the Mantle.
. lmmorta\ity: The weare? will not age so long as he o i
wears the Mantle. Spells and attacks that cause aging wi {\t the gamenms’cer s dis-
have theit effects Jimited to 1 month for every year nor- cretion, extended contact
mally inflicted. : with the mantle can give th
. Iiwu’lnerability: The wearer {s immune 0 mundane character gruly divine abilities such as supe ;
otson and disease and regenerates 1 point per round. In human attri‘putes or innate spe use. It is even posszble
addition, the wearer is only harmed by 1 or better m ag that this artifact has the power to bestow godhond, but
this would require decades OF even centuries of continu-
50 owerful that he ous use.
The danger of assuming the mantle of the divine is
tng cosmology will accept the character at
m as though he 1s

rs presence is
ct with hi

§ jcal weapons.
ill that has the sam

e Authority: Thi
o effects as
that the existing

ainst lower :
face value and begin to intera

e weare

_can issue contmand at W
' the skill 1 priest spe | but is onty effective ag
level characters.
» Magic Tolerance: The weatrer receives @ Magic what "“{599‘“9 to be. -
Tolerance equal to twice his ckill level, making him a y n time, the character will begin 10 accumulate WO~
but immune to spells cast by low level wizards. shippers of will receive @ visit from the minions of a
’ “rival god” who demands satisfaction for some uninten-
2 month tional affront. Wwhen these "symp'toms" start to occur on a
regular basis, it is ime to consider casting off the mantle

orn the mantle for
to mortal life...

t Check every wee to :
and returning

he character has W

When t
or Mmore, he receives an Insigh
d the mysteries of the Divine ghadow. When he
itonal abilities:

' understan
wing add

is successt s the follo

ul, he gain
o attended by unseen sorvants who
ks such as opening doors and fetch-

ed for conscious instruction-
i 1, but each use

arer will b
enial tas

The we
ill see tom

in drinks without ne
o The wearel can cast shadow Magi at will,
notime, the rvgem’rmim
ith the b i

auses 5 points of damage.
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he Mount Fantastic ' ‘one they hit.
i e 3 - * The Mount, like undead crealures
i ",;gg 3 i The Mount Fantastic is a  Sleep, chann, hold, death

flendish, terrible creature, con. * The Mount can RE part
WY sisting of the corpse of a  of ways. Spells such as ¢

. is immun
and cold based spells.
ally repaired in a numbe

ure light wounds and cure
o ) ature seriots wounds will have full effect on the crealur
\\‘\X.‘-‘:" \\1}1&:‘35 h(;lf‘:r'la%agﬁg r;:::e;ri.;[t;:r; Anyone mal{ing a successhf!rprqficiency Check
oL \}“\ ’ﬁ "massive device of bronze using Ilafacksmlthfng, Leathery orking, Heaf_it?g. or
\\\\\\\} § A& gears and crude mecha. I'Ierba_hsm will restore |-4 points l(_) the ciea.lure.
h\) ‘ﬂ“{\ N Qi nisms: the oldest of long- The elffects of these proficiency rolls js cumulalive.
A ; t\\g\\gb on dead beasts made ani. The creature has an Armor Class of -4, a
& .'“L\\ h\¢ ‘\\} s mate through the THACO of 4, and makes 3 altacks per round. 1t can
> o 4 © W Aot ES\_ E{\“\ g © Tforced infusion of Inflict 2-12 points of damage with its claws or tail
ol R { pad AL e - magic and technolo. ~ and 4-24 points with its bite, The Moun has 80 HTK §
\\t(‘& « X\ﬂ“ \,\'\‘ \ ay. Desiccated, Points (remember to apply the Mount's Technology
%\\\[\\ ot A leathery wings sprout  Tolerance to each altack), When the Mount reaches
“:\\\\ '{\“‘ “\\\“\)\“' . from bleached bones and are 0 HTK, it ceases to function,
\ g i

It can anly be com.

additional 160 point

upported by rods of rivetted steel, Pletely destroye.d by doing an
and cartilage which normally of damage (against which the creaty

re's Technolog
ate the wings and tail are replaced by Tuferayge will not nmcm?n) 4 '9;
& bellows which pulse and hiss with inhuman and filling its skull Lavity i gy
and the decomposed |

head swings securely at  With molten gold (about
nd of a long, articulated neck of interlocking ~ 10.00 gp worth). If this |ast
fi3 | step is not completed, the
can be ridden only by the creature can be ful
most skilled riders, requiring an Airborne Riding repaired. 4y
proficiency Check at takeoff and during any difficult The Mount's u ndead i
Mmaneuvers, nature also makes it sus-
This successful fusion of the arcane and the ceptible to turning by
‘mundane provides the Mount with a number of Priests. If successfully
unique abilities: turned as lich, the mount
will retreat from the priest
* The Mount Fantastic is highly resistant to both to a distance of 'PO yards,
‘| magic and technology. It has a magic tolerance of though it may still follow
+ 70% and Technology Tolerance Of 45%. When him at this distance, L.
faced by any non-magicai resistance, the Mount I discovered in its
generates an improbability field which {in 45% of all c?ormanl state, the MF“"“
situations) causes the laws of physics being used Fanlastic can pe reanimat-
against it to occur abnormally: a sword bonding €d and attuned to the will
Wilh its body instead of doing damage, winches ©f a specific ‘master who
being pulled into the ground instead of lifting the Must be of skil| 15 of
creature, elc. higher and nave an
* The Mount's supernatural/technological wings can  Insight of at least 13, The,
carty it (and its rider) at speeds up to 45" and  potential master musg
allow it to travel within the Ethereal and engrave onto Pfa“_es of
Astral planes, purest silver (worth 50 sp
-\4 * The Mount can spew forth gobbets of €ach) the various com-
(ﬂg&.‘.{: decomposed flesh from somewhere Mands he wishes the
Exon & deep within its jron-laceq Mount to respond to (up.
wo s ribcage. These gobbets are 0 4 per plate). Thes
' spit at largets and have an  Plates are pl_aced-m:t_q_ S T LI
effect-similar to the the creature's skull cavity gfqn‘g with an iteni of per-

touch  of (he sonal significance (o the master, which must be
I €n carried by the |

“undead, draining  worth at least 10 gp and have be
j iy els  Master for over 5 years. Lastly;
0 . 2 life levels ter f 5 ?',._
E,Ar& O.Ml‘)fﬂ-"' from any. spill half of his own life'sblo d (half
""?? \ 04} \neo 5 HTK points worth) into the +
\e : ohA“lém Mount's mouth. The "drinking®
meone Yol i of this blood will bring the
QH 5 beast to life.

On the forth strike, (he
Sactender’s blade sfryck true,
~sending shavings of mefal and |

bifs of r sh sail away
led to the beast
b scythed out with'

€ausing a distastefy
as its bones sheare
1 the plate armor. '
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es the gal‘teon's move-
ship's move

rate reduc
ment [

The gerpentine Galleon
ment by 5." 1f the
reaches 0", the ship will fall.
The Serpentine Galleon 18 @ peculiar
ship made out of iron, brass copper and The Serpentine
a strange red wood that will not burt. it Galleon has the power 0
cannot float but the Galleon can gail on sajl between wor s
ragon flies (30™). Dimensional travel is.
difficult and requires

the air as swiftly as @ d
i o made to grasp,
the active guidance 0

1
i Massive claws can b
gerving as efficient anchors OF physical
H weapons that can rip decks and ghred @ wizard of gkill 12 ot
£ sails. (IR better who has
AU leamed a series Ol
“The ship:] command words by
automatons who work the gear casting legend lore oM~
drive the oars wings an yudder the ship-
Cunningly crafted of bronze and wood, _ o
the automatons have rudimentary intel- This artifact has existed -
coupled with superhuman many forms on many worlds. There are
i . fhose with cause O despise the Galleont
ho would sail her. These
rey on less-

ligence
1S combi-
and those W
mies hunt their P

- girength, a PO

A nation. Each of the automatons h

| {TK points an ¢ Class of 4 but ancient ene

- will not attack under any circumstances: er ships of similat design and may

L The gears cannot be appear from time tO time, anxious for a
with a Strength of less than 18. ; vengeful captains 3

will be willing to explain their presence,‘
without a fight:

The ship 18 powered

in its belly: This P

breathe fire

of damage: This attack may be ue
often as once every 3 rounl i
oss Of mobility: Each use beyon

¢




il The Singiilar}ty Engine

i The Sin

A - but the only
A

(i

dularity Engine is one of the
part of its vast mech
rather ordinary looking key,

ot £ When a mortal touches the key. he must save vs.,
A\ (\\lﬁ\%ﬁ_l‘;y the engine. If this happens his mind, body
W and only a full wish can bring them back, If the
AN ; :
N\ acler becomes attuned (o the power of th
A “\“& Qﬂ_\\' destructive effect from that moment forward.
. LR The key is cold
o %‘}'{ﬁ Qe t{\-\\g ‘0\\“\' like a static charge. |t
) A ’““\\\ \S ma% ¢ {x W W : power and has a 85% M
| o “'ﬁ.t \\t\Lm ak \¢ locate object.
R\ Qb £t K\YE“-‘N ‘,wm\\i- Though most believe the ke
Tt Wy el
T
(i

- Engine actually is composed of several
four different dimensions.,

1ese devices draw two worlds together, us
posed of half of the other two. The remaininc

gy AT
“ithat is com
2 J_to;_s stored.

- Once a character

is altuned to the key he can use it to produce
ollowing effects:

* Create small objects at will. If the
" carry easily in one hand, he may cre
.. coins is no problem,
. * Create Mmoderately sized objects once a tumn,

~larger than the caster. On the following round the C
required effort and may take no action save reco
. armor can be easily produced with this power,

~+* Create large objects once an hour. A large object is no bigger than a
small hovel, Using this power stuns the character for a fuj turn and reduces
the caster's current hit points by half,

Jg * Create huge objects. There is no Upper limit to this power, but if the caster
il fails a save vs, ., spells the attempt simply fails, and the character loses his
: attunement to the key. Using this power Is so strenuous that ji stuns the char- e
acter for an hour, reduces his current HTI points to 0 and his Stamina Lo
half, Lost Stamina returns at the rate of a point per day of uninterrupted rest,

object is something the character could
ate it with minimal effort. A handful of

These objects may be no
aster is slunned from the
very. Large weapons and

e

i

¥4 The key can be use
s objects it creates
thing which alre

‘43@&& scratch,
bihe

d to create living things or magic items, bul the._.'
Mmay nol be permanent, [t cannot recreate some-
ady exists (existed) since it creates all items from

tion will have unexpected results,
IT primal entities exist in the ¢
Chance ever time a small object is
altention of a planar guardian.
moderate, 49, large and 894

ampaign wi

mosl powerful
anism that appears on

- death or be consumed -
and soul are utterly destroyed
Save was successful, the char.
e key and js immune to (he

to the touch and carries a mild electrical current
Cannot be deformed or destroyed by any mortal
agic Tolerance that it can use to resist spelis like

Y to be the arlifact, the
complex devices carefully placeq i

ing their essence to Creale a

any of the

vorid, there is.a 19%
created: ﬁlal‘-it;:‘:ﬂjj ‘attrac ]
This chance is raised
for a huge objects; £y

arlifacts evey Created
the plane prime s a

Singularity

hird world

g essence is siphoned&i_jfff_) the engine!

. Delieving ourselves safe, we
tollowed the magister into the
fortress. The great Keep resembled
south tower of Havyen but

€re were sublie differences. tha
were difficult o spot but proved

ed as

very unsettling when view,
Whole. Making our way to th

; throner_oom, we
discover sever
lizard men alreac

were surprised f
al grey skinnec
ly in residence




L

earth and
1| constructs (furnishings:
and can create lavge
pto 25 miles

od can creale constructs ol
ate smd
es a \\'{1}'

1, chafts, et u

¢ The attun
vill, He may cre
plo 100 mil
\\'n]l

otence
stone ak'y

walls, etc.) U
puildings, huge

Throne of parthly Omnip

5 of the Throne of Farthly Cages,
comtmctﬁ |

: The origin
i otence, OF Earth Throne: are chrouded in mystery and
| .1arg€l)' unknown The Throne lies at the pottom of a vast “\\"‘}'- .
-~ cavern complex within the Earthspine mountains. The st Likewise, the attuned can create
5 roundiﬂg area is pelieved 10 be infested with giants and clay and stone golems anywhere
- atrolled py dwarves who, it s said, have sworn 0 secure within 50 miles which will do his
the'ﬂ\fﬂl‘e- i bidding. ! clay golem can be crcatu:‘y,
Legend has it that a lpng-f(}rgotten god of the under- every tury and 1 stone golem every
world once held his court upon the Earth Throne using 1ts 10 minutes:
jmmense power to m_eddlc‘with mpunity 1" the mortal o Lastly, the attuned can caus
world. The documented powers of the Throne cortainly sup- earthquakes and avalanches ¥
o s betief. i B a 20 square mile area and caus
one who nﬁo_qnts;_th’e Earth Throne must save Vs mountains 10 thrust upwards a
na 5o survive the surge of magical energies far away as 50 miles. Similarly
4 during the attunement. Those who fail ar€ horribly oxisting volcanoes within 100
uansformed, their stone faces joining hundreds of others miles can be made to erupt at
which adorm the surrounding walls. Should anyone attempt will.
from the W all and take
Being an artifact of immense power, the
s frequently owned' by one puwer{ul entity
substantial guards

Throne, these faces grow
ack the offenders.
Earth Throne
gs commonty place
1d even the

to harm the
the form of stone golems which will att
- Those who successfully attune themselves t0 the Earth
. Throne may utilize any of its powers: or another These bein
g and wards about the Throne, {he chamber, ai
4 Those attuned are given the power of World Sympathy for mountain to prevent others from utilizing its power.
. By concentratings they can Likewise, these entities frequemly launch campaighs to
gnatch the Throne away from each other. The surrounding
idence of these assaults: trees blasted, rock
and unstable, etc.

arld. Those who are

ave V.. area shows evl

{ Check, faces melted SMOO akened

So puwerful is the

e able to make use

phecome corrupt

ted souls often go to Bre
m into their

“as long a% they are seated there
 hear all that phappens in OF on the W

s unprepared for this sudden wash of sensa

i death or $0 irreparably insane. BY making an

those seated Mmay focus on one conversation in mortals.

ay attention t0 one area. World Sympathy also grants the who ar

hen events which affect the parth take fime irequenﬂy

s, mining, et trol. These twis

the world around the

th, cliffs we
Throne, N fac
of its abilities for any tength of

ed by the might at their con-
at lengths to remake

tion must s
t, that those

Insigh
particu\ar or

- ability to know W
; p‘nace, such as earthquakes, avalanche
« For as long as the attuned is ceated, he W ill have no need
for food or water. This ability must be used cautiously, how= image of per fection.
syer, as each full day the Throne is guckled from, the attuned much to {he suffering
£ st save Vs petrificatinn. Failure inflicts {he attuned with of the gurrounding
lar to F lesh o Stone, transl‘m‘ming the 'dttuned mto POPUMCC-

effects simi

nmobile stone
any min-

within 6 days.
The attuned may determine
\ deposit and know how large that

_ - § <_ ¥

i

the exact location of

ir
deposit is:

1A stzlt'\};f
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Obtaining a

Most grimoires contain knowl

any magician fortunate enough

Once they have a grimoire in tl

MY Joath to part with it or share ifs sec
" The most likely way for playe

ligence requirem
nd master the next level
cretly rolls to determine
i he grimoires in this sec-
ted for each level of mastery.

new grimoires, the average times are 2-
weeks for comprehen-
e enli

grimoire is usually

1 be attem




_ AﬁldefS 'tl‘l(l as quch thcy am
cxamples for. a clearer picture. of the mnmtc m'wzc Only reputdno
ysteries. he 1mends to include.
¢ ‘ms zmd 11 '

ial to the ‘total of his
el mmus the level of the
author has crcwted a

stemfo g0 to great lengths to protect their contents
gtimoires in this section explain which spccm! prop
tties they possess. When designing a new grimoire it i
advndble 1o ﬂwgn these powers dellbemlely based ( %2

randomly select one.




grimoire can pos-
lemasters are L
Mutable Form (9-11)
~ The grimoire can assul
~have a different appearance
~ content is unchanged. A disp
resume its rightful shape fo

e again.

sent that reduces its
ste that the text and

_b_l.l_l \vll! bé::}_’_ﬂwr_ill{:ﬂ over_:;“;:_
¢ wizards who are misled by the

nchantment have the power to dis-
e text. Most of the time the gri- -
b ughly the same

he book and ifs

ontained in the grimoire is toxic to the
1ind. When a character first reads the grimoire he
¢ vs... spells or unknowingly lose a 1D6 HTK points '
each level of mastery he must save again or lose anothel
6 point. '




Mastering the Codex
as known as the Mad _ _
aries of the 1‘(1}-'5\.“.( Faimhanty (requires 2-12 days & Int 144)
led to his impris- i . -
Jdestroying the '1\ot‘1.1mg, is ige.un.ed t\srough.
the passig familiarty with the
picture of

Codex, save @ clear
insani-

nMargus of Midwater W
‘Magus, an explorer of the pound
arts. His experiments e\-'entua‘d§r
ent by the King of Evenmoo? for
wding lands.

al keep and gurrow!t
g forgotten in the prison for many .
the depths of Margus

Margus Wa
was covered with the ramblings of ¢
oA

ears. His cell
ers, one of whom was a former court
s own sanity_.shpp'ed away, the MaBE 4oy
' ) jarity, the st
rude gcrawls J
any of the f

mage. AS hi
se the significance of the ¢
{ the tower roomt While
(as long as

came to reali
that covered the walls 0
awaiting his release Margus iranscribed
: cient level):
wn blood upon the .
Affect normal fires:
dancing

onnv
king's coast
Upon achieving famil-.
udent may Jearn
ollowing spells

he is of suffi- *

y
other prison

patiéﬁﬂy'
the notes and formulas in his 0
hich he caught and Killed in his cell. i
audible glamer,
lights, mending. yead magic. spook, DIITs
irection, web, dehuic,fein deatlt,
1dings and smart-

okins of rats W
fool's go!d,fm'get, misd
tongies, entonb, pmfectfvf surrout

fire.
8 additional weeks & nt 15+

Physical Characteristics
the Codex

af of bread,
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tant to damage an
ut it can be g
Eventua'ﬂy the wizards

sense, like pi
this point the following sp

ilight of Reason ; . .
Confustott, contagion, hallucinatory te
but by the time he ation, plant growtl, polynmrph
had been warped self, shadow momn-
neliness, leaving him truly as mad as his nick- Sw_"s'idn’"f’;’ f :eljle—
who reads his workhas a AR shadow
magic and rock-

lied. Anyone
ing insane as well, as they try to follow 14
ith his deductive BHEE:

(requires 2-

No larger than & small 10
is composed of folded layers

‘been cleaned of hair. It is resis
if torn or disassembled, b

ding it from back to front:

ramblings start to make
ogether. At

e learned:
wiinor cre-

by rea
rraii,

The TW
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ly loses 1 point of
1 can restore the lost
thing the wizard has
he Codex will then be

OLD MATERIAL, OF
COURSE, ARE THESE. AH, BUT
NEW ONES | HAVE, HAVE L,
'CREATED FROM THE FABRIC
OF MY MIND. AND WOULD LIKE
1O SHARE THEM WITH YOU..

ENTOMB

SRILL LEVEL: 3 COMPONENTS: N, §, M4

RANGE: [00' TTC: 3 ROUNDS
DURATION: | TURN/LEVEL SAVING THROW: NEG.

P ARCEN OF EFFECT: 1 CRENTURE/LEVEL WITHIN A 50! RADIUS

“THIS SPELL CAUSES THE EARTH TO RISE UP AND AND TRAP
WHOMEVER THE CASTER WISHES, THI§ ROCKY . CASING COVERS
THE VICTIMS FROM FEET TO NECK, COMPLETELY IMMOBILIZ-
ING THEM. THIS CASING €VEN PREVENTS THE CASTING OF
SPELLS WHICH MIGHT ONLY HAVE VERBAL COMPONENTS AS
THE ROCK EXTENDS UP UNDEF\ THE CHIN, PREVENTING PROP-

L ER SPEECH,

. THOSE WISHING TO BREAK FREE MUST MAKE A SUCCESSFUL
BEND BARS CHECK., A SUCCESSFUL ROLL ALLOWS THE.VICTIM
TO BREAK FREE OF HIS STONE CASING IN'1 ROUND, LIKEWI(S

FTHOSE OUTSIDE THE STONE TOMBS C}\N FR.EE THOSE WITHI

WITH A BEND BARS CHECK,

PROTECTIVE SURROUNDINGS i
SKILL LEVEL: 2 - COMPONENTS: NV, S, M- ¢
RANGE: 10" TTC: | TURNS

DURATION: 1 TURN/LEVEL . SAVING THROW: NONE
AREX OF EFFECT; 10" RADIUS

THIS SPELL, WHEN CAST.ON AN ORDINARY OBJECT, CAUSES
ITTO PROTECT THE CASTER,, INTERPOSING ITSELF BETWEEN THE
CASTER AND ANY NORMAL ATTACK: THE OBJECT NORMALLY

IS 1TS MOTIONLESS UNTIL SUCH TIME AS THE CASTER I
EATTACKED, IT THEN LAUNCHES ITSELF INTO THE AIR, TAKINGS

THE ATTACK. EACH TIME THE OBJECT INTERCEPTS AN ATTAC

T MUST SAVE VS CRUSHING BLOW (OR. IN SOME CASES: ACID
INORMAL FIRE, €ETC.). IF.THE OBJECT FAILS 1TS SAVE, IT |INg
EDESTR.OYED OR. DAMMGED BEYOND THE ABILITY TO PROVIDE

ANY FURTHER PROTECTION,

THOUGH HIGHLY USEFUL.IN SOME SITU)\TIONS, SUCH AS

PROTECTING A LONE TRAVELER. WHILE HE SLEEPS, THIS SPELL
EHAS 1TS LIMITATIONS AS WeELL, A SINGLE OBJECT OBVIOUSLY
FCANNOT DEFLECT MORE THAN:ONE ATTACK PER ROUND, §
B THEREFORE IT 1§ SOMETIMES PRUDENT TO, CAST THE SPELL ON
B MULT|PLE OBJECTS. ALSO, THE OBJECT WILL NOT MOVE WITH

THE CASTER, THUS, IF USED WHILE TRAVELLING, IT MUST BE

FCARKIED, THOUGH NOT I[N A PACK OR OTHER. RESTRAINT, AS
& 1T MUET BE FREE TO MOVE.

SMARIFIR.E _ S
pSKILL LEVELr 2 * COMPONENTS: §, M

RANGE: 180 YARDS TTC; 2 ROUNDS

yDURMTION: SPECIAL -~ SAVING THROW: IPECI}\L
~ AREA OF EFFECT. L TARGET

THIS SPELL CAUSES A FINE LINE OF BLAZING HOT FIKE TO

" SPRING FROM THE CASTER'S FINGER, WHEN HE TOUCHES THE

GROUND. (OR SOME OTHER SURFACE) AND STRENK TOWARDS.
ITS TARGET. THIS FIRE WILL CONTINUE TOWARDS TS TARGET,

" MOVING OVER OR AROUND OBSTACLES AND COMPENSATING

FOR THE TARGET'S MOVEMENTS, UNTIL ITS TARGET:IS STRUCK
OR MOVES OUT OF RANGE. ONLY WATER CANNOT BE
CR.OSSED, DUE TO:THIS UNUSUAL TRAJECTORY, THE TARGET®
siv»z;\vs BRENTH WEAPON AT -2 TO AVOID HALF OF THE
DAMAGE.

ONCE THE FLAME RENCHES ITS TARGET, HE IS BMEFLY
ENGULFED IN-A FLASH.FIRE DOING ID4 POINTS OF DAMAGE
PERVLEVEL (10D4 MAXIMUM, HALF IF SAVED), ANY OBJECT OR.
SURFACE WHICH THE FIRE CROSSED WILL BE SCAKKED BY THE,
FLAME!'S PASSING AND WILLICONTINUE 10 BUR.N 1F 1T FAILS
TO SAVE VS. NORMAL FIRE. ;




before them seem to be messages aimed direetly af 1 ¢
themselves. Each of the 10 tomes, in fact, has a mate.
Abuse and disillusionmen;  domains of 10 gods. (This number, as well gs the numbe

\‘\,,;_a.:-ebﬂe" spark radical change of divine  Yolumes in the Concordance, can be adjusted to suit the the
aih faith. Such was the case with Erol 02y of the campaign.) Only

adegend lore cast on an individﬁ._a
T . Menelome, g young mage who  tome will tell which god each is directed towards,
“ i traveled for several years in the When the blank pages of a tome are written in, identi
{%“Qﬂ religiously n\.'erzcﬂl‘ous regions  cal writing will appear in the tome of the gods. This writ
i of Sanddusk. ing will be noticed {and perhaps acted upon) by the deity
L e Hoping to demonstrate 10 the i 1-100 hours, '
& X magic-fearing fanatics that .
i W _“%‘5_ I W the arcane arts could pe as  Mastering the Concordance
:a%\ﬁ “\{E\%\ '\\\Q% beneficial as they could
L & AW : Familiarity (requires 4-24 days, Int 14+ & Ins
ger N .3\\ \\{ ‘5.1\ malevolent, Eral was Fami iarity (requires 4 days, Int 14+ & Ing 1d+)
' Q\"\“ '{Q_]\Q" “ﬁg{" eventually convicted of . ;
{“\\ o0 % “\'\t focal crimes and banished o an For the first several days of study. the Concordance wj
\
A

gg \tion camp where he was abused ferri- ~ Seem logically flawed and near inmmprehensibin;r Near 1]y
% here that hie began his study of the dir.  end of the designated period, however, the first insights w
es:beliveen arcane and clerical magics and penned ~ Occur on the subject  of ¢ sk
¢ tomes of the Concordance Celestial, magical/divine helBICS: pHls
?‘%jve the years he began to believe more and more that Upon achieving r"‘"“"‘!“‘-"-
Source of the two magics was a single unifying ~ the student may learn any of the
ower that went béyond even fhe deities themselves, However,  following spells (as long as he is
s the fine between the two forces began to blur in his head, so ~ of sufficient level): Affect normal
0o did self-image and sanity. As he grew older and more  fires. charm person, detect,
insane, he began to conceive of himself as being as much o #ndead, proteciion from evit ¥
g priest as a mage. continual light, detect evif, glit-
iy terdust, know alignment, locate

ik #

.P.h,\'sicnl Characteristics object, pyrotecnics, whispering
4 wind., dispel magic, lightning
The Concordance is composed of 10 ordinary-looking ~ bolt, and procection from evil,
volumes, each bound in brass and embossed velvet, To anyone /0" radius.

‘who is not a priest or mage, the text will appear to be an ordi- — .
“nary work (large though it is) on the deitjes and their realms. Familiarity  with
Those not of priest or wizard cl
A @ page must save vs. spe
g thereafter only advance
“\é The tomes are inde

the
ass who reads more than ~ Concordance allows the mage

lIs or be reduced to skill 0 and may 10 effect clerical magic as if i
In either the priest or wizard classes, ~ Were arcanc magic. Hence,
structible except by fire, though burning ~ Spells such as detect magic,
will cause the abuser to burn as well, suffering 2-12 poinis of ~ dispel magic, extension, spefl
damage per round that the tomes burn. Should the concor-  ftrning and permanency will
dance be com pletely incinerated ( taking 10 rounds of

ated burning), they will reform in
- of the nearest church,

acceler-  effect priest spells as if they
1-8 days upon the alter ~ Were wizard spells.

if

Comprehension (requires 3-
I8 additional weeks & In
15+) " i1

Divine Notations

The last several pages of

each volume are conspicuously Comp_re_h‘gns-iml of th
blank, and those few pages  Concordance shows that thergis i :

a single, unifying force behind both arcane and diy
something which goes beyond even the gods 1¢
of existence. Mastery at this el grants
Religion Proficiency, even if he is a m
Upon achieving comprehension,

the student may learn any of the fol-
lowing spells: Enchanted weapon,
enervation, magic mircor, minor
creation, plant growih, w,

ard eve, antmate d

= The arcane, the
‘divine, the natyral all
are linked by this com.
- 1mon vein, By bypassing
the primal infrastructure,

I have conjured a magik

Whose nature the world:
has never seen before.e



nt, control wndead, fin-
vision, antipathy-sym-

THOUGH, WITHIN THESE
PAGES WE HAVE DISCUSSED
SEVERAL SPELLS OF THE
ARCANE AND THEIR RELA-
TIONSHIP TO THE PRIMAL
FORCE OF THE DIVINE, THERE
ARE OTHER SPELLS OF MY

OWN DEVISING, WHOSE ENER- .

GY CAN.B€ TRACED TO THE
PRIMAL. | MENTION
THeS€ BRIEFLY HERE.

‘i L 4

ENRTH SYMPATHY.
| SKILL LEVEL:S = COMPONENTS: \z, §; M
RANGE: 0 TTC: S ROUNDS

DURATION: | TURN/LEVEL SAVING THROW: NONE
AP\E)\ OF EFFECT: 1/2 MILE PER LEVEL

BY CASTING THIS SPELL, N MAGE MAY I(NO.\M EVERY-

[ THING THAT IS HAPPENING ON OR. IN THE WORLD WITHIN

RANGE. WHEN THE SPELL IS CAST, " THE MAGE'S MIND. If
FLOODED WITH SOUNDS AND IMAGES WHICH ARE INCON-
GRUOUS AND INCOMPREHENSIBLE. [F THE CASTER. MAKES
AN INTELLIGENCE CHECK AT -2, HE MAY FOCUS ON'ONE §PE

"CIFIC'LOCATION AND §E€ AND HEAR'WHAT IS GOING ON

THERE.

GREGOR'S DISMISSAL

SKILL LEVEL: 4 COMPONENTS: V; §, M

RANGE: 120 YARDS TTC: 4 ROUNDS

DURATION: INSTANTANEOUS SAVING THROW: NONE
AREN OF EFFECT: 100" RADIUS

THIS SPECIALIZED SPELL INSTANTLY DISPELS "SHADOW.

b MAGICS," THOSE SPELLS WHICH DRAW SUBSTANCE OR ENER:
L GY FROM THE PLANE OF SHADOWS. THESE SPELLS INCLUDE

 SHADOW MONSTER, DEMI-SHADOW MONSTER, SHADO!'

F MAGIC, DEMI-SHADOW MAGIC, SHADES AND SHADO
WALK.

1T WILL ALSO BANISH ANY.BEINGS FROM THE PLANE OF
SHADOWS (WITHIN THE SPELL'S AREXN) WHICH HAVE ENTERED
THE PRIME MATERIAL PLANE. CREATURES OF 6 HTK DICE

. OR GREATER ARE BANISHED BACK TO THE SHADOW REALM
] C&EATUP«.ES OF 5 OR FEW(F\ HTK DICE ARE DESTP\OYED. .

INTERPLANA& noo&ww ;
SI(_ILL LEVEL:7 COMPONENTS: V, §, MA
RANGEI O TTC: 7 ROUNDS

DURATION: SPECIAL SAVING THROW: NONE:
AREN OF EFFECT: THE CASTER. |

THIS SPELL ALLOWS THE CASTER TO TRAVEL FROM ONE
PLANE OF EXISTENCE TO ANOTHER. WHEN CAST, THE SPELL,
. CRENTES A PORTAL-WHICH ONLY THE CASTER CAN SEE. BY
STEPPING THROUGH THIS DOORWAY, THE CASTER TRAVEL TO
* THE ETHEREAL PLANE, A NEIGHBORING PRIME MATERIAL
PLANE, OR TO ONE OF THE INNER PLANES (ELEMENTAL
PLANES, POSITIVE AND NEGATIVE MATERIAL PLANES, €TC)!
IT IS POSSIBLE TO USE THE SPELL TO TRAVEL TO THE ASTRAL

PLANE AND THE OUTER PLANES, BUT NOT DIRECTLY: THE *

SPELL MUST BE CAST FROM EITHER THE ETHE&EAL PLANE 0&.'
ONE OF THE INNER. PLANES.
ONCE ON THE NEIGHBORING PLANE, THE SPELL MUST BE

CAST AGAIN TO RETURN TO '[HE ORIGINAL PLANE (OR CJ\S’T !
TWICE TO KETUKN FR.OM THE OUTEK PL&NES) e

"




ints as to the
d for death

ation which

he pntentia'n afterlives.
student may learn
is of cufficient

morbid fascin

The Fallowmoor Scrolls some I
Fallowmaoor ha and t
Upon achieving familiaritys the
lls (as long as he

moor was an al‘rogant :
any of the following SPe€

_ Argen Fallow
young mage who Jearned from many wizards but woulc
ter, as he pelieved none were worthy of his level): , I _
’ Canftrip, Chill Toucl, Detect
Undead. Spectral Hand, Feigh Death,
Vampiric Touch, Lesser:

call none mas
vizard in his own
Hold Lindead,

talent.
When Fallowmoot had become a ¥
right, his quest for knowledge took him peyond the veil ;
of death. He sought out the remains of some of the great- Shadozostrike:
ho ever lived, forcing them to reveal their e i
cribed these interrogations Familiarity With the ,SIC"O“E‘
rants the student the ability b
dead once pe

est w jzards W

collectively as :
speak with the
he dead

long-lost secrets. He frans
faithfully, forming 2 body of text known
the Fallowmoor gerolls. 4
! e RN day. The presence of t
Cheu’aicteristics R G {s not seen nor felt but merely: «
CharactertsStsr o - re a series SE91 scrolls. heard, and the spirit is under -
no compunctian to cooperate
¢ though he

Physical Cha

_The' Fallowmoor
d in a case
Trying 0 open

Gerolls are
inlaid with sil- -
thout the conv with the maste
must always tell the truth.

these cases W!
I that will teleport the

Each is store
12 addition

jon (re quires 2

ver filagree.
mand wor will set off a glyp
; scrolls 10 @ dark cornet of a far-away library. The scro Is
themselves are protected by a spell that renders the sub- Comprehens
ho does not read the weeks & Int 15+) . )
Further investigation of the scrolls reveals a surpris-
{ death on the part of Fallowmoor
ponus Lo 5pe11crafl

\isible to anyors
s are easily AEME o it
ing *.ntu'.tweness 0
rel imparts @ +3
g magica\

sequent text it _
first passage aloud. Both cases and scrolls
| aged or even destroyed, but doing, SO will bring down a -
curse that will kill the abuser within a week: Mastery at this ley
- proficiency Checks and when conductin
| The Whispering Host research. o .
L. Whena character reads from the scrolls, phantoms Upon achieving c.omprehens'.on, the student May
 of the dead will try and dissuade him. These voices whis- learn any Of Tshe following spells: )
er and taunt, chorus of the dead. At each level of mas- Contagiot Enervation Animate Dead, Magic Jar,
tery, the student st save Vs spells, of the voices have Sununon shadow, Deep Shadotws, Greater Shmiuwslrxke. o
. puined his work and the level must be gtarted over. In o ;
5 on this roll means the charac- Whex.\ comprehensmn is achieved, the master may
speak with the dead once pef
addition,

fallen masters who ‘
s seek only hour. 11t

such a master may
a spel'. on the

esult of a 1 o1

{sitation by one of the

addition, a ¥
a lich. These master

ter yeceives a Vv

1as the same statistics as
the downfall of any who W ould master the scrolls.
cast
Mastering the Fallowmoor scrolls round following
their death.
, Familiarity (requires 2-12 days & Int 14+) spel! that
. pamiliarity with the Fallowmoor scrolls imparts would cure




‘morbid ra%und—
scrolls’ master, and
spells of the

hitened master dies, he

enever he likes as a spirit
st spells into the mortal
Vhile on the mortal plane,

rer, he can be turned as if he |
1 b BY ATTANCKING HIS SHADOW. ONCE CJ\IT; THE CASTER MAY

NOW. THAT || HAVE
FULLY DELVED: INTO THE
COMMON SPELL OF THE .

NECROMANTIC ARTS, LET
ME TOUCH UPON SOME
SPELLS OF MY OWN DEVIS-
ING. :

L G (A

L DEEP SHADOWS
L SKILL LEVEL: 4 COMPONENTS: S, NA

RANGE: 5 YARDS/LEVEL TIC: 4 ROUNDS

E DURATION: 1 ROUND/LEVELSAVING THF-.OW NONE
f AREA OF EFFECT: SPECIAL

'THIS SPELL CAUSES ITS VICTIM TO SINK INTO ANY:SHADOW

L HE STANDS ON AS |F HE WERE STANDING IN QUICKSAND, THE

VICTIM SINKS AT THE RATE OF 18" PER ROUND (A HALFLING

F WOULD SINK OVERI HIS HEAD IN 2 ROUNDS; DWARVES, €LVES

AND GNOMES IN 3 ROUNDS; AND HALF-ELVES AND HUMANS
IN 4 RROUNDS).

A CHARMCTER. WHO HAS SQMETHING (CAPABLE OF SUP-
PORTING TWICE HIS§ NORMAL WEIGHT) WITHIN ARM'S
REACH CAN TRY TO Ke€EP FROM SINKING FURTHER. |F THE §

L CHARACTER, MAKES HIS OPEN DOORS - CHECK BY 'MORE

THAN THE EXACT AMOUNT, HE CAN PULL HIMSELF FREE IN
A NUMBER OF ROUNDS €EQUAL TO THE NUMBER OF
ROUND HE WAS SINKING. IF HE MAKES THE CHECK BY THE
EXACT AMOUNT, HE CAN PREVENT HIMSELE FROM SINK-
ING FURTHER BUT MUST CONTINUE TO MAKE CHECKS ON |
THE FOLLOWING ROUNDS UNTIL HE SUCCEEDS BY. MORE

L THAN THE REQUIRED NUMBER OR FAILS (IN. WHICH CASE

HE CONTINUES SINKING).

. ONCE COMPLETELY SUBMERGED; THE AIR 15 IMMEDIATELY
FORCED FROM THE CHARACTER'S LUNGS AND HE BEGINS TO
DROWN, MAKING A STAMINA CHECK WITH A\ CUMULNTIVE T2

E PENALTY. PER ROUND (0 THE FIRST ROUND, T2 THE SECOND
4 THETHIRD, €TC.). |F THE CHECK FAILS; THE VICTIM DROWNS

1 LESSER. SHADOWSTR.IKE
f SKILL LEVEL: 2 COMPONENTS: \V, §, M4

RANGE: 10 YARDS TTC:2 ROUNDS

| DURATION: | ROUND/LEVELSAVING THROW: NEG
E AREA OF EFFECT: | CREATURE

THIS SPELL ALLOWS THE CASTER; TO HARM AN OPPONENT
LASH OUT (USING N WEANPON OR HIS FISTS) AT HIS FOE'S SHAD-

OW, DOING DAMAGE TO HIS VICTIM AS IF.HE HAD ACTUALLY

STRUCK HIM (WOUNDS ACTUALLY APPEAR). FOR PURPOSES

L OF DETERMINING [F AN ATTACK |5 SUCCESSFUL, ASSUME
L THAT EACH ATTACK IS MADE AT +5 UNTIL THE TARGET
F MAKES A SUCCESSFUL INTELLIGENCE CHECK TO REALIZE
SWHAT 1§ HAPPENING. ONCE THIS CHECK IS MADE, ALL SUBIE-'

QUENT ATTACKS ARE MADEAT g PRI

THIS SPELL TRANSMITS TO THE T)\P\GET ONLY THE NON-,
MAGICAL DAMAGE WHICH A WEAPON MIGHT DO (MAGICAL:
WENPONS HAVE.NO DAMAGE BONUS, DAGGERS OF VENOM DO
NOT INJECT POISON; €TC); HOWEVER, BONUSES FOR. STR AND-

- BACKSTABBING APPLY NORMALLY..
| GRENTER SHADOWSTRIKE .

SKILL LEVEL:S * . COMPONENTS: V; L
RANGE: 10 YARDS/LEVEL | TTC:5 ROUNDS

"DURATION: | ROUND/LEVELSAVING THROW: NEG

AREMN OF EFFECT: | CP\EJ\TU R.E ' ! 3

THIS SPELL HAS THE SAME EFFECTS AND F\ESTKICTIONS AS
LESSER SHADOWSTRIKE. HOWEVER, IT ALLOWS ANY. CHARAC::
TER WHO [§ WITHIN: REANCH OF THE IARGET! '§ SHADO.W TO
STRIKE OUT AT IT, DOING DAMAGE 10 THE VICTIM- (AN 7




gl

The _‘liéicf_i(":ol;f'?l'rCaan;'

, Magic he could conceive
.+ of. He eventually found
Ji that he if quested long
j enough, he was actually
able to find the
answers he sought,

These findings he put

to paper and bound

into a single, mas-

sive tome which he

.« labeled the Lexicon
Arcanus.

a

he Lexicon is composed of hundreds of
>, deckle-edged Pages covered with
XL These are bound in leather and gold
- and'sealed with a golden symbol of the arcane,
: Anyone who is not a mage of at least skill 10
who begins reading the Lexicon will Permanently
lose | HTK point Per page read. If the reader
-..dies from this process, his life energy (HTK
' points) are absorbed into the lome, which seems
to breath when Pages are turned,

: The Simulacrum of Life

The Lexicon is like unto a living thing, and
€an only be destroyed by "killing' it. It has an AC
of 10 and 80 HTK points (plus any it absorbs), It
will appear unharmed as it is being damaged and
will heal at a normal rate any damage short of its
total HTK points. Once it is 'Killed' it will begin to
decompose as if it were a thing of fesh, being
completely unreadable after 10 weeks, During its

decomposition, the Lexicon can be read for
content, but no special abilities wil] pe

... gained.
';g@ﬁgﬁg\g&_

Mastering the Lexicon

Frd

Orius of Estilon's
. grand curiosity led him to
question every aspect of

and will seek out magic
items, attempting to
unmalke them and study
the results,

Once the student js familiar wit}
Lexicon, he will understand aspects of mag
never knew existed, even if he is of a high
level. Even this Knowledge is only a smatter
of what the book contains and hints at dee;
secrets yet to be learned,

Upon achieving familiarity, the student m
learn any of the following spelis (as long as he j
of sufficient level): Alarm, color spray, etase,
feather fall, identify, mount, sleep, taunt, wajl o,
fog, alter self, deeppockets, Esp, invisibility, irti
tation, fevitate, strength, blink, fireball, haste
secret page and wind walk.

Having achieved (hijs
in the ways of magic, the student wijll know ho
to most economically cast his spells and how tg
apply the saved energy to its effects. He can
cast spells as if Jie were a; " .
wizard of | skill higher and L g
the spells will act as |[f##
under the effect of an
extension [ spel).

level of understandii

Comprehensionﬂ
(requires 3-18 addition.'
al weeks & Int 15+})

Having attained this
level of mastery, the stu-
dent will understand
exactly how most spells
work and why. Any
attempts at spelicraft wili
automatically succeed,

Unless a save vs,,
petrification is made,
however, the student
will become obsessed
with the further study of
magic beyond the tome

Upon achieving

No wmere \O'W\fi__ ;

Familiarity (requires 4-16
days &.Int 14+)

i
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comprehension, the
student may learn any’ . il d
of the following spgy 3‘*:_-3‘;;’ i
Charm monster, emotion, fire charm, illusion:
wall, phantasmal kill j S

move
earth, air identity, earth
identity, fire identity and

water identity.
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tentlnn of
t:artcd w}m

'y phase dom,

ower word, stun, tele-

o1 ass charm, perma-

nergy drain, gate, shape
hantment,

stery of the Lexicon, the
cast 2 spells simulta-
makes a successful

K al -4, may cast 3,
C must be waited in
other ‘effects ‘will occur

FAIR IDENTITY. :
' SKILL LeVEL: 4 COMPONENTS: V, §

RANGE: 0 TTC: 4 ROUNDS
DURATION: 2 TURNS/LEVEL SAVING THROW: NONE

 AREXN OF EFFECT: | CREANTURE -

THIS SPELL CAUSES THE TARGET TO BE TRANSFORMED

B INTO AN AIR ELEMENTAL WITH 12 HTK DJCE, A THACO OF

9, AND ALL OTHER NORMAL ATTRIBUTES OF AN AIR ELE-
MENTAL. THE TRANSFORMED CHARACTER MUST SAVE

V.. SPELLS TO RETAIN HIS OWN INTELLIGENCE AN

INSIGHT; FAILURE RESULTS IN THE CHARACTER ADOPTIN
THE MENTAL CAPACITIES OF AN ELEMENTAL. :

EARTH IDENTITY.

SKILL LEVEL: 4 = COMPONENTS: \V, §

RANGE: O TTC: 4 ROUNDS _
DURATION: 2 TURNS/LEVEL SAVING THROW: NONE

A&EA OF EFFECT* | CREANTURE

THIS SPELL IS IDENTICAL TO THE AIR [DENTITY SPEL _

| A\BOVE, THOUGH IT CAUSES-THE TARGET TO TRANSFOR
FINTO AN EARTH ELEMENTAL.

FI&E’IDENUW.

 SKILL LEVEL: 4 = COMPONENTS:, §
L RANGE: 0 TTC: 4 ROUNDS

B8 DURATION: 2 TURNS/LEVEL  SAVING THROW: NONE
B AREX OF EFFECT: | CREATURE

THiS SPELL IS IDENTICAL TO THE AIR [DENTITY SPELL

ABOVE, THOUGH 1T CAUSES THE TARGET TO TRANSFORM ]

THE SPELLS EXAMINED THUS:
FAR ARE; OF COURSE, FAMIL-
INK TO MOST-MAGES AND
MAGICAL COLLEGES. HOWEVER,,
THERE ARE SOME FEW SPELLS
WHICH FEW KNOW OF. THEY
ARE THESE:

L INTO A FIRE ELEMENTAL.

ARTIEACT €N CHANTMENT

SKILL LeVEL: 9 - COMPONENTS: V, 15 MM

RANGE: 0. TTC: 9 TURNS

DURATION: PERMANENT SAVING '[HR.OW SPECIAL :
AREXN OF EFFECT: 1 ITEM

THIS IS THE ONLY Documemsn SPELL BY WHICH AN
ARTIFACT CAN BE ENCHANTED (THOUGH THERE MUST .
CERTAINLY BE OTHERS). WHEN CAST, THE SPELL FACILI-
TATES THE TRANSFER OF MAGICAL ENERGY FROM 6 OR:
MORE POWERFUL MAGIC ITEMS INTO ONE FINELY CP\AFT-
€D ITEM. THE COMPLETE PROCEDURE oF AP\TIFACT
ENCHANTMENT 15 GIVEN ) PAGE 17. o
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¢ peculiar must have

"e potenual spell,
16 or g1ed!e1

y_)-wh:ch is onc of the
. _p_t_ Q_u__l__y ._1_11us__t_ the work-

!egend lore
] obia:mble'

igned for the construction of artifacts. Such
wmkqhop must be built sepre ¢ uld in de
quipment which would focus °




. gomg snwmhl) while failure indicates a
setback, adding 1 additional week (2 weeks if adven-
uring) of research time. If the mage rolls a 1 on (I
Check a brcflkt]nough is mdzulcd 'md lh mage may

S




18! 1y ';_cally spends

are only known to the gamema
archmagics, there are a few
should bea; in mind:

m, enhel by 1helmclvcs or in combma .
1 dtmah Usmg m'mnd uch maieml

o g‘ithcr to Cd\l the spell uﬂkmg it easier (0.
s with a powerful magu.ai ch'lrgc are rare.

pcnlmis affair. The monai who da:c% such a
sually risks death or the permanent reduction of
klll'-lcvel or attributes at the very least. This cost will

help maintain game balance.




e Al
his ritual. AT

cful defenders while invoking {

FU\\' i

Bane Divine
This spell creates a weapon capable of Casting the Spell
Il is cast. Weapons designed for mortal hands are very different
Able of wounding the

1s named when the spe
nd on how  from fhose caps

- such a weapon depe
essence divine.
rd must first

ur campaigh
ore than To begin, the wiza
o shape of s weapon.

god who

ith in yo
here gods are little M
cters who can only be Killed on determine il
a +4 Defender that  This requires @ divination of great
¢ and fiendish complexity
0to 25

‘eates

chosen d double  powe

taking any
h““{“ frue  days. 1hose
se that  demons €@

from 1
fic with
d allies

where
willing to tra
n readily fin
uce this time

eity and

inions.
yods are beings W

here &
rtal understanding,, it may
are the only things that can even who will red
_".‘}u one. _ or moxe. )
memaster knows the full truth about the When form and functior
Odﬁ-?}}‘d':h they may e killed. Ttis possible that there  are cleat, the wizard mus
that this spell 15 ht.t‘m more craft the weapon- From this :
Il be consigned  point onward the ritual 157,
time as the

is no way o kill them and
than a lure for plasphemous
torment for their arrogance:

to eternal
to kill ME? with THAT? )
the spell's effects, the cost
ly surrender 2

ools who wi

("You were goms different every
ary with the

1'equ'l.r€ments v
ature.
tion takes anywh
{ not be disturbed or

ere from a W
everything yOu have

s always  victim's
not begin again for @

Comple

Regard\ess of
the same. The caster must permancnt
oints of Staminds 8 hit points and 1 point from his high-  year and mus
b est Attribute t0 create 2 bane: gained will be lost, and you may
year and a day.
When the weapon is complete, you must give it a
Name and state its purpose aloud to confirm its destiny
ster may mat the blade - etch the
trinmph

lood of the €2
nguine ink brate your

able.

ery different  Only the b
¢ and cele

Jaboratory  name with sa
lemet-  while you are

~ preparations
i the spell is ca
the ritual demands an
- of raw materials from simp
t cost \housands of guld pieces.

] st it rcqu‘we:‘- v
compunen extensive

. outfitied W
als to rare comp

he 'mtendcd

Backfire
ed correctly, t
nd will take

if the spell is not perform
1l be aware of the attempted vitual a

. Precautions
when preparing a weapon designed o kill a god, victim Wi
mortal sorcerers should be careful to keep fheir wor action against the wizard an
i from the eyes of the enemy: Copcea‘ling :anyt\'ﬂng Anyone eho tries to
dis difficult, but not '.mpnsmh‘m, [_Begm with a thwart the
ing circle scribed \with the names of those gods yengeance of the
who gtand in oppofsition to the intended victim a nd close di\-‘h;e. This inter-
with the immaculate ward. vention 15 usual-
Even with these precautions in place there is a 13% |y brie but
15 of the intended victim will sense adis-  absolute.
{is wise to employ

fhe minior
prbance and will anive

chance that
to mvestigate, 50 1




Precautions

Calling upon the wastin
process. After each of the seven nights of the rity :
the caster should have his body purified with a ci,
«the affected area to suffer disease spell cast by a priest of skill 9 or belter. If
- from an insidious corruption 15 nrecaution is not observed, there is a |39
. of everything healthy and chance each night, that the caster il contract a
“o 'beauliful. The maximum deadly plague.

area affected by this spell

Jis a sphere whose radius

(in ‘miles) Is equal to the
- casters skill level,

From the
onset, no flower will
bloom, which is ane

.. of the surest signs of Blight,
.During the first month, animals
sense the coming malaise and will

This spell is a potent and

g spirits is a dangerol
"' permanent curse that will cause

Casting the Spell

Before you begin, determine the exact center
of the area you want to eff

ect. This is where Lhe ritu-
al must be performed. The ritual takes one hour pe
night for five nights,

On the first night wear the robes of grey and
black, speak the first and s

econd passage an
recite the Invocation of Dread. i
i the area, On the second night &
By the'third month only vermin will remain, CrOPs  yvear the black robes, speak
sall plants will wither and die. Disease will :

the first and third passage
€ more common, and an unpleasant smell will and anoint the ground with
ver the area, - blood,
ix months of blight will begin lo affect more On the third night wear
durable features such as trees and man-made stryc. the robes of black and red
tures. Wood will rot, waler will stagnate and foun- and speak the fourth, fifth ¢
dations will crumble. and sixth passages. b
The only way to remove a Blight is for a priest On the fourth night
~Of skill 15 or better to Pronounce a holy word fol- wear the grey robes, spealk
/lowed immediately by a forbiddance spell. This the seventh and elght pas-
measure is temporary unless the priest has the chal-

sage and recite (he
ice used to cast the Blight spell (see below.) Desolate Lament.

} On the fifth and final
. Preparations

night wear the robes of
red, speak the seventh
To perform this ritual, a chalice must be crafted passage and pour Lhe rest
of virgin silver, The caster must etch his name rune of the blood into the
into the basin three times. He must earth,
an item on the chalice, followed imi
curse spells,

then cast enchant
nediately by three

Backfire

Every night for a year the caster must invoke his
Own Spirit, pronounce the Third Violation and spill his
‘ blood into Lhe chalice until his vision blurs. In the
course of an hour the silver will drink the blood,
turning dark with it, on the last night, the inflict the caster with a
vessel will turn black as midnight. wasling disease that il
This process will weaken the €ast  cause him to wither away
€r considerably, causing the per- 4 nothing. Every day the
_ manent |oss of a point of victim must save'vs..,
Strength and a poinl of death or lose a poln'_t e P
Stamina,’ Strength, ‘a point of Stamina and a point of Appeal,
When the character's Staml‘na-reaches 0, the charac-
9 ter dies and will rot awa'y__td'}:];dlhfl}g“l e of
on 15 A\

Il the spell is hot peﬁ-‘
formed correctly the
Power of the spell wil)

¥'{o nothing in the space of a
single night, A full wish followed by a rege

,o\es spell will halt the process for a year.
W""?”k there is no permanent cure, i

N.Was no longer.
€ we remembered
re the hanging gardens
J(_Jlden'_ groves. The col-

Lbanhers of the vi llage were

- gone, and the buildings had

fallen into disrepair, Rats the
_Size of small dogs roamed the

streets, competing with street

urchins for scraps of food..,



l’rccautiuns

stial Realignment
During the day prior 10 the sp
assistants carry out the pr
as the wizard pimself must
with

e wizard
{ the

ell's casting. th
ecise aligniment ©

Cele

is actually capable of
must have

at that it
When pmpcr'.}-' cast. :
woodpiles.

tive day

This ritual is 59 pote
- rean‘ungmg the stars in the heavens.
this spell a lows the wizard 10 reorganize moons, stars
o constellations: fill his vision for the en
the caster will know the new images of his intended view of the
i heavens. {f his vision 18 'l.mc'.‘rl.tpled_ g
4 moment, the spell will fail.

and entir

Once ¢
ake. All other staf”
for even

hs of the remade

constell
watchers must carefully P
peavens for @ full year pefore they can be certain of
future alignments: Casting the Spell
Needless 10 say, any magics which involve the
alignment of heavenly podies will, at bests pot function At the moment the sutt ha
when they are supposed 10 and will likely never function completely et, the wizard begt?
again. Many pg'wer'ful mages witl not be p‘leascd. a Ibhm‘do‘.d?d dance amongst th
I é’{fthﬁxﬁé,‘i\;\\'ol'lds ‘where fortunes are told by the piles. lighting each as he passes
celestial aligm\fén\s. and the caster is proficient i Ihose which repr_csucnt the =
Astrology, the stars can be organized 10 provide favor: dimmest stars 4t tit first and
able (or unfavorable) portents 10 upcoming events and those representing the bright-
rojects. In some worlds these portents will actually pro- est, last. All must be it before th
vide bonuses (OF pcnn‘.\ies) 1o the appropriate actions. first rays OF dawn. When F‘“ fires
During the spell's casting, the wizard can "prepro- the MAge removes the plindfold &
gram’ the fall of meteors anywhere within his View for a heavens as the stars take {heir new places
<o of 24 hours after the spell's completion: This has The casting of this spell is SO Laxing that i ;mmediately
- qwarm spell providing dou- reduces the caster's HTK points 10 0 and permanemly
reduces his Insight and Sramina by 1

perto
5 the sam
- ble the pumber ©

e effect as @ m
{ missiles.
Backfire
s 1o perform the spell correctly. he is 4
¢, The stars, of

If the wizard fail
ky and vanishe

preparations
For a full year, the caster must plot the pos'-.\ion of : '
he sky and from these NOLEs: carefully deter whisked away into the 5
i ew position. When this has course, retain their normal alignments. The wizards can
assumed dead though, if the GM wishes, he may merely
y by the

gpirited awa

each star int
d or

mine each star's intended N
{ wood must be co'.'lcc'.cd

moonless have been

ars to be jmprisone

been done, (wenty-five cords ©

from at least ten dead oaks during & single,

night. Puring the following day. {he wood must be taken stars,

| a flat meadow which is at least 1/2 mile square: There p-.?':ushcd for his

i1 is placed in piles 50 that the meadow 1s & pepresentas affront. This could
configuration of the stars. At lead 10 exciting and

e fire opal worth pizarre adver”
qures 0 the

o intended new
ach pile 1S pl

GP, and each
purned priest’s yobe.

aced a sing
Jrinkled with

tion of th
pile must be sp
heavens.

no less than 5
he ashes of &




~Duial Identity

This spell allows the subject tc

.‘ii}I}lIlliIIICDLHf}'. In game terms,

may advance in 2

classes ai
. the same time, always using

N Wi more favorable rables, and
L disregarding most mulij-
K class restrictions, (GMs
"YT-("' jt\‘\\\l\“‘ < note: this spell consyj-
{\“1‘\'_ ; -0“\\ o0 tutes a  significant
-0\.\‘-‘\ r(_\\'(%w.' \ \}be cheat of the rules and

?{tﬁ sev

should only be intro-
duced into play if there s a
. 2+ good campaign reason (o do 50.)
- The subject of the Dual [dentity
Al réceives the following bonuses:

“The character may pursue
egardless of his race,
R lasé‘_;advangénwnfi.s' simultaneous, Awarded XPs
. added 1o both classes for determining advance

- * The character always uses the higher HTK die when

determining HTK points,

* The character always uses the
.. throw of the two classes.

* The character may use whate
(armor, weapons, etc.) so long
by one of his classes, F

any combination of ¢lasses,

dre

ment.

more favorable saving

ver equipment he wishes
as their use is permitted
urthermore, the spell magically
compensates for any conflict between the two classes,
For example, a warrior/mage would be able 10 cast
spells while wedring armor.,

Preparations

Before the Dual Identity spell ¢
Ject must somehow have his Dexi
Insight and Stamina each permane
point. An unuse
obt

an be casl. the sub-
erity, Intelligence,
nily increased by |
d rod of absorption must also be
ained and sterilized by steaming over ming
leaves and juniper berries,

il

ke there
e two

w&;o e Hwlawd,

5 khow?;w bu

.bo 4d with the *Mw,sé T
5‘ B )(10“1 J 6¥f0“& - y“"i.\;ééécww i,
e

15 of the 5¢° Mo
The +““ &{}__{?0 4 A l_ho A}MM\: ot

(oUnae

Precautions

Care must be taken that
the rod of absorption be fully
sterilized and that the miny

leaves  and Junipeér

y i '?Eg'
ere ™

pursue two different destinjes

this means that the character

instantly and painfully
drained of all his cxpe
ences. His skill level wi
never again advance
attempts. Only a wis_l_l__we_l_l_'t;_ﬂs_,l“
. P

5

asites, Failure
casting of the
a duplicate of the character
g from the subject's chest,

berries are free of fungus and par
so will result in the unsuccessful
,and the growih of
will sprin

Casting the Spell

The subject is lain naked on
granite. He is then placed in
suggestion spell cast by a m
sign of spiritual destiny is then painted on the subject
chest using the blood of the caster, leaving the wal] ofe
the fourth hosl unconnected. Her the caster makes 3
incision and inserts the end of the rod of absorpti
beneath the subject's flesh until its other end rests on
forehead. Blood from (e wound is collected using clé
cloth before it is allowed 10 spill onto the stone,

Now the caster invokes the Lords of Destiny,
ing the subjects ambitions and desires 1o the 'pr
lords. Should the Lords not . Rl
find him wanting, they Wil g7 #%

grant the subject's wishes.
imbuing him with identical
life essence. This life essence
will fly from the sky like
lightning, only striking the
subject properly if the rod of
absorption has been accurate-

Iy placed,

Onee the spell is fin-
ished. the rod of absorption
is broken and the subject's
wound is carefully tended,
The subject must now spend
6 weeks in contemplation
ol his future, taking time ou
only to eat and sleep.

Backfire

a slab of dew cover
d trance through the use of
age of at least 10th level. T}

Should the spell ‘not
be properly cast or if the
subjects wishes be rejected
by the Lords of Destiny, a
bolt of primal energy will
strike down from {he
cther. The subject wiil

1l be reduced 1o 0'and he m
in level,

no matter how he
by the subject’s deity
an restore his ability to advance. though lost levels
an never be restored, i FEHT

ruck hotne with far
ensity. that | thought right,:
d, bl"._nr'ning deep




- 5. lest you be dr
Poom 1nexol able est you be dranEC T i
This spe ol . ol not leave the torch's end withn the P!
118 .u;-cﬂ destroys all of the caster's 45 seconds s : ; &
T ) . T ) e~ geconds as those who inhabit the plane will be drawn 10
opponems. regardless of number. pe oF i and S et g -
PER= " e S " L i and attempt 1o drag it and 188 holder o the plane.
F owel [t is as effective against an entire army a° i s e
against an ancient dragon. o
when quccessfully cast, this ritual causes @ plack Casting the Spe“
wave of consuming fire 10 spring from the wizard's
hands. This wave quickly grows into a massive wall Giving {hanks to the Lords of
which iravels forth from the caster: passing over those Light and Darkness. Us¢ the torch
lied with or neutral towards him, and consun- {o ignite 2 prazier wmmc.'m'.‘ing
1, This consumption is [fire elementals. Keep this bra-
-jer nearby when the spell 1s
ow hot it

who are al
osed tO hin
jctims but

ho is OpP!
thing of ts V

ing anyone W ¢

nauseating!y complete, feaving no
a blackened, steaming s gleto i

This spell normally effects all foes of a single con- becomes.

(rontation, from a single: opponent to an entire battle- gummon 10 your con-
field. However, if the caster successiully makes an <cious thoughts your most
Insight Check at -6, the devastating effects of the spe l,m‘.pub‘.e hatred. pursing it for

3 will continue peyond the immediate arcd: consuming ¢ (he etermity of a second. AS

M peings who are actively opposed {o the caster. (ears come 10 your €yes:

Only deities and other truly mmortal creatures are cweep your hands into the bra-
allowed a gave VS.. death 10 avoid the full effects of this -jer (they will not burn) and
spell, though the yesults could ultimately b€ the same. ¢ hawed, plack as the fire, at your 10¢
.an immortal being saves VS this spell they are not Though the ritual is now comp!

onsumed, but suffer 100-400 (10D4 x10) most grenly at the Fates and f
fervor and rail at the sky until ¥
been consumed, and all of youre

4 immediately €
¢ points of burning damage.

_ Preparations
pranch of 2 100

joned from the
a robe of

ake ¢

he torch. !
a priest 0

When lighting l
peen bless DY

aantlets which have

cast, T€g

e O

ained 0

Backfire

1f the wizard

f at least SK1

f 3 life tevels. L

ardless h

anc

fails 10 perfor

in any way dimin

faunch YO

foes unknow

ikewise, do
{or more than

s.
ete, focus your
n. Maintain this

anger

i 1iate foes have

m the spell
ished durin

A torch must pe fasht
- year old mahogany ree and the lining from
| stars (the yobe i8 destmyed}. This torch mus! then be his hatred is
soaked for four hours in the \ood of & king. Once (he casting, the {lames of darkness ™
plood no longer drips from the torch. immerse its end 1Y consume pim. 1f the caster
into @ portal leading 1010 the negalive material plane. fails to save S
This will ignite the torch with ebon fire. gpells, all those in
' the jmmediate
Precautions area Who B'F
allied with him
e 1o Jandle it with :u'_e consumcd
; as well.

ill rise up &

correctly of
g the spell's
nd instant-




" h Sk miles in all directions. The freakish windstorms
El]Slave t’ e g y cause a lot of damage and can alert the locals to th
gt S . 1S DIESEnce. <o 1 to T ey oy
.g@g@ This spell does exactly whar jt - ©rS presence, so it is best (o perform the ritual som

; : ance from civilized areas
says. If performed correctly ":;Z“r QU];;“‘ lized arca
; ¢ : . % s mierierence,
‘the subject gains limited mas- 7
tery over the heavens. whicl » ’
e ; Casting the Spell
1ves a mortal character the
* lollowing abilities,

o minimize the chance

The ritual must be cast on a high place such as a

y mountaintop but cannot be performed within a hun-
'Y-C‘ 3 ‘\3\\1\\‘ ¢ 5 The CI?“"“C[CI'_C“" 4L dred feet of earth, water or fire. This can be avoided
s s oW Oyt conjure b‘?"’”‘f storms by building a wooden tower and performing the spell
0\\\3‘\“\ \\w\ﬁ'- 1(\3\ at will with no mate- on a platform high above the ground, :
;s 63\\\\\% AL S rial C_O:“PO“E“:S illmlj‘ To begin, disrobe completely and shave all of the
can maintain control o
)

hair off of your body.

When you stand naked in the §
wind, draw in

a hundred and one short, sharp brmlhs
This will make you quite dizzy but it must be dore
cleanse the lungs of impurity. :
er can hear anything that takes place Incant the seven verses
h sky and may send messages on the  of the ritual. By the third
ower works like a crystal ball with  verse your throat will go
lairandience that has no visual element but allows ~ rough and the words will be
?fwo_“;ay édmlmmicu!ion. silent, but read on, By !!_lc
* The character can command the skies to lift himy  fifth verse your throat will g
- up, allowing him to fly with the speed and maney-  bleed, and your voice will
verability of a dragon. The winds can also lift other "e“"'"‘_b,l‘” read on, T_'l]':_'“‘c""
. objects like a relekinesis spell, m?”: vum.: Wi ”_m'?d?" ot
- * The character can control weather at will, and if (?_t ? s ',_E‘]L ho(;:]ﬁ]d(;: 2::,: h.e
~» he makes a storm he can call lightning from it, This ¥ :;Eﬁ:lnstthe SPiL' ‘it.:(ol} [;:L
control takes precedence over the spells or powers sky begin 1o rise up, show
of other characters, them the censer, and
: destroy it with three blows
Preparations of your bare fist. Fear not,
’é the ritual will empower
! a censer controlling air  you. Upon seeing your
used at least 7 times over  might the creatures wil]
the course of no less than 13 years, A new censer  begin to lament. Silence
created for use with the spel] will cause the ritual ~ them with the Interviction,
to backfire automatically,

up'to 3 of these creatures at a
cgardless of range or line of

pe

4 This rital requires
i elementals that has been

Draw the spirits into
the vessel of your soul

j . with the final passage, and
AR Precautions the sky is yours to com-
)( ef mand. :
i Casting this spell wil] :
creale massive disturbances

Backfire
In weather patterns for

1f the spell is not perforied correctly, the
of the winds will turn on the caster in a viciot _
The caster is killed instantly, It is possible to resurrect.
d character the spirits have tor _'asu;}'gt' all
of the parts need 10 be locat-

ed first, and a wish or regen-
§,oerate must be used (o
rejoin them,

s As € marched, the sky continued
- o darken, We were several days
Into enemy territory so there was
nowhere 10 take refuge from the
1 g slorm. Whei we received
order 1o sel up camp, | knew
would never make it i lime, [
] back my unit Just in titne to

e first of the
but we could not

save them from 1l
l_hmiderb_o!ls,
('-‘-"‘l‘ﬂpf_c‘ the hurricane riders..;



N NI
agical forces S

o

y when other m
ter should make sure there are 1o
ards of where he intends
| is cast, every magic

rous, especiull
d. The cas

dange

d are involve
1§ within on€ hundred Y

Entropy

This ritual forges the raw

a mindless juggcrm\ul capable of incredible g pe

1. The juggerm-.ut is one of the most potent ilcfn b
wizards and can lay waste 10

< in 6 chanc

36 points of d

oks the sty way twice but 18 7
5 the same ay ce but v 15" radius.

asually some kind of energy construct. From (ime to time it

will assume & more physica] manifestation such as whirling Casting the S

knives or the dreaded "war wheel," and there ave at least ) ]

wwo reports of Jiving incarnations. both ravening beasts of To begin. seribe the Aracl

immense size. : Configuration using bone dust

When the ritual 18 complete, {he juggernaut springs and silver powder. W(“'k the pat-

e mere sight of it is'c,n_oug'h (o cause fear i e 510“.'1)'- repealing the nmvo-

2 o will disrupt \ocal cation of outer essence 10 mam

{ain constant focus. :

ence of chaos o
magic Hen

rform the ri

a hundred yard 1

e of exploding.

amage 1o eve

tual. When the spel

adius has @
causing 6-
ryone in d

255

into
fuctive powe
ailable 10 mortal
mountains and devour seas:
The juggernaul pever 1o

dest
weapons a¥

pell

into being. T _
characters of skill 3 of egs. Its presence
weathet, ausing violent electrical storms that last for days
When the warding rings,
ut for a num- of the Configuration are In
place, light a candle for every

il level. During this time he
thing within his 1in¢ of Ye&r you have jived. Wait until the
as it travels 10 (he tar- Hames burn green {o complete the final rune.
4 returns 10 the Set the orb before you and reach beyond. grasping the
heart of decay with an iron fist of will. dripping its fiery blo
nto the vessel of glass. When the sphere is filled 10 bursting,
1e Juggemaul.

A single attack B : ]
mash it agamst & silver com and unteash U

ut anything the
is too large Bﬂ(:kﬁ re
rectly, the gul'nered

if the spell is not pe-."{urmed cor
ply discharge, destroying the caster in
d usually spectacular fashion. When
any demise that tickles the
would be appropriate. The only
s lethal and is

after its departure.
fain the juggemd

The caster can only main
ber of rounds equal to his sk
may command it 10 destroy any
sight. Each attack (akes three rounds
get on the first, destroys it on the second, an

- caster on the third.

Nothing can wi
ntain, 4 cast

can bring down & mov
Tnfortunately

caster can imagine. Ut
(o manipulate accurately enough to

thstand the juggernaut.
e or just abo

the juggemant
destroy an individual.
power will sim
come bizare an

Preparations
re of glass. The ; _
dealing with chaos,

The caster must prepare
sphere must be perfect of it is useless. There can be N0 air 1
bubbles, N0 discolorations OF flaws of any kind. gamcmaster's fancy
gyery day for {hree phases of the moon the wizard restrictions are that the packfire is alway
em and major creation on (he AWays restricted to the
3 When caster. Be creative.
Only awish spell

achant an it
the greater i
ady the wizard m

1 of substance.
ency on it

and @ qubsequent
resnm*rrima
spell can
restore the
caster.

pvocatior

st cast ¢
ust cast pernian

here, reciting
he sphere is 1€
1o seal the wards.

Precautions

the raw essence of chaos is (:‘)_'\_ll_‘_t}il‘le'l)'

Manipulating

£ Gt of he sky d\'m)_l,&cii -
s Q whitling pat of i it
Lning whic) {es(es




- EXC]{IS!\?GESSGHCG ~+ Precautions

This s.;.mell allows the caster (o take When the ward is first established there is ;
| 1 « b ol il s .
L of the ambient magic in backlash that can shatter enchantments. It 1S wise
ol o ‘ - . 3 .
‘his immediate area so that he 10 keep any magic item not directly involved in
o« [s « i .

\ Y can choose who may cast 'he spell out of the intended area of the exclusion.
& $.X '§j3':ells and who iy 1ok, or An¥ pem‘mn?nl e‘m’:hanrm_eqlr_expor..sed to 4 new
oy, P #76ven decide what spells may ~ Ward has a I in 8 chance of giving way before this
“.\'\(5"."0 be cast, These decisions &reater magic,
-"ﬁ%___;_.,.;---\\\t must be made when the P
'YVC“-'\“ s " spell is cast and may not (’a“’tmg the Spell
X '@\\' g o '?L\\\\mt\ be changed thereafter Begin by invoking the spirit latent in each of
BT L LA Y B W o unless the spell is = 5 i -
OV T ey

repeated, the gemstones you have readied for the spell, If
These restric- YOU Intend a large area, this can be a laborious

. tions ' may be lifted for specific f)l o_c;esl:_llihgl could be expedited by assistants of at
ividuals and spells or under certain €45t SKill 6.

AICES but these exceptions must be Surround yourself with three interlocki
firied when ihc spell is first cast wards. Work the stones into g i
et S = the pattern as incidental S g

nstance, it is possible to create a ward that :

mpaossible for anyone save the masters of a spec- "95"?5 hl.'_[ . fh.e 'h)f”.]f
gical order o cast direct damage spells. It is also II]IL.]I]SITJII{!lIOI'f logilgn ‘lhen
le to build in restrictions such as passwords and skill ~ €Nergles with )G_l" focus.
it E111pry your mind of all
d . Wizards who are less than half the caster's skill level memo_nzcd }maglcjsl. pOlill‘Illg
v 'n}a;y' not cast magic of any kind, Those who are half the ]I(hem‘lﬂltﬂ, : ]S carth Lm.s}po-

caster's skill level or better may casl magic if they save en. When the power has

i

i

... spell. This save must be made every time the charac- P asz:;ed, purify )'otu se.Il with
ter tries 1o cast a spell, and if the save js failed, the spell words, will and water. )
fails and is no longer memorized. Conipletf.: cach C_‘mt;)
~ Spellcasters who are higher level than the spell caster gf Eh? ritual }m lur_n and
may cast spells equal to the difference between their skill eh_}le cacn passage,
levels. For instance, if the wizard who cast exclusive N0t ef‘.Ch of li_]e.gt.?mv
essence is skill level 16 a skill 20 wizard can freely cast ~ Stones r“”h the indirect
. spells of skill 4 or less. Higher level spells require a saving light cast b)*. a hooded
g@ thioii. lantern or a corpse candle,
|

When all of the pas-
Preparations sages have been properly
pronounced. cry out the
Ten uncut gemstones of no less than 500 gold Iilnal .II'IVE‘:CRI‘IOH a“:.l w8
~ piece value total are required for every square mile I[']fl:r‘“KmlI of "f"l?‘l”éf”, o
6 L the ward will affect, A jeweler must be employed ~ 1411- AS the ward begins |
J WAz : i i. 1o manifest, issue whai-
to shape them into the symbolic forms, speci- ol Rion)
fied by the ritual, which can be very f‘e!"(g"“fa”‘( E‘d’o lifn‘]U[
expensive and time consuming as the f]{clcl\ N f_t]ol'; | 1$ 1':%1: f
required cuts are very sophisticated ~ fades fror L v ast o the i,
“and delicate. A wand of nega- BEMS. i
fion'is also required to com- wiius
i plete the ritual, Backﬁ] 2

IFthe spell is not perf

fails to take shape and th en
ritual will feed back on the $
- with a binding that prevents
him from ever casting even
__the simplest of spells. Not
Y even a full wish can e I
reverse this lamenta- nner-sane my-companion;
ble condition, nd. the spells

; the spells that

; usurper's guards

aring ‘the way for

to putian end 1o his

'with _heir__twin blades. The

OFS SWu wide and, instead of

- d of energy to herald our

- arrival, our spells simply failed.

Multering a prayer | ordered a
retreat, . ;




be warped of destroyed (including the caster).

Casting the Spell
elatively simple
e o

.
Genes!s
w world.
procedure compared 10

This ritual calls into heing @

is world is complete 1 € ay. having 1
animal lite. The only thing not cred
s too would oventually come into being alter he hardships which mus
obtain the spell's components:
must  first cast

The mAage
Doorway (€€ page 35) 0

| 1o open @ portal 10 the. .
ortal must be
he casting. (e
ve strong: .
as crea
Jotice i

1 entire ne

pountains.
Casting Genests isar
o he overcony

very w
ed 15 sens

: Th
i scas. planllife and

ient life (though thi
yis on @ prime
Interplanar

many centuries).
This new world (actually
plane all its 0wt existing alongside the plane © rigin HE
could separale the plane of the simitar spe!
ethereal plane This P
maima'mcr.'. throughout t

rse
f the caster’s ©
caster's

an entire unive

(note {hat this new plane
origin from any surrounding plang)-
The world created 18 pormally created entirely  at random

(hough 1f the caster makes an Intelligence Check at -8, he may is highly advisable 10 ha

have some pudimentary role in the creation (determining how allies to protect the caster

¥ ' s the ountains are. wres from the ether may take 1
of the portal and attack the mas

are free to entel

puch wates there will be, how rich in minerd
where great é;&?cfﬁg willbe,ete) ot
; e gter will have @ pumber of These protectors
into the ether in {heir defense of
must not he there

complete. the ca

world and will the caster but

just pefore the spell ¢

The casier M

4. though of Creation and summon

- patron. The mage then acts as @ conduit for the power

ays be able 10 day. during which time he will age ten {imes ten Mo
his Strength and Stamind pcmmnenl'.y reduced by 2.

One minute pefore the spell's completion the mage must

open the essence containers, pefore him allowing the divine ener-

gies 10 spray nto the ether where they will coalesce

;and any-

an
into the new wor hed, the caste
n his jmmediate area W ew world.

“Once the spell i
links to his world:
« The caster gains & kind of symputh}-‘ with
instinctively know if itis {hreatened. though he will not
cally know by what.
« He will never be harme
atural accidents.

he might still be susceptible to
another dimension, he will alw

o 1f he wavels 10
return to his world at will as refepor! without error
.
Preparations
_ Before he can conduct thi
the essences of Earth, Al Fire o
of Life, Death and Magic. These essenc
in vessels of purest crystal until the sp
gaze of corruption will spotl these components.
gain the ;\ppm\-‘a\ of his god or gods. for i
wer his spell.
power mt
_— p— creature 1i
e '\Pd_l' l.'i it is ot gnd driven {rrevoca-
o an C?Llﬁl'l-l'lg n‘falcr- by iad.
al matrixes W il be :
tions of the
, will

the realm

his new
the cxpecled energy ©

automati-
d by any creature of this worl ey
divine for @
ths and have

the essence 1
10, When the spell is finis

ill be {ransported 10 the

¢ must first obt

caste
as the essences i
one !

< rial, the

nd Water, a8 well

es must be kept safe with-

el is cast Even the mere Backﬁl‘e

The mage must

L is their energy i the spell fail
be laid waste in a sin
1r'.1nst'ormeu'. by the divine

o an jmmortal

ke an undead

5, the ared for 100 miles around the mage will
pimsell will be

gle, massive blast. The caster

also
which will po

g precantions
; Absolute care st be
 cast into the ether, a8 gtated below, ut cast |
il plane. {he resulting overlapping of element
deyastaling \reds of miles around. Entire pov

A1 things. living af no

vorld will be inextricable alteved as @

aken in casting




This spell permanently transfers

“soul nor his mind will ever di
- Once transferred, the personali

of everything around it as if

&)
o had \normal senses, an
2y U 3 \" . tetains the’ Intelligence an
£ W W Insight it possessed whe
b ,“O '.00 liv addit: )
i -SL\“ oW N alive. In addition, (h

m;{i[) is placed into a +1 weapon;
‘person w
he persona

FChoc

k

; personality is placed into

The personality may

vhenever it wishes.

* If the wielder fails a save vs,.. paralyzation, the pe

may control the wielder's movements whene

is held for a period of minutes equal to the n

. was failed by.

" If the personality is placed into

o The personality may automatically

whenever it wishes,

+ If the wielder fails a save vs._ par

“Smay control him complete
held or not). The wielder w
ically assuming he was

442 or +3 weapon:
automatically speak with the wielder

rsonality
ver the weapon
umber the save

a -+ or better weapon:
speak with the wielder

alyzation, the personality
ly (whether the weapon is being
ill not remember this period, typ-
asleep or unconscious,
« If the personality makes a successfi Intelligence Check,
the weapon may fly of its own accord for a period of min-
ttes equal to the amount the Check was made by, During
this time, the Weapon will have a Strength equal to the per-
sonality's Intelligence,
If the personality is placed into an artifact:
. * The personality may possesses all the abilities
i ;;é_,\-: listed under +4 weaporns,
* If the personality was originally a
spellcaster, he may cast those spells
which he had memorized when
he was “placed in the

Ws 429

 lenowinh

g )lNG
?M{j

M?:w o

character's personality into a magi-
" cal weapon. Once there, neither his

possesses complete awareness

personality may guide
Or even control anyone
 who uses (he weapon, If the per-

ielding the weapon makes an
lity may speak telepathically with

3 L i\_\,%}
*

- weapon. These spells are perm

anent and need nog
rememorized,

a

Preparations

Before casting the spell. the caster must obtain
stone worth no less than 10,000 ap
lessness. He must

e, a gem
ty and a vial of oif of time

also determine what magic weapon the

it personality will be placed into,

d

d  Precautions

n Choose the receptacle Weapon with care. Though
e

many exist which are magical, most of these are unsuitable
in some way, If weapon is chosen which has an alignment.
and this alignment is other that the subject's, the personality (i

will suffer an alignment change when it is fused with thodd
weapon, e

Casting the Spell

The caster begins by cast-
ing a modified magic jar spell
on the subject using the acquired
gemstone instead of the usual
magic receplacle. Once imbued B
with the subject's personality,
the gemstone is wrapped in a
hank of virgin wool, Soaking
the wool in the oil of timeless-
ness, the caster then Lully oils
the weapon, reciting the

mantra of everlasting fortitude
all the while. !

Now, casting a dominate
spell, the caster animates the
now-spiritless body., instruci-
ing it to take up the weapon
and smile the soul-filled gem-
stone. If the subject makes a
successful  Check Vs
System Shock, the personali-
ty will be transferred into (he
weapon and the evacuated
body will drop lifeless, 1

Backfire
- Should the spell not be

B i P,

ast properly, the personality
will become lrapped at some stage of the transfer, pically
in the gemslone, At any of the: un_l_méﬁ{]é&'};:fag_c'_gi'_.‘[hi:' ;
sonality will be aware if jts'§ roundings il be ¢
pletely unable to affec them in
any way. The only way of extract.
ing the soul at this slage is to
destroy the receptacle,
killing the personality

Though the spell

e WEIS(‘EISL i"l'l'ev_er again

did we know of
 Delyin's présence.
- The sword that he

was to be still hangs
N my home., )

s ™




ik

mﬁ‘ RITANER
Absolutely

age must. .

I his resolv ers even slightly.

egun. he will be removed from the
4l torment where he quifers the

he taken. The m
“ s inten

r Apoca‘ypse certain of
ting has b

once the cas

uctive foree which a world to a plane ol etern
dying moments of every heing who
|l ever exist. until,

ginally there

of variations and wi

el is the aliimate des
destroys the world. Ori

e, but dozens

This sp

has ever.
the end of time.
he mage are

morte
was only one spell of this naty
pave been ritten which is odd considering one apoca-
lypse is all one could need. Those around
Obviously this is 4 spell which might only be used by free 10 go abowl (heir business.
the darkest villains, who often seek 10 destroy the world. phlivious {o their in‘.pending
or by heroes in the ulimate of dire, uni\'c-.'sc—'.'l‘.rcalen'mg dooms. 1 hose who have bee
ciluations. 1 comehow '.'ore\\-'urncc‘.. but hav
The effect of th(__e-_sppll creates & a wave of annihilat-  given up hope of saving the situ
ing force which sweeps over the world's entire gurface 0 ation, might consider substantia
| turm; nothing is spared from its poWer: The entire worl amounts of SITONE drink
1 consumed Jjmmortal artifacts or gods visiting {he mortal
plane are & that will be left, floating in the void where  Casting the Spell
(he world once was.
As he begins the spell,
the mage must somehow .
-.1ccmnl,1'.'15h the following feats. None of them
e easily achieved through known magical means.
rough Jengthy spell research.
i 1 by the

though perhaps devised th
ard him

« He must W

l’reparatinns
g ultimate spell
\ i.nter\'emim

The archmage who wishes 10 cast thi

. had best seclude himself far from the nearest civilization

and protect nimselt securely with gum'ds. traps and wards. celf from direc

By some a5 yet anknown nature of this spells all charac-

ters of gkill 5 of greatet within 250 miles of the spe‘llc;\sler + He must s
ing. This fore- ever wished

gods.
peak aloud the causes of every peing who has

ihe world 1o end.
ably link hims

elf, body and soul, 10 the

he ‘.mcnde:‘: castin
« He must inexor
orld <aviors

will come 10 jearn of 1
ldom sponl'.meo-:.s in nature, and seems 10
jon of fate a8 the characters world.
1t is often &t this point that would-be W
ith the mage's casting. Al this
be distracted bY

to intertere W
ulnerable
) hiis security !

knowledge is s¢

be more & direct manipulat

will happ ¢ of the spe
oincident

impending €

1I's existence or

ally nto the
and cannot

will appear
neasures.

time he 18
4  anything. 1€

most v
\stitution i such lying fully of

mage's plans.
The mage must also fortify his €O
~way that he can withstand the grueling casting time ol
anonth which must be pcrl’ormcd. ul'.ime'.".‘l.\plui by the Backfire
eed for food or rest. without distraction. n addition, the
caster's Sramina must be increased 10 19 or better. Certain
dampation (€€
Precautions
above).

' precautions
Few precaul".ons other than the ones ctated above can



p 10Q S When the drying brain can be heard rattlin
ell (jf Dal’kness Whe © C1yIng brain can be heard rattlii
i e RS skull. the spell may begin.
_ This dread spell closes off Precautions
' all contact between the prime . - B i
plane and the void, or negative Caution must be maintained in protecting the essence
o v A material plane. This has the phylactories as the lichs' undead minions will surely attempt
\“{‘I S, ™ < effect of destroying all undead 1o recover them, While they

are well sealed within the
) (\.‘\\ o wherever they may be in the  church, many cunning un(lfcn(i will devise ways to get them
- \4 world, and any other crea-  back such as though coercion or by des[roymg the church. If
) ‘)‘\m’% W ture whose existence s a ph_\-'incmryl is recovered, the offended lich will stop at noth-
O‘ \\B\“' ied to the negative plane.  ing lo exact its revenge.

PR W . Some ieve This danger is compounded by the fact that, as compo-

oW ) Some believe K P ) P
'O“ﬂ‘\ {\\tﬁ\“' < t{_'\l\\ that evil itsell could e nents are gathered, ghosts, lichs and other powerlul undead
= “-\\\G_, Wl‘_ ol cut off from the world  creatures wil] grow uneasy. With the complete accumulation

v ‘(fﬁ through this spell, think-  of the pPhylactories the undead will know what is

happening,
P“B ing it to be inexorably linked to  and with the memorization of the vampiric subtext, they will

egative plane, Whether this is  be able to determine the spellcaster's location lhmtlgh_ _a;cry
. jide g{_ﬁiﬁf must be determined by the GM ing. At this point il becomes imperative that _t_llc spcll'pﬁ;,
1gh the completion of such a spell would certainly s quickly as possible. / [T
?acﬁijjﬁaign. (:Whalt_advem_m'c is :_here‘lo be found in Cas‘ting the Spell 5w
Id without evil in it?) This larger effect, however,
cou ‘be litirely legendary, though the spell would cer- Shearing the 1op from the
inly destroy all creatuies of the tndead. necromancer's skull, the mage
A : removes and discards the desic-
Preparations cated brain. Taking each in
- ] . . o turn, the mage then breaks
] F_Ilc materials to be collected in preparation Itor casl- open each phylactory, pouring
« Ing this spell are cx!rcmcl;-‘ d:mgerous to acquire. The its life essence into the brain
‘_Zcuster_musl scelk out aml' delte;u 6 lichs and Inclaltle the phy- cavity while incanting the
“lactories containing their Iifelcsscnc_cs. Obtaining !hcsfe. final v'nmpiric subtext between
; ' he must suspend them '.\-'|!hm lhe_rrmr:r sanctum of a each essence,
: church._surroundeld on all sides by icons, while he coni- The brain cavity s
«Pletes his preparations. . ) , . resealed using a mixture of
b !_Ie must next trace the lineage o!‘ 10 generations of holy oils and sealing wax and
vampires :i!!d mscribe onto a sheeps!\'m '.\'_h:u c:ach said closed with the ward of Final
} with its (_Iy:ng breath. Theﬁsc he arries with him at all Binding. At this point. the
times \'-"}?IIE he m;?kexlln.‘s final |)I‘t‘|_)l'|l'ill;|()‘n§. |‘nemm17_|ng magus must chant the prayer
and reciting them in his free moments. After four days of of cleansing or save vs.. death, -
Ihl§ rccual_‘ Ith mage shoul‘d begin 1o h:n-'_:e dreams in Failure results in an irrepara- ..
\\_-'l‘mh the implied sublf:xl of the words begm_ to appear, . alignment shift to chaotjc "
I'hese 100 must be written (Tm\'n and memorized, If the evil and the discontinuation of .
5l|bltcxl does not mal\je itsell knm\'I_L l]w. mage has the spell. If the mage can con- .
.- incorrectly L{_ctetmlmed the vampires' lineage and tinue, ke then lowers a black
o L hc@f‘ 4gain e cloth over the eyes of the
astly, t‘hc mage must locate a NECIO-  dlnll. As he does so, a black.
mancer qr skill I(? or greater and strike shade will fall over ihé sun
Srgroff [us head. The flesh is Cleanc’d and the dark life-essence of
: from ‘Ihe head, and __‘lhe skull is all unliving ereatures will b
left to bleach in the sun rh?}lwn inta it {

g Backfire

I the preparations and casting of he spell ar
cisely done, the spell will fail and " poital be
Wy planes will open for 13 days. Al
B corpses which have not been prop-
vt erly laid 1o rest will absorb the
. negative energy and rise in

“uw 2-8 days as creature:
the undead.

.°§§

they were

Even

Ing
tions.

doom.. -




S el

of the life

e sash is tied.
ked mirrors.
o sure th

punepath
ak until th
er-bac

bmidcrcd with the

avoke. Do not spe
L with sity

each
at the

d sash em

are
end Lo

L] .
Manifest Pestiny :
v you int
i i gurround he subjec
This rare gpelt has the awesome ability 10 e , g I
i et : ; etched with the likeness of his ambitions. B
4 charactet his destny. bypassing all of the effort h ad }
X . S ! : jmage W (he subjects heart matches
achieve 1L 1f cas! correcty. @ character who 3 e
i o bS fhaton the mirrors. OF they will shatter.
will become king immedi- .
il and the spell will surely fail.
Utter the invocations ©

d one day have become King
was not destined

woul
ately- The risk is that the character
Kine in which case the subject i killed.
; . g
' fulfill a destiny well known 10 the 4
Bop your palms.

arbitra- . ;

spoken silence st preval
ells

¢, the outcome of an be a simple
{ the g:\mcm:\sier doesn't know whether or not the o
i i . subject fall
uld be successiu‘., 4 random element must be intros
¢ be used to &
gpeed the embrace of sleep.
when the subject drifts 0

an. Each

s asleep:
Jforce the Si

subject WO

duced.
an Insight Check.

pased on
e sub- il dre

ct's quccess is
he scope of th

The subje _
Modifiets should be assigned 10 reflect U
jects an\bijiuu;-A modest _;'-cslmy such as knighlhood would  oflected n
be _faiﬂy.'_éasy‘-‘ﬁ) Aaehieve for a hghter who has shown reason- : . S
. P i N : the subject dreams of his @
able pnlemm\ (+20r 3) but oulrageous requests such as world o .
LI P tions. recie the rest of the spel
domination of godhood <hould be nearly mumas.lb'le (-10 or "
f ina \\-"mspercd monotone test |
mere:) you disturb his slumber and
when @ gubject 18 killed by this spell. his anworthY  Lonj o ‘
I R : i Mo N conjure dangerous pightmares. :
glips into an alternale (imeline from which it can only L = .
; W] o 1f you have done everything the ritud
\I wish or powertu\ dimension ravel i ; i ; : . ;
demands. the Mirrors will dissolve into ghimmerng mist
that will pathe the subject n the light of judgemem. Do not
i lest your soul be plinded. Be warned that
Jory, but it

corpse
be rec

magicks and mu

esrrected.
look into the ligh
int the subject. crowning him in £

the light may anoint 1
150 destroy

overed by & fu
st then be 7
-_ Prepnrations

aot steep for (ree days before this spell grg .
ith those of the Backﬁre

om mingling W
aware-s

dreams |
ded 10 ensure
ned correctly !

The caster must
difficult 10 define i

sent his
ot perfor

I the spell is N

. s cast 10 pred
 subject. A potion af vitality 18 recommen
ness.
the subject’s destiny- This eftect is
{erms but can lead to exiting adyentures. he victim Wi
nething that he never intended and has no
il provide the only

e : s e destined for sov

ul of the pnma'l {orces s e i )
b T O ) know':edgc of. The actions of others W

the caster {eels there : A ;

. : et clues 1o his new dentity.

ate ripples that eftect i

autions that can resist

cter dares 10 cast

precautions
Destiny is one of the most powerf
and <hould not be ampered with untess
A TECOurse. This spell can cre
campaign. There are 10 prec
archmagic. 1 a chard
aster's mercy.

he entire
the sheet powe
this spell he is i

Casting the Spell

{ the gamem

in white stained with
ent with

Bind the garm

Dress the subject in robes of virg
K the path of his life.

lie runes that mar
2 $

%




This spell will create o
©race of servitor minions who
_serve their creator with mind.
less loyalty. This loyalty is
+0 genetic and will be passed on

to future generations. The

ritual also gives the caster

several means to enforce
‘\l\“t“‘& " his will.
Fa * First, the mas-
0\\13"\“\ \\\'Q\“ 2 t{\"\\ ter has the power 1o
X éﬁd\\\g 5‘“{", el heal, He may fay

< hands on each of his min-
‘ions once per day. curing 1-6
of damage at a touch, Once an hour
JNemay‘also cure poison or cure disease
- Unee per day he m

‘%’__i".\-'f_:_ek he may yaise d
oss of L hit point.

* Second, the master has the
is 1law to his min;

ié ma

on one
ay heal or regenerate, and
ad at the cost of the perma-

power of authority. His
ons. He may utter a command aq
il that affects any minion within earsho. Once per

round he may cast charm person or suggestion on any
“minion in line of sight,

* Third, the master h

as the power to destroy. Inverse
- recitation of certain of the rital's key passages will
“unweave the minion's essence. A single phrase takes two
SEments to utter but will do 6-36 points of damage (o a]]
minions in a 18" radius. An entire passage takes a full
‘round to pronounce but will kill any minion in line of
Srosight who fails a save vs... death,

i
|
I

Preparations

The spell requires a minimum of forty humanoid
captives. At least half must be female and all must be skifl
level 0 and have Intelligence and Insight scores of Jess
than 13, or they will be able 1o resist the effects of the
spell. Since these values are difficult to test for, most
Wizards will simply gather more captives than
wgg& necessary just to be sure, One hundred and
' one is monstrous bu traclitional,

The captives must be kept in the dark
- for a year and a day, during which
time they must eat only red
meat. If the name of any of

d

wi

gei

description should be dictated
by the cruel whims of their
creator. They have limited

may make 1 unarmed attack
per round for 1-6 points of

depe
description,

Backfire

oners will be transformed - i
but they will harbor a hatred of their
not surface until the seco
rage finally consumes |

There is no way
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Precautions

The first generation of minions create
are none too bright and are easily
become accustomed to their new |
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Casting the Spell

After reciting the names
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each, the sigil of transforma-
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I'u_ : wisted into a cruel parody.

¢ bul With scales

hests and backs,
: assive frogs, flapp
L Wings 'selt‘f;sl_y with each k

they leapt at
ing vestigial:
ound.,,



of blood

th signs
ade contact.

will make 118 presence Known wi
and pain. When you are certain you have M

~
Open Gate
read the first canto.
darkness will gather. making it d

As you wor :
do not fal-

ifti-

ns @ galeway o
g, devils and the :
e cult to see
e the evil cred- i
; ter or the blind sp

but the most corrupt : i
i your nnet eye 1 you with

his spell ?

phantastins.

This unholy ritual ope

ated entirely
(. 1t can only
Useless o any

dimension popul
souls they tormen

fures ‘.-.nprisoned there.
of mortal wizards, the only possible reason 1o use t
is as part of a bargain with one of the lords of hell. ; o
: % Wy 4 One at a ume. the V1
{ immortality are the wraditional rewards. _ o
pe set before you by your assistant
Offer the final emptation 10 each
ose who falter to eter

Dominion ant
and curse th

pefore you sp!

A preparations
A gate 10 the abyss can only be opened in dead earth nal damnation

where no prayer has been uttered since the dawn of man. their life on the ash. 1f you ar
Such plac s are Very rare, and their suitability can only be marked bY their tears You must
verified with a contact other plane oF legend lore spell. change your robes jest you fall

juires the sacrifice of thirteen {o the venom of S)'mpaih)

when all have fallen. have the

| from the con-

nine the srlai.'."llunl
hodies removes
and dismiss the
st be marked with five swords gering spirits of the slain.
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This ritual permanently
©binds the subject’s spirit 1o the

1 ‘plane prime, bestowing a pecu-
. \" ) -
X\ W\ - liar form of immortality.
\ g2l Poid - When the enchanted charac-
COE: 0  ter is killed. his soul cannot
JovTs & ] avel to the afterworlds
e 4R ﬁ“‘ IF'I\CQ
rfic‘ \\iﬁ\;\\\t\“ ; 80 he is reincarnated,
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is the only alternative. For this reason those searchii
for the reborn should ask
pairs that have re

or the twin may deal

alter the surviving
cently suffered a “tragic loss,"

lwin of

Casting the Spell
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black cords. Begin the
timing is critic
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ad in red robes bound with three
ritual one hour before dawn. The
al. so be sure 1o consult a reliahle

Invoke the silent voice and call out 1o the future.
spirits to hear your demands. Console them with the

rhythmic mantra, or they will be angered by your arn
gance.

Raise up the ruby mask
and recite the first four pas-
sages of the spell. Feel (he
power gather in the facets of
the great stone, Wait unil the
i o eyes begin 1o glow and place ;.
‘P\! Cparations :Iie nmfk 0\-‘5‘ the suhjpccls 4
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planes of existence, The stone must be shaped to resem-
ble the subject’s features, a feat that requires the skills of

/t i‘sary of his birth. The only way to prevent
his to destroy or capture the soul with spells such
ger E_fr:imfk,or trap the soul.

" mask
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an expert l:‘I‘EI‘II.‘iJ'T]fIII. \I\/hen Ih‘e mask is :'.eady. it must be Gregor's Dismissal. When
?é..: kept out of direct sunlight until the spell is cast. you have read the final -
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: The twin of a reborm character will not have the

extraordinary bond most 1wins share and is
5&&% unlikely to feel any kinship at all. The sub-
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This spell allows the sub.-

TTwisted Path

Y . Ject 1o reinvent himself by choos-

~ing another path for his life. In

&ame terms. if the spell is suc-

\. A0 A cesstully cast, the character

. J &, I . may change character class

i W ' ~and any or all of his profi-

(ﬂ@ Lan O ciencies (o suit his new

SRR career.

r“T_Cl ﬁ\\\a\\“\ : . ‘FUII |n‘.\lalmu. if

: 3 o __09\\ ’ thi_srpiil Ij cast (Im a
N oW (! skill level 9 fighter
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tience points he has earned stay
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; wizard: Hé could have chosen (o be a priest, a
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tiributes qualified him for,
- Note that this transformation is just thar. Iy does
fot alter history in any way, just the result, The subjec-
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Sometimes the character
Will change 1o suit his new
trollable side effect of (he spell that sometimes
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the character has neyer met,

s clothes and equipment
destiny. This is an uncon-
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a note from someone
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Before the ritual is performed
prepare aseries of serolls which det
life will take. These scrolls
an alternate timeline using
text and a trance brought on by a suggestion spell cast
by a wizard of skill ]2 or betler,
Every night (he subje

. the subject must
ail the new path his
are created by peering into
the techniques in the spell

ct enters the same trance and

the wizard places a quill in is hand, When he sces what

_might have been more clearly than what is, he wil]

begin to write, These sessions vary in intensity

and duration. Sometimes the subject will

o only write a few words, but in others he
will be active for hours,

r
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The entire process takes a
month or more. It is important
that the subject limit his

th

ad

as he tears the scrolls and
confines them 1o the fire of
faith, When the document is
destroyed. the past, presen,,
and future will collide in a
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formed correctly, the ‘char
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affected by the new life h
experience the alternate p

gamemaster, but it can
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When the scrolls are finished, the subject wi
wake from the final trance with astart. He will be dis-
oriented because he has Just reached the point in the
alternate timeline where his chosen past and his current
past become one,

Precautions

As discussed, the rity

al will somelimes alter the |
subject's gear to suit his ne

W path. This side effect can _
extend to magic items, so any valuable equipment |
should be removed before the spell is complete,

When magic items are transformed they will
ally become magic items of equivalent purpose «
value. For instance, magic ' ;
armor or a magic shield worn
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ers of protection or a ring of
protection,

Casting the Spell

The subject is surround-
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i SR Many techniques have been
caster does not have these skills, he may employ an 7.

TN 7 ; N 5 ~ used successtully, but death
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Worse Things:
an overview

The following adventure is designed to introduce players and gamemasters to mysti-
cal places of ancient magic, unique items of power and the secret agendas of archmages.
"Worse Things" is an episodic adventure revolving around the restoration of a archmage's
destiny and becomes a race to save the world from destruction. The adventure is designed
for 4 to 8 players of 6th to 8th level. The characters do not need to be wizards to enjoy this
adventure.

Adventure overview:

The characters will be swept up in the plight of a young mage whose master, the
archmage Terwin Bluehood's, very existence is in jeopardy. Characters will travel to the
enigmatic Red Room, a alternate dimension created by a mad mage: the Earth Tree, the
world's giant, arboreal regulator of magic; the Macrodome, a site where the destinies of the
world are played out; the City of Bone, a giant necropolis; The Gibbering Caverns, a giant
living cave complex; and the dreaded Lair of Roharrow, a beast whose existence will mean
the end of the world.

Gamemasters note:

Be sure to read over and be familiar with the entire adventure before attempting to
run it. Parts of the adventure will make references to the handouts or Protectors and
Places, the map book; locating them beforehand will make for easier and smoother play.
Gamemasters may also wish to photocopy sections of the map book maps and pass them
out as additional handouts during play.

The adventure consists of six parts. The characters may have the opportunity to
move in and out of the adventure between several sections, allowing old characters to re-
equip and new characters to enter, replacing dead or disabled characters.

The adventure follows a set course of events but is still open enough for the
gamemaster to add adventures of his own between episodes. If the adventure is successful-
ly completed, open plot lines have deliberately been left for the GM to create his own
adventures around using the same characters and locations.

The land in which this adventure is set has not been named nor given set location.
GMs are encouraged to place the locations into their established campaign worlds. The
adventure begins in Spring and may encompass several months or years of the characters
lives due to the unpredictable passage of time in several of the locations.



Section One: The
Invitation

The adventure opens with the characters being
approached by Garmawin Blackburn, a young mage
posing as a servant, and his manservant, Toulene
Stichtend. Garmawin offers the party a job to assist
the town's archmage Tergwin the Bluehood. Now the
mystery sets in: no one has ever heard of Tegwin, and
the meeting place, a tower clearly visible in the center
of town draws blank responses from all the locals.
Accepting Garmawin's invitation, the party travels to
the tower and discovers that Garmawin is not a ser-
vant but an apprentice mage, and that a terrible disas-
ter has befallen the archmage Tegwin, The players
will need to act as emissaries to the archmage's twin
brother Fordan, to seek advice on saving Tegwin.

The Adventure Begins

The adventure begins towards the middle of
spring, the days are growing longer and the weather is
pleasant, offering prime conditions for adventure and
travel. Play opens in a local tavern, perhaps one the
party likes to frequent. No map or stats are given for
the bar or its patrons. The gamemaster may feel free
to improvise them or use existing stats from elsewhere
if the need arises. The tavern is moderately filled with
patrons, mostly low level local adventurers and
wanna-be's. Most of the bar's action centers around
the PCs; the party has just finished a long adventure
and are enjoying some well deserved relaxation. The
GM should encourage the players to brag and banter
amongst themselves. Stress the idea of putting on a
show for the bar's patrons. The mood should be light-
hearted. When things begin to get rolling along at a
good pace, introduce Garmawin.

"The bar is old and poorly illuminated by a
single, large chandelier hanging above the center of the
room. The bartender winks at the group while thumb-
ing a silver piece which had recently belonged to them.
The barmaid brings over the tables latest round of
drinks. Everyone present is enthralled by the tales of
your adventures, they all laugh, gasp, cheer and toast
your well being in pace with the tales. That is, all but
two men sitting at one of the shadowy corner tables.
They are both dressed as servants of nobility, one in
his thirties, the other in his fifties. The younger of the
two appears nervous and is intently staring at the

group, but when you make eye contact he averts his
stare. The other man wrges the younger to approach the
group. Reluctantly, he rises and walks slowly, awh-
wardly in your direction. Quietly and with visible ner-
vousness, "I ...I need your help."

The man is Garmawin Blackburn, a mage of some
considerable power and apprentice to the archmage
Tegwin the Bluehood. He is dressed as a servant to
avert attention from himself and is as truly nervous as
he seems to appear. Tegwin is the town's protector and
archmage, and Garmawin has been his apprentice
since he was 14, a good portion of every day devoted to
Tegwin's teachings. The only exposure to people he's
had since has been the archmage and his servant, only
briefly being introduced to the Archmage's visitors.
Garmawin is completely lacking in social and commu-
nicative skills, and a terrible fate has befallen Tegwin,
leaving the responsibility of what to do resting on
Garmawin's shoulders. By nature he is shy and intro-
verted, and what he attempts now is highly uncom-
fortable for him: not only does he have to leave the
confines of the Archmages tower but he must sur-
round himself with strangers and speak to people he
has only seen from a distance.

He will remain standing there dumbfounded until
someone asks him how they can help him. If any of the
characters offer him a drink, he will nervously but
politely refuse, and will not sit down. Garmawin does
seem very familiar to all of the characters but none of
them can place his face.

"Your existence has long been known to my master,
the archmage Tegwin, and he has requested your pres-
ence tomorrow morning... tomorrow morning at the
tower in the center of town. He really needs your help.”

He then leaves a pouch on the table, ignoring any
comments or questions that may come from the group
and, breathing heavy sighs of relief, almost runs back
to his table. The man sitting there throws him «a pride-
ful smirk and rises. As they both begin to leave, the
older man addresses the party, "Do not forget, the day
yonder. At sunrise, come to Tegwin the Bluehood's
Tower, the tower in the center of town. All will be
explained.” he says. "And don't be late," he loudly
scorns as they reach the door and exit.

If the characters chase after the men, they will
seem to have disappeared the moment they left the
tavern, This event has not changed the mood in the
bar but should have been consequential enough to
spark the characters' curiosity.



Garmawin Blackburn
Human, Skill 7 Wizard

STR: 11 INT: 16

INS: 14 STA: 9

DEX: 11 APL: 10

HTK: 27

AC: 10

THACO: 18

AL: Lawful Neutral

WPN PROF: Quarterstaff
WPNS: Quarterstaff

Armor: None

Magic ltems: none

Spells: 4-1st level, 3-2nd level, 2-3rd level, 1-4th level.

Description: Garmawin is a slim, average looking man of
medium height in his early thirties. He is appearance is slightly
disheveled, and commonly dresses to his station in violet robes
with a blue hood, belt and trim.

Personality: Garmawin is lacking any real experience beyond
his home, and although he is powerful, he is not confident in his
skills. He thinks of Toulene as a father but fears Tegwin,
although the archmage has showed Garmawin nothing but
kindness.

Mannerisms: Garmawin is shy and introverled, lacking almost
any social skills, his time spent on studies. When interacting
with people, he will never look strangers directly in the eyes and
sometimes breaks into a nervous stutter when trying to express
thoughts or feelings to strangers.

Toulene Stichtend
Garmawin's overseer, Tegwin's manservant
Human, Skill 0

STR: 12 INT: 10

INS: 12 STA: 15

DEX: 11 APL:9

HTK: 9

AC: 10

THACO: 20

AL: Lawful Neutral

WPN PROF: Shortsword
WPNS: None

Armor: None

Description: Toulene is a tall, lanky man in his mid fifties. He
has long hair, peppered brown/grey, which he keeps pulled
back in a pony tail. He is impeccably groomed, suited in an
expensive, grey velvet servant's uniform.

Personality: Toulene is unshakably loyal to Tegwin and has
been in his employ for many years. Overseeing Garmawin
since he was just a teen has made Toulene regard him as his
own son and is very fatherly (more so than Tegwin). He realizes
that he is a servant but considers himself an equal to his mas-
ters and is a little overbearing, though a sharp look from Tegwin
puts him in his place.

Mannerisms: Toulene is extremely maternal from his years of
attending the two preoccupied mages. He will correct anyone
who displays overtly bad manners.

What's Known about the Tower

If the characters are from or familiar with the
town, they will know that there is a large tower in
the center of town which seems to be as old as the
town itself, they will all believe that they have been
there before but can't remember when or why. If any
of the locals are asked about the tower, they can
direct the party to it but their memories beceme
fuzzy on who, if anyone, lives in the tower or its pur-
pose. However, they all convey a strange sense of
security that it is there.

If anyone asks about Tegwin the Bluehood, they
will have they same reaction.

The tower is, in fact, the stronghold of Tegwin the
Bluehood who, up until a few nights ago, was well
known and respected by the town and the characters.
He was rarely seen but kind and thoughtful to the
townsfolk., He took on the role of protector of the town
if problems arose that the local law could not handle.
The event which no one can remember happened to
Tegwin, and is explained in the section Arriving at
the Tower below.

What's in the bag

The pouch is of red velvet with a fancy border
design stitched into it with thread of gold. The pouch
itself is worth around 3 gp. When the bag is opened,
it will be revealed to contain 20 gold coins and a sil-
ver vial, about 2 1/2 inches long and 1/4 inch in diam-
eter. The vail contains a potent healing potion. The
small dose that the vial holds will heal 2d4 points of
damage and may be diluted in any drinkable liquid
to make three doses that will heal 1d3 points of dam-
age apiece.

Arriving at the Tower

The tower is located in the exact center of the
town. It is a massive stone building with a plain,



wooden door and no identifying marks. The wooden
door has a large, inviting iron knocker in the shape of
a rams head on it. For further details on the tower and
its general layout, refer to the generic tower handout:
Archmage Stronghold-The Tower.

The knocker feels heavy in your fingertips... famil-
iar, as if you had handled it before. In fact the tower
itself is very fumiliar, but you still cannot place it in
your memory. The knocker falls and a dull, hollow
thud can be heard echoing throughout the tower, It
takes a few moments for the door to be opened, swung
wide by the older servant from the previous night.

Without changing the stern expression on his face
he exclaims, "Master (fill in character's name), it is
good to see that you are as punctual as ever.” (If the
characters arrive later than sunrise, change punctual
to late.) "Master Blackburn is awaiting you in the
downstairs study.”

The players may be curious how the servant knew
the character's name. If asked about it or anything
else, he will respond "Master Blackburn will answer
all inquiries.,”

You are led into the tower. The interior is exquisite,
filled with the finest tapestries ever seen, weapons and
amazing objects, glowing of their own accord, are dis-
played on the walls. The servant leads the party up a
flight of stairs and into a small study which is similar-
ly opulent: rare tomes line the wall and a large oak
table sits in the room's center. At the table is the other
servant from the bar, however, he is dressed quite dif-
ferently. He is wearing robes of burgundy with a blue
hood. It seems as if he belongs in this garb.

It strikes the party at once: the details are too
vivid, you have all been in this room before. The
man at the table senses the parties apprehension.
"So, you do have some recollection. Perhaps all is not
lost." He is still @ bit nervous but the empty wine
flagon on the table has helped calmed him a bit.
"Please sit down," he offers belatedly.

Garmawin starts by rattling off details of several
of their latest adventures, stating that he knows the
characters. If the characters protest that he may have
merely heard stories about them, he recants more per-
sonal facts like "You have a scar above your left knee
that your received from a bullies knife when you were
15." Players are encouraged to ask questions to find
out what's going on. While the questioning is taking

place, Toulene will enter with drinks and food. Some
likely questions and their answers are:

"How do you know so much about us?”

Garmawin will respond that they had worked
extensively for his master, the archmage Tegwin the
Bluehood. The characters will remember the adven-
tures quite vividly, but not being patroned.

"Who are you?"

Garmawin's responds that he is apprentice to the
archmage, Tegwin, He insists that he has meet the
characters before, briefly, in this very room. He does
seem familiar to the characters.

"Why are we here?” or "Who is Tegwin the Bluehood,
and what does he want with us?”

The mage answers that he desperately needs their
help and that a great tragedy has occurred.

"It was around a week ago: the master was work-
ing in his study and had just made final preparations
on a spell which he had been preparing for a year and
a half. I asked him repeatedly what the spell was, but
he refused to tell me any details, only that many inno-
cents would die if he did not finish in time, and it had
to be cast precisely on the mid-spring equinox, more
than that was too dangerous for me to know, My
curiosity got the better of me, and I spied on the cast-
ing, which took place just upstairs. He had almost
finished, you know, but on the last incantation he
Just... just. It's too hard to explain. I think I should
show youw." He rises and leads the party to the stair-
well in the center of the room, up several flights and
to a heavy, double-bolted door.

The party may make any precautions they wish.
However, stress that Garmawin is leading the group.
The party senses that he is powerful but is not a
threat to the group.

Slowly, somewhat cautiously, the door is pushed
open. The room is a rather large study and conjuring
area. A slight smell of incense, wild flowers, and burnt
cedar hangs in the air. Books and strange objects line
the walls, several heavy oak tables scarred here and
there by acid burns are covered with alchemical look-
ing devices, tubes, flasks filled with cloudy liquids,
and strange sealed metal containers that glint in the
daylight streaming through the windows. Most of the
floor is covered in strange markings drawn in chalk or



plaster, and a podium with a large book on it stands
near the far corner, several open books written in
ancient, alien scraw!l lie about it on the floor. The whole
nature of the room is magical, even non-spellcasters
can feel the energy in the air here.

"He is here,” Garmawin meekly states, "behind the
casting podium.”

You look again towards the podium, and the hair
on the back of your necks stand up. There is something
- no - someone there, an old man dressed similarly to
Garmawin with his arms outstretched as if in the mid-
dle of casting. His body is translucent, almost invistble.

"It helps if you look at him from the corner of your
eye," Garmawin adds matter a factly.

As you do, you shudder a little. From the corner of
your eye you can view him more clearly and a sense of
déjd vu washes over you. You remember him, but the
memories are like ghost images in your head that con-
flict with memories already in place, like menories of
something you have imagined.

Garmauwin breaks the stunned silence, "I would like
to reintroduce your all to the esteemed archmage,
Tegwin the Bluehood. You may take a closer look if you
wish. Don't worry about disturbing the lines, I've
already ruined the casting. After I saw him "disap-
pear,” I rushed in and tried to complete the spell, but it
was too much for me. I fouled the spell, and the
equinox has passed.”

More questions are bound to follow:

"Why us?”
Tegwin relied on the party to perform tasks for
him in the past; the choice was obvious.

"What do you think happened?” or "Why are our mem-
ories of him so fuzzy?"

Garmawin does not know the answers to these
questions. He does know someone who might, the
archmage's twin, Fordan.

"What can we do?"
The party will have to seek out Fordan's advice on
what to do.

"Could this be a side affect of the spell?”

Although it seems as if the spell had something to
do with the event, Garmawin has never seen a side
effect like this, and even though he is not use to such
powerful rituals, he saw the casting in progress and
now feels these effects must be due to something else.

"Can you tell us anything more about the spell?”

Garmawin only knows that it had something to do
with the binding and destruction or dismissal of a
great beast. Any wizards in the group can confirm this
but will not be able to confirm details.

"He was your master, why don't you do something?"

Garmawin is doing something, he has asked for
the group's help, and he is researching this effect and
the archmagic spell. Fordan is not responding to his
messages and Garmawin fears something has hap-
pened to him. He would go himself, but lacks practical
combat experience.

"If we go, how do we get there (and what might we get
in return)?”’

Tegwin has set up a teleporting portal in the
tower leading to his brothers stronghold, and will
offer the group a +3 Weapon, a +2 Weapon, 2-3
magical items (of the GM's choice), and 4 flasks
of extra strong healing potion (4-16 points per
dose). Any other rewards will have to be estab-
lished with Tegwin when he is revived. The char-
acters do vaguely remember that Tegwin was
extremely generous.

The Last Asylum:
Fordan's Stronghold

The characters are lead to a device that looks like
a silver mirror hidden behind one of the tapestries on
the ground floor.

“This is a portal to Fordan's stronghold. Once
through, you may use it to return.” Garmawin recites a
short phrase and the mirror appears to melt away into
quicksilver, revealing a hole that should lead onto the
street, but instead leads into another room, a room
filled with cold air that smells like the ocean.

For reference, The Last Asylum is located in the
Protectors and Places mapbook on the map of the
Earth Tree. For a map of the interior of Fordan's
stronghold, use the handout called Archmage's
Strongholds: Fortress in a Forsaken Place. Some
of the interiors may have no descriptions or may be
slightly different than what is on the map. GMs may
improvise should any discrepancies arise or if the play-
ers search areas not described.



The whole interior of the stronghold is ransacked,
wall hangings are torn, furniture is broken and tum-
bled about, broken glass and ripped paper lies about,
the cupboards are empty and there is a lingering scent
of burnt cedar along with the seawater. The structure
itself is a seven story building built atop a sea cliff. The
coast doesn't seem familiar to anyone present.

The players will find nothing of value until they
reach the 6th floor: the archmage's study. When they
open the trapdoor at the top of the stairs that leads to
the study, they will be attacked by a Malquin. The
Malquin will get initiative from surprise.

Malquin

RARITY: Very Rare
NUMBER APPEARING: 1

% IN LAIR: N/A
INTELLIGENCE: 9
ALIGNMENT: Neutral Evil
HTK DICE: 3+3
THACO: 17

ARMOR CLASS: 8

NO. OF ATTACKS: 2 (claw/claw)
DAMAGE: 1-2/1-2
SPECIAL ATT.: poison bite
SPECIAL DEF.: none
MOVEMENT: 9" land, 15" flying
MAGIC TOLERANCE: none

SIZE: S
TREASURE TYPE: none

XP AWARD: 300

Upon closer examination the creature seemed to be
constructed from smaller parts sewn together with
some kind of silvered cord. Bits of cat and bat were
twisted into a vaguely humanoid form that twitched as
it died on the floor. Some dark sorcery had given the
thing life, steel had taken it away.

These creatures are created by mortals using a
mixture of animal corpses, human blood and black
magic. Similar in many ways to homunculi they are
manmade monsters,

Combat

Malquins attack twice per round with their tiny
claws. If they hit the same opponent with both claws
in the same round, they may also attempt to bite,
with a +2 to-hit bonus.

Their fanged mouths gouge for 1-3 damage and

deliver a potent venom that causes the loss of 1 point
each of Strength, Dexterity and Stamina for a week
unless the victim makes a save vs, poison. Both the
effects and the duration are cumulative, so 3 bites
cause a -3 penalty for 3 weeks.

Special

If a wizard casts find familiar while touching a
Malquin he has created using his own blood, the crea-
ture will be bound to him. Bound Malquins can com-
municate with their master telepathically. A wizard
can bind a maximum number of creatures equal to
their Stamina.

Role Playing

Malgquins embody the worst possible fusion of man
and animal. Truly vicious, they take a childlike
delight in inflicting pain. Particularly intelligent
Malquins will resent bondage and will try to arrange
the demise of their master, making sure it is humili-
ating and painful.

After the Malguin is defeated you take a good
look around the room. Everything in the room is
smashed and destroyed, except for a table standing
in the corner with a broken tablet, some papers and
one of the strangest device any of you had ever seen,
sitting on it. It appears to be a sealed glass tube
filled with human eyes!

The Game master can pass the players the follow-
ing, the three fold Red Room map from Protectors
and Places, and the following handouts: The Eye
Jar, and Fordan's Diary entry. Nothing else of any
worth will be found in the study, however, there is a
trapdoor in the ceiling. Playing with the Jar outside of
the Red Room produces no results.

If the characters return to ask Garmawin's advice,
he will tell the characters that they must find Fordan.
He can offer them no more items which would help
them on their journey. He will, however, look up the
Red Room in one of his master's tomes, and offers
forth the following information.

The Red Room

The Red Room is a very strange place where chaos
and madness rule, but amazing insights into the true
nature of the mortal plane can be learned by the reck-
less. It is a plane of it's own existence, and thus func-
tions with its own laws and rules. The plane was either
created or discovered by the dwarven illisionist



Everron, also known as the Laughing Dwarf, Everron
the Erratic and Everron the Mad. He is rumored to
have created a ring that could open dimensions and
disappeared supposedly while perfecting it.

The Red Room is easy to get to if you know "the
trick"” but "the trick” is different for everyone who goes
there. For some it is a whispered poem, to others a trip
through a wardrobe.

Under "normal" circumstances only madmen and
fools can learn "the trick,” but it is possible for wizards
to find a way in by studying the insane, courting insan-
ity or using contact other plane to consult the Red
Room directly.

Getting back home is a little more difficult. Once a
mortal gets in, they lose track of time. What seems like
hours can be months or even years, lifetimes may pass
or mere seconds.

Getting There

On Fordan's roof, under a tarp, the players will find
a circle around 2 1/2 feet in diameter made of a sub-
stance that crumbles into a green/black powder. This is
flour impregnated with spider and scorpion blood. All
the characters need to do is to throw 17 kidney beans
from the table downstairs (look at the three fold Red
Room map) into the circle and step in. From the other
players perspective the character in the circle will sim-
ply disappear. Any ropes or other devices will drop as if
they had been sheared at the circles edge.

Section 2: We're Crazy About
You

In this section the players will enter the red room, the
realm of madness and, with a little luck, locate
Fordan, who has been driven mad. Through his ranti-
ng the players can figure out that he is in possession of
the Mantle Immortal, an object of great power. In his
vanity he has angered the gods themselves. To escape
his fate, he stole his own destiny, though it seemed to
do him no good so he escaped to the red room where
the lords of chaos and creation could not reach him. In
all actuality, he has mistakenly stolen his brother's
destiny which will have to be placed straight.

The Red Room: Powers and Purpose

The Red Room is a bizarre manifestation of the col-
lective unconscious. It contains many secrets, but they

are always perceived as puzzles or convoluted
metaphors. Those with the patience and cleverness to
decipher the mysteries of the Red Room can learn
magicks dark and dangerous.

Many peculiar creatures live in the Room, but
most are the dream-selves of sleeping madmen who
have wandered in by mistake and hence have little of
value to communicate.

The GM need not worry about maps. The Red
Room functions as a giant random generator.

Aspects of the Red Room

Time Passage

The Red Room defies normal space and time.
When the characters are in the Red Room, time in
the prime plane may be passing at a slower or
faster rate. When the characters exit, roll on the
Time Passage Chart to find out the passage of time
on the prime plane.

Strange Characteristics

Handedness is reversed in the Red Room and all
writing will appear backwards. A mirror may be need-
ed to read scrolls, books and other written materials.

There is a pervasive, musty smell like a cellar in
the room. The Red Room is deathly quiet, however
the silence is occasionally pierced by horrible
screams or weeping. Each room is as bright as day-
light on a normal clear day, though the source of
this light is unknown. Each character will only be
able to see his own shadow not the shadows of those
around them. Sometimes the shadow will appear to
lag behind or seem to move just slightly ahead of
the character by a second or two. Characters will
not gain any knowledge of what to do next by
watching there shadows. The players shadows get
longer and more distinctive if the corners of the
room are approached.

Insanity

By its very nature, the Red Room emanates the
essence of madness and insanity, and just being there
may have a negative mental effect on the characters.
To reflect this, each character should make a System
Shock roll each time a new room is entered. If they
fail, roll 1D100 and consult the listings below. (The
Insanity Table can also be found on page 32 of the
Protectors and Places book) If they acquire an insani-
ty, they need not roll again, However, if they roll a No
Effect, Panic, or Startled/Paralysis result, add +5% to



their next System Shock roll (cumulative for each No
Effect, Panic, or Startled/Paralysis result).

Explantation of insanities

¢ No Effect (1-20): There are no visible effects. See
above.

¢ Panic (21-30): The affected character will run at
his fastest movement rate through 1D6 rooms. Roll
once on the location chart for each room. Some
rooms, like the Beggar, may pose a threat and halt
the character due to injury. If the room requires a
specific act to exit, like the Ring Room, the charac-
ter will continue to run through the curtains into
the same room. There is a 50% chance per room
(non-cumulative) that the character will drop any-
thing that he is holding and a 10% chance per room
(non-cumulative) that he will begin to strip off his
clothes for some unknown reason while running. At
the end of his run the character will undoubtedly be
separated from the group unless other party mem-
bers quickly follow him or are each holding open
curtains following the path of the stricken charac-
ter. Remember the number of the Empty Rooms on
the location chart. If objects where dropped there,
they will remain.

¢ Startled/ paralysis (31-40): When a character is
affected, he will be unable to preform any actions. Roll
1D6 and apply the following results:

1-2: The character will shake visibly and breath heavi-
ly for 1D6 rounds then return to normal.

3-5: The character will be paralyzed until he is physi-
cally snapped out of it.

6: The character will be paralyzed for 10 to 60 min-
utes. Nothing the characters do will snap him out
before the time.,

If a character is effected by this mania in the Bone
Fires, roll again on the Insanity table and manifest
the new effect after this one wears off.

eSpasms / motor function disorder (41-50):
The character will spasm erratically. The extent of
this effect is left up to the GM. Symptoms can range
from eye twitches to the constant shaking of an arm or
hand, hindering the use of weapons.

*Loss of attention / delivium (51-60): The char-
acter is easily distracted: he may stop mid-swing in
battle to check some insignificant detail or stare
blankly for no reason, He will complain of clouded
thinking, respond slowly to danger and questions. The
character may mumble when speaking and only half
complete his thoughts,

¢ Incoherent (61-70): The character will constant-
ly mumble, shout out random thoughts, swing his
weapons, make hysterical demands, etc. For the
most part the character will be oblivious to reason
and his surroundings.

* Amnesia (71-80): The character will have no memo-
ry of himself or his surroundings. He will act indiffer-
ently or confused towards everything and will fight
only if attacked.

* Argumentative (81-85): The character will loudly
and vehemently ague with any decision or instruction
made. If the other characters go against his wishes, he
may become violent, have a childish tantrum, collapse
into tears or storm off. The character will not accept
help and will insist that nothing is wrong with him.
The effected character will have to be watched careful-
ly or even restrained.

* Hallucinations (86-90): The victim of this affliction
will see no difference between subjective and objective
reality. He will see things that others do not and may
become violent if others contradict him. Rooms may
appear as fields of flowers, other characters as goblins,
or the air may be filled with colors or monsters. The
GM should decide the extent, nature and reaction to
the hallucinations.

¢ Paranoia / dementia (96-100): The character
believes that others are out to destroy him and may
fabricate events or memories to support his claims.
Such an affected character will be violent and loud.
If the other characters continue on or ignore him, he
will panic and rant on about abandonment. Such a
character is also subject to viclent mood swings
(love to hate, fear to boldness) but will always lay
blame on those around him

¢ Simple minded / catatonic: If this occurs, the
party will be slowed by the burden of an unresponsive
character. The effected has lost all his mental capaci-
ties, often drooling or ignoring other voluntary func-
tions. Sometimes the character will just sit in place or
curl into a ball, rocking forward and back. He may
scream if moved or disturbed and will have to be guid-
ed if he can move on his own at all.

How effected afflicted characters become is up to
the GM, however, it is stressed that the GM allow at
least one character to remain sane to help the others
exit. After leaving the Red Room, a character affected
by an insanity may make an Insight Check to see if
the insanity clears up within a day. If a character fails,
he may try again on the next 4 successive days. If suc-
cess is not achieved by then, the effect is permanent.



The Rooms

Each room is 40' x 40' The floor is made of one foot
square tiles of dark red marble with dark grey veins.
No ceiling is visible. The tiles are actually the tops of
pillars miles high. Crimson red curtains of heavy vel-
vet surround each room. The rooms are kept fastidi-
ously clean of dust, debris, bodies and such, presum-
ably by the Baffling Enigma. Where this material is
placed is unknown. Perhaps the extent of the Red
Room is much larger than it seem, open only to the
Enigmas and the truly mad.

Entering new rooms

New rooms can only be entered through the
openings in the curtains on each side of the room.
Whenever the curtains are opened, roll on the loca-
tion table found on the Red Room map. After a room
is entered and the curtain shut, the curtain "resets"”
and another roll must be made if the curtain is
opened again.

The curtains

All the curtains open into similar looking rooms,
and the openings in the curtain will sweep open quite
easily. The curtains themselves bunch up on the
floors. Only characters with a Strength of 16 or better
may attempt to lift the curtains. The character may
lift the bunched curtain 1 foot off the floor for every
point of Strength they possess over 16, though they
may never lift it completely from the floor. Attempts to
wedge objects under to curtains will be useless, and
the curtains are fire-, acid- and water-proof.

If a character attempts to slice through the cur-
tains, their weapon's cutting edge will appear to pass
through the curtain, however a thin wet line of blood
will appear where the blade passed, dripping down
the curtain. The curtain will bleed for 1D6 turns and
is somehow obtaining the blood from the character
attacking it. The character will lose 1 HTK point for
each round that the curtain bleeds.

Climbing and flying

No matter what is tried, it is impossible to climb
the curtains. A character with flight won't get higher
than 20 feet but will have the sensation that he is still
rising. Any character with climbing ability will bunch
more curtain up under him and will not be able to
climb,

If an object is thrown or shot upwards, no matter
how much force is behind it, it will rise only 20 feet
before falling.

Magic Use

Magic is unpredictable and dangerous to use here,
Any wizard spell of less than 5th level or priest spell of
less than 3rd level will malfunction. The GM should
choose a random spell of the same level which will
take effect in the room. Healing may turn into fireballs
or invistbility to audible glamor. Any spell over the
stated levels will function normally.

Encounters in the Red Room

There seems to be a rather large population in the Red
Room, most of which are trapped victims, driven mad
and wandering aimlessly, however the majority are a
bit more bizarre.

Baffling Enigmas

RARITY: Special

NUMBER APPEARING: 1-3

% IN LAIR: See encounter table

INTELLIGENCE: 2 or 20

ALIGNMENT: Special

HTK DICE: 5+10

THACO: 7

ARMOR CLASS: 4

NO. OF ATTACKS: nil

DAMAGE: nil

SPECIAL ATT.: See below

SPECIAL DEF.: +1 or better weapon to be
hit

MOVEMENT: 12"

MAGIC TOLERANCE:  25%

SIZE: M

Treasure Type: none

XP AWARD: 1,000

All teeth and gums, it smiled at me from the door-
way, beckoning with the longer of its arms, It was obvi-
ously trying to be playful, which only served to make it
more monstrous. The lunatic grin terrified me like
nothing I had ever experienced, but I could not tell you
why...

These creatures seem to be natural denizens of the
Red Room, their origins are as much an enigma as
they are. Enigmas come in all shapes and sizes, each
one stranger than the last.

Combat

Enigmas will not fight. To some characters these
creatures are so annoying that they may be driven
to attack one, but even then the Enigma will not
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retaliate in kind,

Special

These bizarre creatures can become invisible at
will and can feleport anywhere in the Red Room once
per turn.

Baffling Enigmas may appear however they like,
but have a true form that can be glimpsed in mirrors
or through the use of a truesight spell and is usually
humanoid.

All Enigmas have the spellcasting ability of a skill
5 wizard, and their spells do not backfire like others in
the Red Room. They prefer illusions and shun direct-
damage spells.

Role Playing

Baffling Enigmas typically perform absurd actions
(which have no real meaning) as if they were not only
significant, but of supreme importance. For instance,
an Enigma with a bird's head might appear with an
expectant expression whenever a character gets angry,
or a wolf-boy could claim that he is looking for the
"silent gate back to nowhere" and insists the charac-
ters help him find it. Some favorite tricks of enigmas
are climbing up curtains when characters enter a
room (a feat impossible for the characters to preform)
or appearing as a double of a character opening a cur-
tain but on the opposite side of the room being
entered. One last trick which they cannot resist is
mimicking a character's shadow and doing outlandish
things to tempt that character into doing them as well.
Conversely, an enigma may spout out pieces of cosmic
truth: answers to unsolvable riddles or dilemmas, or
bits of the characters futures.

The Wandering Mad: There are hordes of insane
travelling around the Red Room. Most are harmless
but a few are hostile. They may follow or even befriend
the party though they are all best left alone. The mad
can be found in three varieties: spectral mad, mad
mages and mad mortals. Roll 1D6 to determine what
insanity the mad one possesses:

Lack of attention/delirious
Incoherent

Amnesia

Argumentative
Hallucinations
Paranoia/dementia

Oy O b= QOB =

Spectral Mad: These are the dream essences of the

insane who dwell on the prime material plane. The
appear as normal people but are totally incorporeal
and cannot be harmed. Likewise, they can do no dam-
age to the characters. Psionics or spells which effect
incorporeal targets will have no effect on them. They
will usually follow the group for a while, perhaps
taunting or sereaming at them, and them simply walk
away. Startling them or telling them to "wake up" will
cause them to disappear.

Mad Mages: These are wizards who have entered the
Red Room, become trapped there and have gone
insane. The skill level of these mages ranges from 3rd
to 18th. If a mage becomes violent, he will randomly
cast spells until all his magic is used up. Normally at
that point, they just retreat or fall to their knees, beg-
ging for mercy.

Mad Mortals: These are unfortunates who have
wandered into the Red Room by accident and have
become stuck there. Weaponless and usually in
rags, they wander aimlessly. All are Skill 0 and of
varying races. If they become violent, they attack
with fists at double damage until they are wounded,
at which point they flee.

Points of Interest

eThe Dwarf Room (entrance)

Turning twice, I parted the curtain and stepped
through the mirror. To my surprise it gave way easily,
like a vertical pool of water. The Room was just as I
had dreamt it. Giggling to itself, the dwarf welcomed
me with open arms...

All characters entering the red room will arrive
here. They will pass through a large 20’ x 20" mirror
that floats several unwieldy inches above the ground
in the center of the room. Once the mirror is passed
through it cannot be passed through again. The mirror
only exists on one side. As soon as any characters pass
behind it, it will seem to disappear, it can be passed
through from the back as if nothing was there.
Characters in front of the mirror will see themselves,
the characters on the other side will see only the room
before the mirror.

Constant laughter is heard throughout this room.
Its source appears to be coming from behind all of the
curtains.

Standing before the mirror is a lifelike statue of a
clean-shaved, smiling dwarf, holding its arms wide-



spread as if to embrace. The statue is of Everron, cre-
ator of the Red Room. If the statue is not hugged or at
least warmly greeted by the character, they will not be
able to exit this room no matter which direction they
head. To continue on, all characters must greet the
dwarf, if any member of the party does not they will
not continue on with the rest of the party. The dwarf
need only to be greeted once per journey.

e Empty Room

Another one exactly like the rest. After several
hours we weren't sure if we were heading straight or
Just in circles,

These are 40" x 40' empty rooms. If players leave
objects in the rooms, note the room's number on the
location table. If the character reenters that room, the
objects will still be there.

*The Beggar

The floor stones were arranged in a pattern of
different colors, the priest suggested it looked like a
penitent man on his knees, perhaps we should have
taken him more seriously. The ranger went first and
made it across, though with the loss of four toes, but
when the spears fell like rain, the rest of us wished
we could be so lucky.

The curtains in this room are shredded and a
"whooshing" sound is heard all about. The floor is a
giant mosaic in colored marble tiles of a man beg-
ging. A diagram of the room and a safe path through
can be found in Protectors and Places on page 32.
Characters will always enter on the room's south
end, near the beggar's feet. The only curtain that
will exit the room is on the room's north end above
the beggar's head. If the characters attempt to exit
through one of the side curtains, they will wind up
back at the Beggar's feet.

Crossing the room must be attempted by crawling
along the safe path. In the room there is a constant
barrage of projectiles flying at a height anywhere from
3 to 20 feet. The projectiles are wooden staves around
3 feet long and sharpened at one end. They constantly
pass through one curtain and pierce the curtain across
from it. If a character is standing, there is a 35%
chance per round that they will be hit by 1D4 projec-
tiles. Each projectile which hits will do 1D6+2 damage,
and the character must save vs. poison for every pro-
jectile that hits or experience spasms and a general
loss of muscle control as described in Explanations of

insanity (page 8).

To make crossing even more difficult, the tiles out-
side of the safe path are on springs. If more than 1
pound of pressure is applied to one of these tiles, it will
push down revealing razor sharp blades nestled
between them. The blades do 1D4 damage and if the
character is standing has a 35% chance of falling onto
more of the spring blocks causing an additional 3D4
points of damage.

If this room is passed, treat it as an Empty Room if
rolled again on the location chart.

*The Lab in the Heart

When we pulled back the curtain, the mage began
to laugh wildly. "This is it," he shouted, "the reason for
the whole trip!” There was an entire laboratory set up
here in the middle of the madness. The mage unslung
the parcel he had been so careful about and which we
had risked our lives to protect. At one of the tables he
gleefully opened it: it was filled with mice.

This is a complete alchemical lab. There are sever-
al heavy tables set up for the mixing of component
materials as well as all sorts of containers and devices
for mixing, grinding, distilling and storing.

How this equipment got here, or who brought it
will forever remain a mystery, lost in time, however,
careful scrutiny of the floors will reveal that the tables
were dragged in. There are shallow ruts in the floor
leading from one of the curtains to the tables' feet.
Why it is here is no mystery though to students of
ancient lore, "the lab in the heart" is well documented
but still thought to be a mythic place. Due to the
nature of the Red Room, spell components do not mix
as expected here. The thoughts and belief of a mage
affect the mixing and creation, if a spell asks for a rare
bloom that no longer exists, it could be replaced here
by a common wildflower. When the Red Room is exit-
ed, the spell will function properly. If a mage blindly
mixes components here, he may wind up with an
unpredictable but extremely potent bit of magic. The
effects of such mixings are left up to the GM.

*The Mad Mage

At first I thought it was just a pile of black cloth,
but then it lifted itself and he stared right through me
with those yellow eyes of his.

In the center of the room is a crouching figure
wearing an exquisite cloak. This is the archmage
Fordan, Tegwin's twin brother. He is incoherent and
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rambling. The cloak he wears is the Mantle Immortal
(stats on this artifact are on page 23 in the Archmagic
Sourcebook). He offers no threat to the characters and
if he is attacked, if someone attempts to steal the
Mantle or tries to move him (even with good inten-
tions), he will vanish and will have to be found again.
If he is disturbed a second time he will vanish and
never be seen again leaving a stylized chesspeice in
his wake. If the characters converse with him, he will
drool while speaking and slur his words. He responds
if spoken to but will answer no questions directly;
instead he will ramble, speaking one of the following
verses each time he is asked a question:

"A god became I, but tea they would not have with
me, so I spat at them, and all the birds of Chaos flew at
me.”

"There minds can't touch me here. My thoughts are
smooth... hidey seek, they can't find me."

"l have a pretty little chess piece. It's me and you
can't have it."

"T told the lizard to hand me my future, but when I
had it, they still knew where to find me."

(Smiling and pulling a chipped chess piece out of
his cloak, he begins to laugh maniacally.) "This is
what you've come for. Its not yours, its not mine." he
exclaims before placing it back in his cloak. (Show
players the Chess Piece handout.)

"Follow the eyes, they will show you the Giant."

"The tongue is the fish in the mouth. It likes to
drink, warm and smooth"

"I thought the piece would lose me. Tegwin said it
would work. He said it would work."
"My cloak keeps me warm inside as well."

"The cat-bat didn't like the beans and was afraid of
the broken stones”

The characters will have to ask the mage 5 ques-
tions or touch him a second time to get the chess piece
(the players will need the piece to complete the adven-
ture).

*The Treasure Chamber

We had just set up camp, when the party returned
through the hole in the tree. They were dragging the
thief, who was crying hysterically. He just kept scream-
ing "It was mine! All mine!"

This room is empty except for a large pile of gold
lying in its center. The gold is not an illusion; there are
in fact, thousands of gold coins here. However, each of
the coins is individually cursed. For each coin that is
handled, the character must make a save vs. spells. If
the save is successful, the curse on that coin is broken
and can be handled safely. If the save fails, the charac-
ter submits to a unique madness which will affect him
even if he is already afflicted with one of the Red
Room's madnesses: Myopic Avarice. This insanity is
similar to the others in the fact that it may wear off
when the Red Room is exited. A remove curse will
instantly bring the affected to his senses. Remove
curse will not effect the entire pile of coins, but it will
work on any individual coin it is cast on.

The victim's eyes will twinkle with a strange light,
and he will demand that the other characters leave
immediately so he can be alone with his treasure.
Violence will be forthcoming if his demands are not
met. Similarly, he will jump into the pile and coo softly
to himself scowling menacingly at any others in the
room. A character thus affected will have to be physi-
cally dragged from the room and restrained or
knocked out. If a restained character should get loose,
he will run off and attempt to find the treasure room
again. If the affected character is in the gold and the
others try to pull him off, there is a 22% chance that
they will inadvertently touch a coin and have to make
a saving throw.

*The Bone Fires

We were all occupied with the strange violet flames
when it happened. Jonas, the barbarian, happened to
look over at our guide. The guide just turned around
and gave a little shiver. Next thing anyone knew, he
was running the mage through on the tip of his sword.

The center of this room is dominated by a large
bonfire, ten feet across. The fire is normal in all
respects except that it burns with a violet flame, cast-
ing the entire room in shades and hues of purple. Also
strange is the fact that the fire is fueled by bones: a
heap of human bones. The flame is obviously burning
the bones but the bones appear uncharred. The fire
cannot be put out and is not an illusion. If a character
looks at his own shadow in this room or turns his back
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on the fire, he must roll on the Insanity Table. The
strange light from the fire distorts the shadow in ways
too frightening for the mind to comprehend. The easi-
est way to pass through this room is to constantly face
the fire while passing through the room,

*The Ring Room
The tablet told us of the fabled Ring of Everron, but

it was nothing as we had envisioned it.

In this room the players will find the naked
skeleton of a dwarl missing his left thumb. This is
the final resting place of Everron. Inlaid into the
floor are 4 immense concentric rings made of black
stone. Only a quarter section of the rings can be
seen; the rest of the circles run under the north and
west curtains. If characters leave through the south
or east curtain, they will wind up in the same place.
If the go north or west curtains, they will enter a
room where the rings continue on.

If they follow the circle around for another two
rooms, they will find themselves back in the first
room with the skeleton, however the skeleton will
now be missing a thumb and a finger, and there
will be only three concentric rings embedded in the
floor. If the characters do not follow the circle
around through the curtains, they will return to the
room as it was when they initially entered it. Each
time the ring is followed completely around, the
dwarf will be missing another finger and another
ring will be missing. After four complete circles, the
players will find themselves past this room.

If this room is randomly rolled again, treat it as an
Empty Room.

*The Giant's Room (exit)

The eyes in the jar kept pointing us back to this
place, but nothing we did helped us in exiting. With
each failed attempt the crying we heard from a dis-
tance became louder.

This is the only way out of the Red Room. There
is a large 20' x 20" mirror that floats inches above
the ground in the center of the room, similar to to
the one in the Drawf's Room. Constant crying is
heard throughout the room; its source apparently
behind the curtains.

There is also a statue of a bald giant in the room,
standing in front of the mirror. The statue is around 9
feet tall and has a stern defiant look on its face,

The mirror is the exit portal from the Red Room,

emptying out back in Fordan's keep. It will let no char-
acter pass through, remaining solid, unless the statue
is pushed over first. the statue need only to be toppled
once. To knock over the statue the characters will need
a combined Strength of 28 or more. A careful search of
the area will reveal several marks in the floor tiles
about ten feet from the statue in all directions.

Section 3: Trees and Ships

Briefly

In this section the players return from the Red
Room and receive more clues to solving the mystery
surrounding Tegwin. If the characters have returned
with the strange chess piece, Garmawin will identify it
as perhaps coming from the Macrodome, a legendary
place where the destinies of man are played out.

Garmawin also has researched the spell Tegwin
was casting: a spell capable of banishing a great,
world-devouring beast. Tegwin must be found and
returned with all possible haste to finish what he
started. The chess piece must be the key to his
predicament. The only way Garmawin knows to
reach the macrodome is by using the legendary
Serpentine galleon, a ship which sails the winds.
Garmawin does not know its location but knows, by
the legends, that it will need to be repaired using
magic wood from the Earth Tree.

A Most Unhappy Reunion

The characters will undoubtedly return to
Garmawin after their adventure in the Red Room,
who offers them asylum and rest while they recover.
They dine on delicacies and handle rare objects and
treasures the likes of which they have never seen.
During the next few days Garmawin's presence is
missed. One stormy night Garmawin emerges from
Tegwin's study and calls the party in.

Garmawin looks gravely at the group. It seems as if
he has aged years in your absence, he also seems bolder
and wiser. "l have been going through Tegwin’s notes.
He had been working for years to counteract a dire
spell. A rival archmage, a megalomaniac, was setting
forces in motion that could destroy the world. This
mage was conjuring forth Rahorrow, an elemental
force of great destruction. Tegwin's spell would have
bound and banished Rahorrow. The incomplete spell
may have done some good since we are still here.



However the only way to be sure, and we must make
sure, is to return Tegwin with great haste.”

"The chess piece you found in the Red Room is from
the Macrodome, an ancient monastery where the fates
of all the world's peoples are played out. I believe this
piece is Tegwin's destiny, Fordan must have acquired
it somehow. It does not belong here and must be
returned to the Macrodrome promptly.”

"The only way I know of to reach the Macrodome is
by using the Serpentine Galleon, a flying ship. I may be
able to get you to the ship, but according to legend it is
in ill-repair and will need special wood to be fixed.
This wood can only come from the Earth Tree, a gigan-
tic tree, magical in nature. The tree's guardian, a just
creature named Lorix, will respond to your pleas."

"You must accept this quest. The fate of the world
may hinge upon the return of Tegwin. I must stay
behind to set up what secondary wardings I can
muster to stop the possible encroachment of Roharrow."

The journey to Earth Tree begins at the Last
Asylum, Fordan's fortress. The GM should hand out
the smaller map on the Earth Tree map found with
the Handouts.

Approaching the Tree

The map of the Earth Tree is purposely left with-
out a scale, the GM can make the journey as long or as
hard as he wishes. This is the perfect opportunity to
add short adventures the GM may have planned.

Frozen Wastes, Cliffs of Sorrow &
Crying Hills

These areas may offer some winter or rough
weather/terrain encounters.

The Forest of Forever

The harshness of the terrain ends in a lush forrest.
Characters may be curious why terrain that was get-
ting steadily harsher and colder would end in a
sprawling, temperate forest. The forest is indeed magi-
cal in nature. 1st and 2nd level priest and wizard
spells have a 40% chance of failing, and 3rd level
spells a 15% chance due to this magic. The trees them-
selves seem to absorb the magical energies.
Adventures here could include magically resistant
creatures of the GM's own devising.

The Earth Tree

At the heart of the dark wood was a vast valley.
A walled city stood at its brink, but it seemed
dwarfed by the trunk of a colossal tree, miles away,
that stretched up into the heavens farther than the
eye could see. It was the heart of the world and the
the repository of all magic...

It is said that the Earth Tree stands where the
world was planted. It was actually a normal sapling
which grew on top of an ancient and extremely power-
ful elemental entity. The Tree and the magical, crys-
talline being merged together into the Earth Tree. The
tree feeds on all the excess magical energy coursing
through the prime plane. If the tree were to be felled,
there would be a tremendous unleashing of magical
energy resulting in a magical apocalypse.

Because the tree feeds on magic, its wood retains a
great deal of mystic energy, making it extremely resis-
tant to magic and fire and can act like a battery for
storing magic power. In fact the Forest of Forever has
all sprung from the seeds of the Earth Tree.

The tree's roots stretch throughout the entire
world, attracted to strong magics, and absorb magic
from various sites like a plant draws water. If the tree,
a sentient being, is questioned, it can locate almost
any powerful magical source on or in the world.

The tree's magic energy has a price, however,
Parasites have evolved to feed on the tree and its
power: giant grubs known as Blight Grubs. To protect
itself, the tree has created a guardian known as the
Lorix. The Lorix will inevitably be encountered by
those who seek the tree.

The Sleeper's Curse

The tree rests in a great valley where it has
grown for almost an eternity. The tree is so old, in
fact, that its magical emanations slow the growth of
everything in its vicinity. To humanoids this effect
appears to put them to sleep, but suspended anima-
tion is a more appropriate term. This effect is
known as "the sleeper's curse.” A mile from the tree,
characters may feel slightly drowsy, Three quarters
of a mile away, characters will feel extremely sleepy
and will have trouble keeping their eyes open (save
vs. spells or fall asleep, check every turn), A half
mile away will even cause characters with super-
natural constitutions to fall into a deep slumber
(save vs. spells at -4 or fall asleep). The Lorix
patrols the valley and will place any sleepers it



finds into the City of Sleepers, a small citadel con-
structed just to house them.

The City of Sleepers

The city is a repository for suspended travellers
seeking the tree. The city is located a mile away from
the tree near where the valley begins. It's location is
still close enough to the tree to keep any suspended
traveller stored there asleep. When the city was con-
structed, the tree was small and its emanations less
powerful. A suspended person would have to be moved
at least a half mile further away to revive.

The city is also home to a form of magic resistant
ghoul, who roam the city in packs of 2-8 and grow fat
on the easy pickings left there. These ghouls are nor-
mal but they are completely immune to Priest spells of
2nd level or lower, wizard spells of 3rd level and lower,
and can only be damaged by +1 or better magic
weapons,

The City of Sleepers is also the key to reaching the
tree. Eating the seeds of the tree will provide immuni-
ty to the sleeper’s curse, and a large quantity of seeds
can be found in a shrine in the center of town. In the
same shrine is an underground tunnel leading to the
Gate House. A map of the City of Sleepers can be
found on page 28 in the Protectors and Places book.

The Gate House

The Gate House is a large, empty structure sitting
on a great bolder near the tree and must have been a
grand structure at one time. Faded tapestries still
hang on the wall, and a large stable stands close by.
The amount of dust indicates that no one has been
here in decades. A large bridge, 60 feet wide and 200
feet long, spans the gap between the tree and the gate-
house. It leads to the easiest assent up to the tree,
complete with steps, handholds and landings large
enough to set camps on.

The Ascent (vertigo and blight worms)

The tree is unbelievably tall. The GM may wish to
show the players sections of the three fold map in the
Protectors and places book. The climb up into its
branches will take approximately three days.

The size of the tree is grander than anything you
have ever dreamed of. There are trails the width of
roads leading up the tree, which you realize with a
shudder are simply the grooves in the great bark. Every
several hundred feet the path widens into large, open
areas wide enough to comfortably set several tents on.

The canopy seems like it is still miles above, however
the landscape stretching out before you is breathtaking.

The tree holds two dangers to climbers: vertigo and
blight grubs. Due to the extreme heights any charac-
ter standing near the ledge of the path or camp areas
must save vs spells. If they fail, they will feel dizzy and
begin to sway unsteadily but can stumble or be pulled
back. If the save is critically failed (result of a 20), the
character will fall over the edge. If another character
is close by, they may make a Dexterity Check to catch
the stricken character, Unless the plummeter has the
aid of devices such as a ring of featherfall or carpet of
flying, the fall will result in certain death.

Blight Grubs

RARITY: Very Rare

NUMBER APPEARING: 1-3

% IN LAIR: 45%

INTELLIGENCE: 3

ALIGNMENT: Neutral neutral

HTK DICE: 6

THACO: 15

ARMOR CLASS: 8

NO. OF ATTACKS: 1

DAMAGE: 1-8

SPECIAL ATT.: None

SPECIAL DEF.: Regeneration, +1 or better
to hit

MOVEMENT: 9"

MAGIC TOLERANCE: 60%

SIZE: L(8)

XP AWARD: 975

Blight grubs are parasites that have evolved to
live on the Earth Tree. They have grown to
immense size and are voracious eaters of anything
they can find. They are a constant threat to the tree
and must be kept in check by the Lorix. The grubs
change into giant, harmless, irridescent blue moths
that live in the tree's upper reaches. It is rumored
that on nights of the full moon, the moths actually
fly to the moon and back.

Combat

Blight grubs attack with bony ridges that serve as
their teeth, Their bite is not very accurate but their
jaws are strong and can leave nasty wounds.

Special
The grubs are highly resistant to magic. They are



immune to 1st to 3rd level spells (of both wizards and
priests), and 4th and 5th level spells have a 35%
chance of failure.

Blight Worms are simple organisms with redun-
dant organs and miraculous recuperative abilities.
They are hurt only by weapons of at least +1 magic
and regenerate 1-4 points of damage every round
unless the damage was caused by fire or electricity.

Role Playing

Blight grubs are near-mindless, highly aggres-
sive creatures who attack without provocation and
hence, don't have much personality. They live to eat
and eat to live.

For every day spent in the tree there is a 60%
chance of encountering a group of blight grubs while
travelling and a 20% chance while encamped, On the
evening of the third day of regular travel the group
will reach the canopy.

Meeting the Lorix

The canopy is like a world all its own. Some
branches are so wide that, when standing on them, the
edges cannot be seen. Strange fruit that look like an
enormous eggplants with thick skin grow in abun-
dance here, and strange, giant moths flutter in the
upper reaches of the branches. Lost in the beauty, you
fail to notice the strange creature approaching you. It
appears to be a living stump with insectal legs, bran-
dishing a twig. It halts about ten feet away and barks
out, "Who you?"

The Lorix

RARITY: Unique

NUMBER APPEARING: 1

% IN LAIR: 100%

INTELLIGENCE: 18

ALIGNMENT: Lawful Good

HTK POINTS: 90

THACO: 6

ARMOR CLASS: -2

NO. OF ATTACKS: 1

DAMAGE: None

SPECIAL ATT.: See below

SPECIAL DEF.: +2 or better weapon to be
hit

MOVEMENT: 12"

MAGIC TOLERANCE: 70%

SIZE: M

XP AWARD: 10,000

The Lorix is a manifestation of the life force of the
Earth Tree. It is caretaker, guide and keeper of the
tree's secrets.

Combat

A peaceful spirit, the Lorix will not fight unless the
safety of the Tree is threatened, in which case it will
snap off a twig and use it like a wand. The wand does
no damage but the victim must save vs. spells or be
turned to dust.

Special

If it is badly wounded (reduced to 70 HTK points
or less), the Lorix will cast a heal spell on itself. It can
do this once per round.

Role Playing

The Lorix is a benign spirit who protects the inter-
ests of the Earth Tree. It is innocent and somewhat
naive. It speaks by barking out simple words but
rarely forms complete sentences. The Lorix will
always choose to converse with any non-threatening
beings and will consider most requests. If it judges the
request fair or just, it will grant it or take the petition-
er to speak to the heart of the tree themselves.

The Room of Roots

"Follow now," the Lorix commands as it hobbles
towards a wall of bark. The bark quivers and opens
to form a cavity within the tree. No sooner has the
group entered than the opening seals shut behind
you. The floor shifts beneath your feet and you have
the strange feeling that you are descending, however
you cannot be sure exactly what is happening in the
utter darkness. It seems like an eternity passes and
you begin to mutter nervously among yourselves. The
whole time you're in the darkness, no one can feel or
hear the Lorix. Just as images of a trap spring to
mind, the strange falling sensation stops and the
wall opens again, The Lorix is standing there.
"Follow now,” he barks out again. You follow him
through an immense cavern formed by some of the
tree's roots. There is a strange, white glow coming
from all about and the air smells of dirt. You follow
the strange little creature around a grouping of
roots. After « moment, you realize you have stopped.
Before you lies the glorious heart of the Earth Tree.

This is the Room of Roots, the Tree's heart and
brain. Nestled deep in the roots is what appears to
be an immense crystal, in reality it is an ancient
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and alien earth elemental that has merged with
the tree. It is old and wise. It speaks by vibrating
the surrounding roots in an unsettling harmony
which imitates a human voice quite closely. It
speaks very eloquently and is knowledgeable on
many subjects.

The room itself is located deep beneath the center
of the tree, some say in another dimension. The only
way to reach the Room, short of digging through
many tough, gnarled, magic-resistant roots, is by the
tree's invitation. It will create an air bubble that will
travel through the center of the tree to the Room of
Roots.

The tree will answer questions, grant
requests, or locate magic items for the charac-
ters. Now is the time for the players to ask for
wood to fix the Serpentine Galleon.

The Tree's Message

"You have been fair to me and my spirit, I will
grant you the wood that is needed to fix the galleon
serpentine. I even have it in my power to teleport you to
its location. I wish you speed and luck in your journey.
But before you depart, I wish to impart some dire
information to you so that you may pass it along to the
world beyond: Something is severing my roots from
across the world, I know not what it is, but I feel that
it is ancient and evil. Soon I fear I will no longer be
able to regulate this world's magical energies and they
will wash across the face of the globe scouring it
clean.”

On that discordant note the party feels its sur-
rounding begin to fade and new ones replace them.
You appear in the mountains. Next to you is a large
pile of reddish, translucent wood, and in the distance
is a ship with a smashed hull. The ship has the head
of a dragon and wings sprouting from its sides!

The Serpentine Galleon

Information on the serpentine galleon can be
found on pg 25 of the Archmagic Sourcebook. A deck
plan can be found among the player handouts.

The wood is too large and heavy for even the
strongest character to carry and unless they can levi-
tate it, they will have to leave it.

On the ship the players will find a large number of
barrels held together by finely wrought, brass bands.
Though the characters cannot open them, they will
animate into the Bronze Sailors if tampered with.
Give the player the Bronze Sailors handout
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Bronze Sailors

RARITY: Very Rare
NUMBER APPEARING: 20

% IN LAIR: 100%
INTELLIGENCE: 8
ALIGNMENT: Lawful Neutral
HTK POINTS: 40

THACO: 13

ARMOR CLASS: 4

NO. OF ATTACKS: 1

DAMAGE: 2-8

SPECIAL ATT.: None
SPECIAL DEF.: Immune to mental attacks
MOVEMENT: 9"

MAGIC TOLERANCE: None

SIZE: M

XP AWARD: 975

"All that remained was a crew. I was sure my
lovely Galleon would outlive me so the crew would
have to sail on long after their captain had gone. No
mortal sailor would have the unswerving loyalty
that would be required, so I would have to craft a
crew of immortals.”

These golem-like creatures are animatons of
bronze and wood, and are only found aboard the
Serpentine Galleon where they serve as its
crew. When not in use, they retract into what
appear to be barrels.

Combat

Bronze sailors will only fight if the Galleon is
directly attacked. They care nothing for the captain or
his crew, only the well-being of the ship they tend.
When forced to defend the Galleon, the Sailors fight
unarmed, attacking with bronze gauntlets and inhu-
man strength.

Special

The sailors cannot bleed or die. When they reach 0
HTK points they simply stop functioning. Fortunately,
they know how to repair themselves and each other,
and can recover 1-8 HTK point per day if they have
access to the spare parts and forge located in the
Galleon's hold.

Basically mindless, these creatures are immune to
mental attacks such as charms and illusions.

Role Playing
Possessing only rudimentary intelligence and no



true self-awareness, these creatures operate more on
preprogrammed instinct than anything else. They
carry out their duties tirelessly, unaware that any
other options exist. They cannot speak or interact and
make dull shipmates.

On Your Way

The bronze sailors, once operating, will get the
wood and repair the ship. As soon as one is shown
the Chess piece, they will set sail for the
Macrodome. The GM should roleplay the journey,
allowing the characters to relax, explore the ship
and enjoy the scenery. The bronze sailors can be
comical or unnerving, and GMs should role-play
their inhuman nature.

The strangest thing about the galleon was that,
while we seemed to be flying fuster than any bird I
had ever seen, we didn't have much sensation of
movement. There was no rush of air beyond a gentle
fluttering and no difficulty moving from one part of
the galleon to another. Knowing the places that the
galleon was said to be able to travel to, we surmised
that it must have powerful protective spells that kept
us from feeling the effects of its surroundings.

Arrival at the Macrodrome

As you step from the galleon, you immediately
notice how thin and cold the air is around you. While
mists cluster thickly, you guess that the galleon has
taken you to some lofty mountain. There seems to be
an obvious path leading up to a steep incline lying off
to one side.

The mountains upon which the Macrodrome rests
are a highly magical place. They can only be reached
by magical means and seem to exist solely to provide a
location for the Macrodrome. If the party attempts
any exploration other than following the path to the
Macrodrome, they will become lost in the mists for
some time. When frustration of panic sets in, they find
themselves back on the path.

The Thirteen Statues

As you reach what appears to be the top of the
climb, the mists finally break. You stand for a moment
catching your breath and looking around. This is not
the peak of the mountain, but rather a bowl-like valley
surrounded on three sides by steep inclines which

become lost again in the mists higher up. Dominating
the valley is a huge, exquisitely made building. It
seems to be a strange mix of gothic cathedral and
Byzantine domes and gives the impression of being
ancient beyond imagining. Standing in «a loose circle
around the cathedral are several roughly carved stone
statues on low pedestals. The statues are huge and
have an almost primitive appearance next to the beau-
tiful building beyond.

These Statues are promethean golems, the mag-
ical guardians whose duty it is to protect the
Macrodrome from those who would seek to change
their destinies or who come uninvited. They will all
attack anyone who tries to approach the cathedral,
stepping heavily from their perches. They will not
attack the party if they are shown the errant chess
piece If any of the party manages to get past them
and enter the the Macrodrome, the golems will not
follow nor will they attack anyone on the way out
(unless something has been stolen).

Promeathen Golem

RARITY: Special
NUMBER APPEARING: 13

% IN LAIR: 100%
INTELLIGENCE: 10
ALIGNMENT: Lawful Neutral
HTK POINTS: 50

THACO: 10

ARMOR CLASS: 6

NO. ATTACKS: 2
DAMAGE: 4-16
SPECIAL ATT: envelop
SPECIAL DEF: regeneration
MOVEMENT: 16"

MAGIC TOLERANCE: 25%

SIZE: L
TREASURE TYPE: none

XP AWARD: 2,600

The Promethean Golems were created by the
monks of the Macrodrome to protect their cathedral.
they are actually made of clay, not stone, though this
is not readily apparent until they attack.

Combat

In combat, the golems attack twice per round
with their massive fists. If both fists hit the same
opponent in the same round, the golem's clay body
closes around their victim, enveloping them like a
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vice; doing 2-40 points of damage per round until
the creature or its victim is killed. The victim can-
not move or attack while enveloped.

Special

The clay bodies of these golems repair themselves
automatically, allowing them to regenerate 2-8 HTK
points per round. Damage caused by fire-based
attacks are harder to heal, and against these they only
regenerated at 1 point per round.

Role Playing

Like most golems, these creatures have only a lim-
ited intellect. they follow their simple directive to pro-
tect the cathedral, and that's about it.

Entering the Cathedral

You burst through the great double doors of the
cathedral and stare down the long vaulted hall that
lies before you. The two-story hall is lit by several large
candelabras which create deep shadows in the gothic
arches lining the hall.

The cathedral is laid out in four symmetrical wings
radiating out from a huge central domed hall. The
only way to reach the other floors are by climbing the
spiral staircases inside each of the four towers placed
around the central hall.

The first levels of each wing generally have little
traffic. They are merely ornamental approaches to the
center. Two side halls parallel the main one here, sep-
arated by multiple archways. while While there is no
real reason for the party to enter the other two floors,
if they choose to explore them, they will not be hin-
dered. the top two floors of each wing are filled with
the resting quarters of the monks, empty rooms, and
rooms filled with thousands of shelved, playing pieces
for the Macrodrome's spherical game-board.

The Monks will ignore the party completely in this
part of the cathedral unless they are attacked, or the
party attempts to remove a playing piece from one of
the storage rooms. If either of these things occur, it
will immediately be detected and swarms of monitors
will appear, seemingly from nowhere. If the party is
not thwarted by the steady stream of monitors, the
monks will simply remove the player's figure from the
game-board (see the effect this has on Tegwin).

The monks will only become interested if they are
shown the chess piece that the party already holds,
and then only if it is shown to one of the Grey monks
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(it seems that the white monks find it advantageous to
have the piece missing) If this occurs, they will be
taken to one of the Monks in the main Dome (see fol-
lowing section for further reactions).

The Central Dome

As you walk through the last arch of the hall
behind, an awesome sight fills your vision. This
room is crowded with white and grey cloaked fig-
ures who bustle around the floor, but they are not
what catches your eyes. The huge, circular room
sweeps upwards, ringed by an elaborate system of
balconies. These balconies each reach out at vari-
ous heights and lengths to provide access to the
room’s main feature: an immence globe spins slow-
ly in mid-air some distance above your head. The
globe appears to be a intricate map, complete with
the lands you hail from and many that are foreign
to you. The surface of the globe crawls with small
creatures, barely visible from the ground.
Hundreds of monks seem intent upon the creatures
moving objects from place to place upon its surface.
Far above the globe is the main dome, the frescos
that decorate it are barely visible.

This is the great gameboard of the Macrodrome,
the playing field of fate (a full description can be found
on the map in Protectors and Places).The creatures
that inhabit its surface are Monitors, the reptilian
caretakers of the Macrodrome,

Monitor Lizard

RARITY: Special
NUMBER APPEARING: 40-4000
% IN LAIR: 100%
INTELLIGENCE: 15
ALIGNMENT: Lawful Neutral
HTK DICE: 2+6
THACO: 12
ARMOR CLASS: 8

NO. ATTACKS: 1
DAMAGE: 1-3
SPECIAL ATT: poison
SPECIAL DEF: none
MOVEMENT: 18"
MAGIC TOLERANCE: 25%
SIZE: L
TREASURE TYPE: none
XP AWARD: 270
Combat

Monitors will only fight in self defense or in



defense of the globe, the playing pieces, or the monks.
Though they are not very tough individually, there are
so many of them (assume an infinite supply) through-
out the cathedral that they could easily overwhelm
any opponent. The bite of the Monitor causes paralysis
for 3-18 turns unless the victim makes a Stamina
Check.

Special

Because of their connection to the Macrodrome,
the Monitors have developed a limited form of precog-
nition that allows them to second guess their masters.
This allows them to perform their duties with amazing
speed and makes them almost impossible to surprise.

Role Playing

Though the Monitors cannot speak, they are clever
creatures who understand not only speech but also a
lot of what is happening on the globe they tend, giving
them unusual insight into human nature and history.
Those few Monitors who have left the Macrodrome
make excellent companions for wizards and bards.

The Grey and the White

The Monks are numerous everywhere in this
central area, the balconies, stairwells, and on the
observational levels (attached to the middle balcony
and reaching back some distance into each wing).
The monks casually wager on the proceedings,
merely observe, manipulate the pieces on the globe
or stand around talking in their strange language
(which seems vaguely familiar yet unintelligible).
Here too, the monks seem intent on their business
and ignore the party unless they are attacked or the
game is interrupted. This will draw the same
response as previously mentioned.

The Elder Monk

If the chess piece is shown to any of the Grey
monks, they will take the party to the top balcony
where a particularly aged Grey monk stands in
conference with several monks of both colors. One
of the monks who guided the party approaches the
elderly monk and whispers in his ear. The elderly
monk turns quickly in your direction with a sharp
glance. He then approaches the party and speaks in
their native tongue.

"Ah, the missing piece,” he says, his expression
relaxing into pleased relief, "We thank you. Few under-
stand how dangerous it is to try to thwart fate.” Then,

seeming to realize that you do not fully understand the
situation, he narrows his eyes and asks, " How did you
come upon this piece and how did you get here?"

Weather or not the party fully discloses their
adventure, the old monk nods as if he under-
stands completely. When they are done, he sits
in contemplation for a moment, then turns again
to the party.

"Hmm. Fordan, who stole this piece, obviously
knew less than he thought he did. You see, Fordan was
trying to keep others from effecting his fate. He did not
realize that, had he been successful in actually stealing
the correct piece, he would have eliminated his own
ability to control his fate as well." The old monk smiles
as you realize what he is telling you, "Yes, Fordan acci-
dentally stole his Brother's piece, not his own! And it is
his brother’s fate that is so crucial now."

The old monk (who will not speak his name) takes
your arm for support and begins walking, eventually
leading you to a balcony where there are several bench-
es. He sits upon one and motions for you to do the
same. "I shall try to explain. You see, Fordan obtained
a great artifact some time ago, the Mantle Immortal. 1
shall not trouble you with its long and unfortunate his-
tory, but it essentially transforms the man who possess-
es it into something like unto a god. A minor one, per-
haps, but a god nonetheless.

Unfortunately, like most mortals, Fordan had
little idea what it meant to be a god, and he soon
made many powerful enemies. Hounded and har-
ried, Fordan began to desperately seek a way to
escape his tormentors. Instead of doing the obvious
and renouncing his power, he attempted to find
another way. That was what led him here. Perhaps
only an archmage could steal a piece from the
Macrodrome and get away with it, but it did him
no good, and it may have done the world a great
deal of harm. Now," he says as he gets to his feet
and walks to the edge of the balcony, "we must
restore poor Tegwin! Unfortunately, that is more
easily said than done. Come,"”

The monk leads the party down to the observation
balcony below and bids them wait while he confers
with his fellows. The party is on their own for about
two hours, and are free to wander about the
Macrodrome a bit more. The monks still seem to gen-
erally ignore them, but once in a while one will nod in
greeting. The party, if they hang around the observa-
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tional balcony for a time, will run into one of the rare
guests of the Macrodrome, Urangeled, a Gold Dragon
in human form. She will talk fairly freely with the
party as long as the conversation doesn't delve into her
affairs. She is very non-committal, intent on her own
secret interests, and should not be of any particular
use to the party.

Tegwin Restored

When the Old monk finally returns, he seems
somewhat crestfallen. He searches for a moment
before finding the right words with which to explain
the situation.

"Apparently, restoring Tegwin to his original state
is not as easy as we had hoped. Being outside the realm
of fate as he is right now, his form was impossible for
us to synchronize with. Fortunately,” He says, putting
up a veneer of mock confidence, "there was another of
similar power who made himself available to receive
Tegwin's mind and fate. That may be all we can do.
You see, the fate of your world revolves around Tegwin
right now. Though not the ideal situation, Tegwin's
destiny must be fulfilled, so we took this risk. And now
you must hurry. He is in danger, and you must fulfill
your destinies as well.”

The old monk begins to hustle you toward the great
double doors where you entered. He avoids any direct
questions about what has occurred, muttering some-
thing about it not being yours to know yet, and that
what must be done has been done. Then without so
much as a by your leave, you are escorted through the
ring of the golems and down the path.

Unless the party attempts something extremely defi-
ant at this point, the old monk hurries them along to
where the Galleon sits. Once the party is aboard, he
says something in his strange language to the galleon.
His farewell is almost lost as the ship sweeps upward.

"You must find him before sunset! Follow its nose!"

The City of Bone

The old monk has sent the party to this forsaken
place for the purpose of rescuing a disoriented Tegwin
who has just found himself in a new body. The City of
Bone is built upon the colossal remains of one the
Great Beasts (see map book and the gibbering cav-
erns). It has become a gathering place for many of the
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world's powerful undead. A direct assault on a place
such as this would be suicide, even for an archmage.
But infiltration is possible, especially during the day.

Arrival in the Desert and the
Wraith

With a wild skid and a cloud of sand, the Galleon
comes to a halt. As the dust and sand settle, you feel the
intense sun that burns overhead. You appear to be in
the middle of @ hot, sandy desert, and featureless dunes
surround you on every side. Your thirst rises just by
looking at the heat mirages that play along the sand...

The party is left without much of a clue as to what
to do at this point. Eventually they will probably set
out across the sandy waste, attempting to discover the
reason for their presence there. If they head east, they
will soon discover the City of Bone, a half mile distant
(it can be seen from a greater distance, but is obstruct-
ed by the great dunes). If they head in any other direc-
tion, they will come upon a wraith in shade (standard
wraith with reduced stats), dragging a bag full of
bones across the desert toward the City of Bone.

The non corporeal figure looks particularly weak
and wispy in the bright sunshine, though odd that
he is out in the sun at all, a strange sight indeed. As
you approach, the figure turns its "head" and nods.
It wearily sets down its load and wheezes, "Is it
muech further?”

If the party answers in a casual fashion, the
exhausted wraith will respond with various
degrees of enthusiasm according to their answer.
Only if the party panics or becomes aggressive will
the wraith even seem to notice that they are not
undead. Upon noticing, however, it will attack
furiously. Note that it is extremely weak and will
not be much of a challenge.

If the party journeys with the wraith to the City of
Bone, he will head toward the front gate and quickly
lose the party once inside.

The Situation

The party has about six hours until the sun sets,
and they had better make good use of it. Tegwin's
mind has been placed in the body of one of the Lich
Lords, the most powerful of the undead and the rulers
of the City of Bone. This particular Lich was casting a



powerful spell to change his own fate and past. This
allowed the monks of the Macrodrome the opportunity
to place Tegwin's errant fate into a functioning
body. (This does have some unpleasant side
effects, as the party will discover later.) The
unfortunate Tegwin has meanwhile awakened to
find himself in a completely different mage's
study, one dominated by necromantic implements
and soon soon discovers that his body is now that
of a mummified corpse!

Meanwhile, the party is preparing to enter the
City of Bone. Both of the old monk's warnings are
very important. The first, to find Tegwin before
sunset, is the difference between life and death for
the party. After nightfall, the City comes alive
with undead: some of the most powerful forms of
undead. During the day, there is only a 10%
chance per turn of coming upon undead. After
Dark, it will be inevitable. The second warning is
a clue as to the likely location of Tegwin. Upon the
nose of the great skeleton lies the citadel of the
Lich Lords. This is where Tegwin has suddenly
found himself.

Playing the Bone City

In addition to the obvious danger posed by the
inhabitants, the City of Bone has other dangers.
The buildings, ladders, stairs, and floors are all
made of bone. Bone is not as strong as rock or wood,
so heavily weighted characters face the possibility
of the ground giving way beneath them whenever
they take any sort of sudden movement (10%
chance per level of encumbrance above normal.
Damage will depend on the distance fallen but will
be at least 1-4 points from the broken bones them-
selves). Additionally, no animals of any sort will
enter the Bone City under any circumstances.

There are a few advantages players can exploit
to increase their chances in the city of bone. The
inhabitants of the city know how suicidal it would
be for any living creature to enter their city, and so
they are not very wary. Spells or makeup which
change a character's appearance will not usually be
closely serutinized. Characters' chances of surpris-
ing are doubled, and the inhabitants avoid exposure
to the sun, so are not likely to be about in the upper
buildings during the day. Finally, true death cannot
occur here. However, "life” as a minor shadow is
hardly preferable. Any living creature who dies
while within the city will revive 2-12 turns later as
a ghoul. This condition holds even if the
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dead/afflicted character is removed from the city.

The most direct route to the Citadel (short of
magical means) is through the back gate, though
this is well guarded (30% chance a turn of an
encounter). This is true in the Skull's main cavity as
well.

As you enter the gate, a tingling sensation fills you,
as if the bones in your bodies feel out of place. Even the
beams of sunlight streaming through the racks of great
ribs above cannot truly brighten this dark place.

As most of the inhabitants have retreated into the
darkest portions of the city, most encounters will be
random. Use both the tables on the map for locations
and types of undead. There are three locations of note,
however.

The Temple of the Unlife

The Temple of the Unlife and the Dark Ward lies
atop the highest vertebra of the city's spine. It is a
circular structure built around an open portal to the
negative material plane. The portal is a spherical
area of non-light that floats about three feet above
the floor. Negative energy arcs out of the portal and
across the room, seeking to suck the life force out of
any mortal creature that dares to venture in (save
vs. death or lose a life level). Carved like a wound in
the floor is the Dark Ward. This magical inscription
is used to ward off Death itself. The undead's most
persistent enemy is actually Death. Death sees them
as a perversion of his work and would actively seek
to destroy such a monument to Unlife. If the party
should somehow be captured, it is here (to meet
their unlives) that they come.

The Dome of the Skull

Under the vast, protective Skull lies the city's cen-
ter. Here sits the great market where nothing is ever
sold. Bridges, towers, and palaces moulder under the
ever darkened Dome. Here undead are sometimes
active even during the brightest hours.

The Citadel of the Lich Lords

A cluster of five domes marks the location of the
Citadel. Each dome is inhabited by a lich. Two of
the liches were great mages during their lives, one
was an evil high priest, another a powerful warlord
who also practiced the dark arts, and finally one
who combined the darkest powers of his clerical and
wizardly paths. It is into the body of one of the



mage-lichs that Tegwin has been thrust. The domes
are adorned with fascinatingly interwoven bones
and bone sculpture (the art of working bone like
clay has since been lost). Other undead enter this
area only in the capacity of servants. If the party is

fortunate, they will find Tegwin in the squat, wide
dome,

Tegwin is Found

You have made it thus far, but your nerves are
nearly shredded, and the sky is beginning to grow a
bit orange with the impending sunset. The twisting
curves of the bone around you cannot be natural, you
think as you enter the richly appointed upper rooms.
What you wouldn't give to see something green
again! Suddenly, the door at the far end of the hall
bursts open. A skeletal figure, wearing the remains
of a rich robe and an iron crown stands there. It
raises its head and two pinpricks of light that come
from somewhere deep inside its empty eye sockets
brighten as it sees you.

The Lich that begins to move toward the party is
actually Tegwin. But, of course the party won't
know that. For his part, Tegwin hasn't quite gotten
used to the idea that his happy smile looks like he's
about to eat someone. After their initial reactions,
Tegwin will try hard to convince the group of who
he is (he still recognizes the party from his previous
dealings with them). However, if the party waded
into him, swords flying, Tegwin may have to
unleash a little taste of his power.

Tegwin The Bluehood (lich)
Human, Skill 24 Archmage

STR:9 INT: 18
INS:17 STA: 11
DEX: 13 APL: 14
HTK: 72

AC: 0

THACO: 13

AL: Lawful Nuetral

WPN PROF: all usable by wizards

WPNS: none

Armor: none

Magic ltems: none currently

Spells: currently, only 1st-4th level necromantic spells.

Description: Tegwin, now trapped in the body of a

lich, has quite a gruesome appearance. Mummified
skin hangs loosely on a tall skeletal frame. Luckily,
most of this is hidden by rich robes of black and violet
velvel. Eerie points of light float in place of his eyes.

Personality: Tegwin is now uncharicteristically schiz-
ophrenic, as he wrestles with his new form. He is nor-
mally obsessive about his work, going for long periods
of time seeing no one but Garmawin or Toulene. As a
result, he tends to be rather talkative when he is
around others, attempting to make up for lost time,
though he says little or nothing about his work or other
personal affairs.

Mannerisms: Presently, Tegwin is gawky and
mechanical in his movements, and driven in his quest
to destroy Roharrow and return to his own form.

Tegwin's Story

"There isn't much time before sunset,” Tegwin says,
"You'll have to tell me what's happened on the way
out.” As you hurry through the darkening hallways,
your sense of forboding grows.

If the party has taken too long to find Tegwin, the
archmage may be the party's savior. While still very
weak from his ordeal, Tegwin is still an archmage, and
has the added advantage of looking like one of the
Lords of the city. He will question the party carefully
about what has transpired, and once satisfied that
they have explained enough, he tells the tale of the
archmagic spell-casting that he was in the process of
when he lost consciousness.

"..Then I began to chant the final stanzas of the
spell, those that would bind and hopefully banish the
soul of the mysterious creature called Raharrow, that
had been awakened. But before I had finished, I
noticed that I could see through my hands, and could
no longer hear myself speak. Darkness flooded my
mind then, and 1 found myself in a strange study.
Ancient books lined the walls and the table I found
myself leaning over was strewn with scrolls, vials, mor-
tars and other magical components. I bent down and
began to read one of the leathery scrolls. To my horror,
I realized that this was an ancient Necromantic text,
one that any mage worth his salt would have burned."

In truth, Tegwin quickly rifled through the study
and has secreted three serolls and a grimoire from the



shelf away in the folds of his robe. He did avoid the
shunned text upon the table, but he was not such a
fool as to pass up a look at another powerful mage's
library. He will attempt to dissuade the party from
doing the same, but if they insist, he will give in. Once
inside the study, the party will discover mostly necro-
mantic paraphernalia. Tegwin will refuse to let the
party take any of this, insisting that it is far too dan-
gerous. They also have a 25% chance per turn of find-
ing a hidden wand of fear with 22 charges, but every
passing moment brings nightfall closer.

The urgency of leaving the City should continually
be stressed, and the GM should attempt to create a
sense of increasing danger as time passes. If the Party
is caught in the City of Bone after dark, they are likely
to die. Leaving should be far faster than entering as
they have already blazed a path. If the tragic should
occur, and the party becomes trapped in the city after
dark, the DM should have them beset by wave after
wave of undead. They will die unless they come up
with a brilliant escape plan.

Safely Away?

The Sun is just beginning to disappear behind the
dunes as you come stumbling out of the accursed City.
A ghastly moaning is just beginning in the deepest
depths of the city and it’s all you can do to keep from
fleeing in terror. When you've put a few dunes between
you and the city, Tegwin says that the binding spell
has been ruined. Now the only way for him to continue
with his year and a half spell is to confront Raharrow'’s
physical form, and complete the incantation there, But
Tegwin is unsure of where to begin looking.

After Tegwin contemplates the party's dilemma
for a time aboard the Galleon, he will recall a vague
reference to a great swamp and the alien creatures
that dwell there. There was some theoretical connec-
tion to Raharrow's location mentioned. It's the best
he has to go on. Tegwin has been able to summon
the texts he needs, however, if the party decides that
they want to go back to Tegwin's tower, they will be
swept up in a bit of a side adventure, as the Lich
who's body Tegwin now inhabits is, at that moment,
being placed in Tegwin’s Body. What will happen to
poor Garamawin and Toulene when a Lich suddenly
inhabits their master's body?

The Gibbering Caverns
The Gibbering Caverns are actually the interior
organs of a colossal creature. Only the smallest

portion of the Caverns peek up through the swamp
while the majority of its structure extends deep
into the earth and radiates out into the furthest
portions of the swamp.

The party should not realize the true nature of the
gibbering caverns until they are far beneath the sur-
face. The party has journeyed here to discover the
nature of both Raharrow and the Caverns, and to dis-
cover Raharrow's Lair. The cavern's consciousness will
not directly acknowledge the adventurers' presence
until they actually reach the Eye, but rather will treat
them as any other unwelcome intruder.

One of the most unusual features of the gibbering
caverns is that it emminates such a strong life force
that normally inanimate objects may begin to become
"alive." Objects will begin to move on their own, make
sounds, or even develop sentience. There is a 5%
cumulative chance per half hour spent in the caverns
that some belonging of the party will come alive. This
transformation takes several weeks to become perma-
nent, however, and will wear off quickly once the party
has left the Caverns.

Another effect of this powerful life force is that any
character who is wounded begins to regenerate at a
rate of 1 HTK point per round. Thus, no one can truly
die in the Gibbering Caverns. For encounters within
the Caverns, see the Table in Protectors and Places.

The Entrance to the Gibbering
Caverns

The Galleon lands softly in the water. As you gaze
around, you see that you are floating in what
appears to be a small lake surrounded by a marshy
swamp. A bizarre mountain of some foreign looking
material rises from the green water. Supporting
"roots” arch out and over your boat while giant
mushroom-like structures sprout from the peak above
yowr head. But perhaps stranger than the mountain
are the multitude of dog-sized grey creatures that
swim back and forth in the water.

Known to the locals as "the Mound," this colossal
structure rises about a hundred feet above the murky
waters of the swamp. The Strange grey shapes that
crowd the waters about the mound are "Mud-
Puppies”, and they carry bits of food to the Caverns.
They appear to be entering two cave-like entrances at
either side of the mound. Once the party decides to
land or touches the mound in any other fashion, they
discover that it has a firm but pliant texture, rather
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like shelf fungus. The mud puppies will attempt to
drag any party member that strays from the group
into the mound and to the Great Maw. Tegwin will
insist upon staying in the study of the Galleon to pre-
pare himself for the great spell.

The Great Maw

As you begin to descend the pit, climbing hand over
hand on the rocky outcroppings, a tremor shakes the
pit. The outcroppings begin to shift in your hands as
the pit begins to collapse inward.

This is not actually a pit, but rather a chewing
organ at the mouth of the Acidic Passage. The "rocky
outcroppings” serve as grinding teeth, doing 2-20
points of damage per round to anyone trapped within
them. The teeth will begin grinding one round after
any character enters the "pit." At this point, the party
has two choices: they can either make a Dexterity
Check to clamber out of the Maw, or drop blindly into
the darkness below. Doing either of these avoids any
further damage. The maw stops grinding two rounds
after movement within it ceases.

The Throbbing Hall

The entire cavern pulsates around you, like a giant
bullfrog. The seemingly solid floor undulates under
your feet. As you wade through the three-foot deep
muck covering the floor, (insert one of the smaller
character's name here) is sucked under! Plunging your
hands into the muck, you search frantically for some
sign of your companion,

This chamber acts as a sort of pumping station,
pulling the nutrient muck from the base of the
Acidic Passage to the rest of the Caverns through
small tubes. The adventurers need not be overly con-
cerned about their fallen companion. The tubes are
too small to draw a person through. A moment's
groping will find the fallen hero attempting to stand
up against the suction. With the help of his compan-
ions, he can easily stand again.

The Sphincter Chamber

The strange, twisting passage ahead looks forbid-
ding. One would have to crawl through that narrow
passage and the way it quivers...,

If anyone tries to navigate this narrow, muscle-like
hall, they will be immediately expelled the way they
came. There is no way through this passage.
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The Dermal Duplicator

Writhing tendrils grow from the walls, floor, and
ceiling of this tall, oval cavern. Though they do not
grab you, they seem to desire to bury you under their
weight.

Any attempt to cut a tendril will be futile. Any
damage done here is regenerated almost immediately.
This room serves an unknown purpose for the Caverns
and is a dead end to the adventurers.

The Chamber of Sound

As you enter this large, slippery cavern, the noise
becomes almost deafening, not from the volume as
much as the the number of sounds that assault your
ears. They seem to emanate from a thousand narrow
cubicles in the walls.

Anyone who stays in this room for more than a
round must save vs, spells or run from the room in a
random direction until they are out of earshot of the
sounds (about 100 yards). If anyone manages to stay
in the room, they have a 20% chance of screening out
all but one voice which might supply the answer to one
of that character's most burning questions.

The Acidic Passage

This spacious tunnel is slippery with a pale grey
slime that occasionally drips from the ceiling onto your
party. After the first drop hits, you can feel it burning
your skin!

The acid that drips from every pore of this hall
burns only exposed flesh, and if the party is able to
cover themselves completely, they will avoid damage.
Otherwise they must save vs. breath or take 0-2 (1D4-
2) points of damage per round. It takes 20 + 1D10
rounds to successfully navigate this "intestinal organ."

Along the way, the party will occasionally
encounter bits of carcasses and plants, There is a 3%
chance of finding something of value here.

The Living Storage Cysts

You make your way up the narrow passage to the
small room beyond. As the passage opens into the
room, your eyes fall upon piles of mundane objects,
swords, clothing, wheels, and other familiar objects.
These are the only normal things you've seen since
you've been in this strange place! As you look more
closely though, they all begin to creep, jump and fly
about the room.



As mentioned before, the intense life force that
emanates from the Gibbering Caverns will bring
inanimate objects to life if they are exposed for long
enough. The GM should use this to add a bit of
humor to the adventure. Completely mismatched
clothing fight each other in a rush to dress the
party, a fork attempts to flee the area with a spoon,
and a chair insists that the group seat themselves
(and stay seated),

Among the throng of interesting objects, there is
only one of true value. In the furthest cyst is a
sword whose pommel is formed into the face of an
old man., The sword is a singing sword. It is +2 to
hit and damage and protects the bearer from sound
based attacks (+2 to saving throws of this kind).
Unfortunately, the sword often breaks into song at
the most inopportune times.

The Central Cavity

An enormous cavern fulls away into the darkness,
criss-crossed by a web of natural bridges. The "mud-
puppies" march across these purposefully in great
numbers. It looks as if many other caverns open out
onto this huge Chamber, many with streams of water
pouring from them. The sound of the water cascading
into the darkness below echoes through the cavern.

This is a sort of crossroads in the caverns. Tunnels
around the cavity in the walls reach across to the
other side (what appear to be Bridges) or merely open
up into the cavity. At the bottom of the cavity there is
a tunnel that leads directly to the Neural Annex.

The "Mud-Puppy" Nursery

Thousands of watery sacs fill the deep chamber,
bound to the wall with bonds of rubbery webbing.
Making your way along the narrow ledge that spirals
down, you peer into the first sac. Suddenly, something
squirms toward your inquiring face!

This is a nursery where the "mud-puppies” are
grown. All are at various stages of growth, but are
completely confined in their sacs (though this doesn't
stop them from startling the party some). If the party
does anything to disturb the sacs, however, they will
be be set upon by a swarm of antibodies.

The Blue Pool

A pool of syrupy liquid fills this spacious chamber,
the ice blue color of the center fading to a milky grey at
the perimeter. Liquids of various viscosities flow down

into the pool from openings in the walls. As you watch,
a bubble begins to form in the blue center, then begins
to ooze toward the edge, retaining its shape and color.

This room serves a double purpose as the receiving
end of the Acidic Passage and the birthing place for
the Steletalps (see page 44 of Protectors and places).
The mysterious bubble is an infant Steletalp. Once it
has left the pool, it will ocoze down a nearby opening
and disappear from sight.

The Neural Annex

A fantastic sight greets your eyes as you descend
into this chamber. It is a maze of translucent globes
and tubes, each giving off a faint rainbow of light.

This is equivalent to the Cavern's brain, Pulsating
flashes occasionally arc across the room, and the party
feels strangely drawn to the center of the the chamber
(where the Eye awaits),

The Eye

An eye, nearly six feet across, is suspended in the
center of the room by several thick strands of the
translucent material. It follows you as you walk across
the room, blinking slowly. Though it does nothing more
than this, it seems to be beckoning you forward.

The Eye will attract the party's attention and
begin to communicate with them telepathically, taking
great interest in everything they have to tell it. A par-
ticularly observant party member may notice that the
eye widens as in fright when the party begins to tell of
Tegwin's spell casting failure. When they have fin-
ished, the Eye offers this tale:

The Eye's Story

"To fully understand what you are up against, I
must tell you a story. Long ago, I was as a god. I and
my four siblings had been given the duty of watching
over this world, and the power to do the job well, Ah,
those were glorious days! We watched the birth of mor-
tals upon this world from our lofty thrones. But the
dark ones came, with their lies and promises, making
us dissatisfied with the privilege that we had.
Raharrow was the first to fall. She was the lady of the
sky, and perhaps overly proud to begin with. As she
began to defy the Great Dance and step to her own
whims, she spoke to us of the joy she had found. And
one by one, we followed her lead. Great chaos followed
for a time, and yes, a sort of newfound joy. But then the



heavens opened, and our neglect of our duties were
made plain.

We were cast out! Banished to earth in the guise
of Great Beasts, as you see me now. Most of us went
to our exiles in shame, but not Raharrow! She
fought and exhorted us to fight with her! Flames
filled the sky that day, but finally she too was cast
out. Down she fell, like a fiery comet. And where she
struck, the earth burned, collapsed, and fell in upon
her. We other Great Beasts now live quietly, but
Raharrow, in the form of a gigantic worm, has lain
brooding in her burning hole, nursing her hate until
it has become all that is left. At least she has been
content to brood until now. It seems that the mage,
Tegwin, has discovered Raharrow's attempt to rise
again. Raharrow will stop at nothing short of the
destruction of us all. "

The story told, The Eye asks if they and the
mage are prepared to face Raharrow, If they say
ves, the party is then guided to the Geas Node
where The Eye gives them instructions on where to
find Raharrow's Lair,

The Geas Node

The spherical room isn't of much interest, but you
feel a sudden weight upon your mind. There is someone
trying to get inside!

The Gibbering Cavern uses this strange organ to
cast geas, suggestion, and other such mind affecting
spells. If the party has talked things out with the Eye,
the Node will be used to impart the location of
Raharrow's Lair rather than attack the group.

' .
Raharrow's Lair

Raharrow is gone from her lair for five out of every
seven days, eating away at the Roots of the Earth tree.
Tegwin's spell has had some effect on Raharrow
already: she must return to the lair every so often to
revitalize her failing energies with elaborate rituals.
The party arrives two days prior to Raharrow's return
and must survive in her lair, preparing to strike, for
those two days.

Tegwin has reached a sort of semi-catatonic,
trance-like state and must be dragged from place to
place (he did warn the party about this being part of
the spell, so they shouldn't be alarmed). The Spawn of
Raharrow are on constant guard for just such intrud-
ers, though the lair is vast, and many of the spawn are

spread throughout the world on various sinister mis-
sions. There is a 25% chance per turn of encountering
spawn near the Great Chamber, but this chance
decreases to 10% in the outer passages.

The passages are all of slick, sharp, volcanic glass
covered with an omnipresent layer of gritty ash that
filters up from the various lava vents here and in con-
necting passages. The air is extremely hot and dry,
smelling faintly of sulfur and brimstone. The entire
area is dark except where the molten rock below pro-
vides a faint light. The Spawn do not rely on sight as
much as their other senses.

The GM may wish to show players sections of the
Raharrow's Lair map. The party will enter the map
area from the far left side,

Arrival

The Galleon lands on a snowy mountainside. In the
distance, the steaming plumes of still active volcanic
mountains give sharp contrast to the frozen land
around. The only other features nearby is a small trap-
per's hut and the crevasse that leads down into the very
bowels of the earth.

The group must travel from the ship's resting place
down into the the crevasse and into the Lair.

Lava Vent and the Forge

Here the sweltering heat of the tunnels becomes
almost unbearable. However, the inky blackness that
has surrounded you in the tunnels has been banished
by an orange-red glow emanating from a pit in the
floor of the chamber.

As you approach further, you see an elaborate
apparatus surrounds the pit. Spawn swarm over this,
pulling at chains and turning huge clanking wheels. A
bit further off, larva send sparks flying as they ham-
mer upon oversized anvils. You think that hell must
look something like this.

This is a vast smithy where the Spawn forge
weapons for war upon the surface dwellers. The
Spawn make use of a vent in a lava dome which has
built up underneath the room as their forge.

Around the perimeter of the room are several
passages filled with all manor of steel-working
equipment. Two roughly made carts stand in the
shadows on the left side, one filled with raw ore and
the other half-filled with larva-sized weapons.The
Spawn are intent upon their work and will not
notice stealthy adventurers.
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Spawning Ground

You freeze. As you peer into the darkness, it appears
as if the floor of the passage ahead writhes with a life
of its own. You duck back as an adult Spawn comes
around a bend and wades into the writhing mass.

The writhing mass is, of course, tiny larva, too
small to join their brethren in battle yet. Several con-
necting passages are used as the spawning grounds, If
the passages are searched, the party will discover that
the larva are ravenous and will swarm upon any non-
spawn that attempts to make his way through them.
This will also alert the adults serving as nurses.

Strangely enough, no eggs of any sort can be found
here. (The larva appear to come directly from
Raharrow herself.) This area is best avoided.

Elder Spawn's Meeting Room

The round chamber is dominated by « long, low
table with odd runes carved into it. One lone Spawn,
larger than any you've seen, lies coiled at one end,
apparently asleep. Otherwise the chamber is deserted,
perhaps even unused.

Now that Raharrow is awake and active there is far
less of a need for her servants to lead themselves. The
command center of the Spawn now lies unused most of
the time. The large Spawn is actually dead, but
because of the alienness of its form, it is difficult to tell.

Map Annex

This passage comes to an abrupt dead end, but
unlike the other dead end passages, this one seems
heavily used. Large hides of leather with red runes
upon them cover the walls. Most of the leather wall-
hangings also have intricate maps drawn upon them.
In the center of the passage sits a spherical, wooden
grid. Red and white pins are stuck in clusters at vari-
ous points inside the grid, radiating from one central
cluster near the center.

This is the map room. From here, the Spawn plan
their increasingly frequent raid on the surface and
advise Raharrow on her own movements.
Interestingly enough, all of the maps are rendered
with the perspective of being underground, looking up
at the surface.

Armory
The walls of this narrow crossway of passages glit-

ter with steel. Weapons of an alien design fill all avail-
able space. Merely imagining the army such a supply
of weapons were created for makes you feel a bit tense.

There are usually several guardian Spawn here
examining or sorting weapons. Anyone passing
through will have to be especially careful not to
attract their attention as they will summon aid which
will arrive in 1-6 rounds.

The Forgotten Prison

The passage turns once again and there in the
darkness you hear the noise again: @ human moan and
the clinking of chains. You hold your light higher, and
there he sits: a bony, soot-covered man with a shock of
graying red hair. His legs are shackled to the wall, the
only occupant of a long row of chains hanging from the
wall, Slowly, he raises his head to you, revealing eyes
that have grown almost useless from lack of use, "Is
that light," he croaks without confidence, "or just anoth-
er dream?"

The forgotten prison dates back to a time
before Raharrow awoke when the Spawn sought
to revive her with human sacrifice and other
dark sorcery. The man's name is Riely, and he
remembers little about his former life. He was
captured as a boy from his father's farm long
ago. He has survived the neglect of his captors by
drinking from a sulfery drip in the wall of his
prison and occasionally capturing one of the tiny
lizards which crawl through the passage. His
chains are so old and rusted that they can easily
be broken by a healthy character. While he will
become a burden on the party and their
resources, no compassionate person could leave
him down here. Treat Riely as a skill 0 human
with 3 HTK.

The Great Chamber and Raharrow's Pit

Immediately you are overwhelmed by the sheer size
of the place in which you stand. The cavern must be the
size of an entire town and the ceiling is so lofty that
your lanterns cannot illuminate it at ali. Dominating
the floor of the cavern is the yawning mouth of a pit at
least 100 yards across. Nearby, there looks as if there
was an enormous bonfire, though only ashes remain
now.

The polished, jet-black floor looks as if it is con-
stantly swept of the drifting ash that dominates the
rest of these passages. On this floor, the Spawn have
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laid long lines of a yellow chalky substance radiat-
ing out from the remains of the bonfire.

The great pit is the original landing place of
Raharrow all those eons ago. It leads to her many
other passages that now riddle the world. Because of
their sheer size, they are unnavigable by the party.
When Raharrow rises out of the pit to bask in her
Spawn's worship, only a part of her huge head enters
the cavern. The bonfires, which surround the pit at
regular intervals, and the yellow (sulfur) lines are all
part of the restorative ritual that Raharrow goes
through after each venture of chewing on the Earth
Tree's roots. Traffic is fairly heavy here; Spawn are
constantly cleaning up from the last ritual and setting
up for the next.

The Final Confrontation

Raharrow's return is no secret here in her Lair.
Preparations begin a day in advance. The bonfires are
built and fresh sulfur is laid out. The players, howev-
er, may not have time to notice these subtle prepara-
tions, particularly if they have been discovered and are
being chased through the Lair.

Tegwin finally comes out of his near cataleptic
state (though he continues to mutter to himself con-
stantly) and explains what must be done.

"I must confront Raharrow in person, probably in
their central chamber. I need at least a full ten minutes
to cast the final incantations, and I will be extremely
vulnerable during this time, I need you to figure out a
way to protect me during those ten minutes. We must
then leave as quickly as we can.”

The party will then have about half a day to set up
their defense plan. During this planning period, feel
free to repeat any clues or information which the play-
ers may need to prepare their strategy.

The tremors have grown more serious. The last one
nearly knocked you all from your feet. From the central
cavern, the Spawn can be heard chanting their low
bass incantation in unison. There must be hundreds
and hundreds of them in there, row upon concentric
row surrounding the pit.

From within the pit a steady rumbling emanates.
Then it appears that something is filling the pit, or
rather, something is rising out of it. Almost gracefully,
the tip of Raharrow's nose begins to fill the Chamber.
The Cavern itself, which had once seemed so enormous,
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now begins to feel cramped, as Raharrow’s head
emerges. Never before have you seen anything so large
actually move! Her cavernous four-sided jaws open
and you stare into what awaits all life if you fail.

Once Raharrow's head is fully visible, Tegwin goes
into action. Stepping forward, his eyes roll back, and
he begins to chant in his lyrical tenor voiced, a sharp
contrast to the bass obscenities voices by the Spawn.
The party will be noticed almost immediately (unless
they are hiding and letting Tegwin take his chances),
and almost as one entity, Raharrow and her spawn
turn on you. Raharrow herself suddenly becomes
transfixed, but her Spawn attack with everything they
have. Hopefully the party has set up in a position to
protect themselves and Tegwin against the waves of
Spawn that surge forward. There are approximately
three hundred Spawn clustered in the room (though,
of course, not all of them can attack at once).

Tegwin takes a full ten rounds in which to cast his
spell, and the party must remain alive until he finish-
es. If either they or Tegwin falls, all is lost.

If the party does survive, and Tegwin finishes the
incantation, Raharrow lets out a deafening scream
and begins to fall back into the pit from whence she
came. The impact of her hitting the sides of the pit
begins to bring the cavern down on top of party and
Spawn alike, If the group has any magical means of
escape (feleportation, dimension door, etc), now would
be the time to use them. If not, Tegwin finds the ener-
gy for one last spell, and the party finds itself next to
the galleon. The formerly extinct volcano upon which
it sits has begun to erupt, so the party will have to
make a hasty retreat.

Epilogue and Future
Adventures

From here, several things can happen: The GM
can have the party set out upon a mission to oust
the Lich who has inhabited Tegwin's body. The GM
may also wish to make an adventure of the mopping
up of the Hundreds of Spawn that still roam the
earth causing mayhem. Or perhaps Raharrow again
finds a way to threaten the earth and the party
must journey to the Untended Gate or the Fiery
Hall to defeat her yet again.

Whatever the case, Tegwin will, as mentioned
before, be very generous in his gratitude.
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HOW TO USE
PROTECTORS AND PLACES

What you hold is an idea book, it is intended to add detail or liven up
existing campaigns. The material could also be used to start an entirely new
campaign. It contains maps, creatures and concepts that are archmagical in
nature. Stats are given for locations and creatures, but GMs are encouraged
to use the information found within as a springboard for adventures of his
own.

The material is broken down into three sections, the first deals with
Primal Entities, fearsome and powerful protectors of the world and high
magic. It includes stats and fully detailed descriptions of the Forgotten Gods,
gods who no longer have purposes and wander aimlessly. The Guardians,
powerful entities that protect the planes from dangerous magics. Five vari-
eties are given; Divine, Elemental, Mystic, Planar, and Temporal. These enti-
ties can be used to return balance to a game gone wild or just add spice to an
adventure.

The second section is maps of mystic places. There are eight all
together: some frightening, some awe inspiring. Details are given for each
location, some within this book and the rest fully detailed in the adventure
book, Worse Things. The maps themselves are a variety of useful maps,
player handouts, and a visual tour de' force, adding a visual sense to a game
that no description could. GMs may wish to combine pieces of individual
maps together to create entirely new and exotic locations.

The third section is a series of handouts concerned with wizard's
strongholds. There is the Flying Castle, a place of mystery and wonder afloat
in the air; the Hovel of Wonderment appears as a begger's shack whose inte-
rior is immense and opulent.; the Fortress in a Forsaken Place is an out of
the way laboratory, far from prying eyes; the Tower, which can be used as a
conjurer's tower or meeting place for socializing wizards; and the Wizards
Caverns, a natural formation modified by powerful magic to be impregnable.

Realms and creatures of high magic await!




STANDARD TERMS & ABBREVIATIONS:

Abilities (or attributes, characteristics, or stalistics) are
derived from 3D6. The lowest score for a human is 3, and
the highest score is an 18/00 (see standard rule book for
more information),

Ability Checks against a Character’s abilities work
much like saving throws.

For example, when a character makes an ability check
against his STR, the player rolls 1D20. If the resulting num-
ber is equal to or lower than the statistic, the save is suc-
cessful.

Armor Class (AC) works on a scale in which a lower
number is better. A Charactler with no armor is AC: 10
(unless otherwise stated within a Characters' race statistics).
A shield improves AC by 1 to make AC: 9; chain mail is
AC: 5; and plate mail and shield is AC: 2. (See the standard
rule book for details.)

“D'" is used as an abbreviation for “die” or “dice.”
1D20 means one 20-sided die; 3D6 means three 6-sided
dice; elc..

HTK (Hits To Kill) is the number of points of damage
that a Character or monster may sustain before being killed.

HTK Dice is the number of dice rolled to determine
how many HTK the creature has. The type of die used
depends on the class of character.

Monsters always use 8-sided HTK dice to determine
how many HTK they have.

Magic Resistance indicates whether or not a given
creature is resistant 1o magic effects. If a percent is listed,
this is the percent chance of a spell’s failure on a given
creature. This chance is based on a spell being cast by a
Skill 11 spell caster, and must be adjusted upwards by 5%
for each level below 11, and downwards for each level
above | 1.

Movement (MV) is the speed of a Character or mon-
ster on a constant basis. The creature moves the stated dis-
tance in tens of yards if outdoors, and tens of feet if indoors
or underground.

If only one number is given, the creature can only
move on land. Other terrains could be listed such as air,
water, underground, web, etc.

Priest, unless otherwise stated, refers to clerics and
druids.

Saving Throws (save vs..): are listed for each charac-
ter class in the standard rule book. To make a successful
saving throw, a Player must roll the saving throw value or
higher on 1D20. A successful saving throw often reduces or
negates certain types of damage.

Size indicates whether a creature is (S) smaller than
man-sized (4" or smaller), (M) man-sized (4'-7'), or (L) larg-
er than man-sized (7' or larger).

Skill refers to the level of the character or spell.

Spell Abilities: Many deities and monsters use certain
spells and/or the magical abilities of specified character
classes. See the standard rule book for descriptions of spells
not described herein, and/or for more information on the

magic-using character classes mentioned.

THACO (To Hit Armor Class 0): When you know a
Character’s or monster’s THACO, you will know the num-
ber required to score a successful hit on 1D20 (or multiply
that number by 5 to get the percentage chance of success).
A target’s Armor Class is subtracted from the attacker’s
THACO 1o obtain the target number required on the 1D20.

For example, if a Character’s THACO is 16 and his
target is wearing chain mail with no shield (AC: 5), the
Character needs to roll 11 or less on 1D20 (16-5=11) or roll
55% orless ona D% (11 x 5% = 55%).

Treasure Type indicates the kind of treasure the crea-
ture has on its person or in its lair (see standard rulebooks
for details).

Value assumes that the value of one gold piece is
about $20 in current U.S. dollars.

Wizards, unless otherwise stated, refers to magic-users

and illusionists,
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THE PRICE OF POWER:

THE PRIMAL ENTITIES

Powerful magics not only effect the prime plane,
they send ripples echoing through multiple planes of
existence. The multiverse is a delicate structure and
these ripples, when compiled, begin to affect its
integrity. Like a spiderweb's trip lines, there are
beings that detect magical energy expenditure, Some
of these beings exist solely to safeguard the multi-
verse against excessive magical use while others are
merely travellers who are constantly aware of these
magical echoes. These powerful immortal entities are
known as Primal Entities and can retraced the paths of
magic, like a homing beacon back to its caster, Primal
Entities that archmages (due to the nature of their
occupations) are bound to encounter are grouped into
two types: Forgotten Gods and the Guardians.

The Forgotten Gods

We found him alone in dangerous territory, so
we offered to escort him to the nearest town. He was
Sriendly but kind of quiet, what some would consider
an ideal travelling companion. Something was famil-
iar about the old man but 1 couldn’t figure out what it
was until we found his image in the ruins on the wall
of an ancient temple...

Description

Some of these entities are all that remains of the
faded gods of fallen civilizations. Sustained by
immortality but bereft of purpose, they are eternal
wanderers. Others are curious enigmas, ultra-power-
ful immortals who seem to be confined to the mortal
plane. Perhaps they were beings on there way to god-
hood but never received worship. All Forgotten Gods
can physically morph their appearance at will, making
truesight useless, They all tend to appear humanoid,
while race and sex seems to be unimportant. Some
will retain the guise that they were worshiped under,
while others might prefer that of a child, a goblin beg-
gar, etc. These entities carry only a few possessions

(and perhaps a well concealed weapon) and are
always humbly dressed, usually in rags.

Combat

Most of the Old Ones carry magic weapons of
great power among their few remaining possessions,
These weapons are usually +3 or greater and possess
additional powers such as life drain and vorpal attacks.

Special

In addition to immortality, Old Gods are immune
to poison, disease, wizard spells of skill 3 or less and
priest spells of skill 5 or less. They have exceptional
attributes (19 in each) and the combined spellcasting
abilities of a skill 16 wizard and a skill 12 priest. Some
of the Old Gods retain more of their former power than
others and may still have abilities related to their
province. For instance a fallen fire god might be able to
cast burning hands and fireball at will. Although they
no longer possess the power they once had, they do
retain a unique ability and are sometimes sought out for
this sole power. If one is allowed to travel with a party
and is treated with kindness, he will grant one character
the chance (o reinvent sections of his magical memory
and replace 1D6 of the spells he knows with different
spells of the same level, but only if asked. Otherwise he
will not offer this service. Clerics, druids and mages of
any kind can partake.

Role Playing

It has been so long since their fall, that the pas-
sions which once drove these quasi-divine beings
have faded. Despite a wide variety of alignments and
provinces, most of the Old Gods are very similar.
They tend to be vague and casily distracted, the
relentless assault of time afflicting them with apathy.
They are always encountered as lone wanderers. For
they most part, they are pleasant if not quiet. When
they do speak, they speak only of unending loneli-
ness, never offering details from their lives. If they




are purposely sought they will never allow them-
selves to be found. However, due to their extreme
loneliness, they will seek out Archmages or any
mage capable of casting 8th or 9th level spells. The
chance of a Forgotten God seeking out a mage is
equal to the number of 8th and 9th level spells he
knows or less on a D100, rolling once per year. Any
well received meeting of this nature will result in a
friendship between god and mage. Only to the mage
will the entity reveal past events and secrets from its
existence. After the initial visitation, the god will
return every 1D20 months of game time and will be
able to find or aid the mage regardless of his loca-
fion.

The Forgotten Gods

RARITY: Unique

NUMBER APPEARING: l

WANDER CHANCE: N/A

INTELLIGENCE: 19

ALIGNMENT: Various

HTK DICE: 100 hit points

THACO: 5

ARMOR CLASS: 3

NO. OF ATTACKS: 2

DAMAGE: by weapon

SPECIAL ATT.: See below

SPECIAL DEF.: +2 or better
weapons to hit

MOVEMENT: 12"

MAGIC TOLERANCE: 42%

SIZE: M

XP AWARD: 15,000

The Guardians

Mystic Guardians are Primal Entities who pro-
tect the multiverse from the aberrations that can be
caused by powerful wizard spells. The origins of
these beings are forever shrouded in mystery. They
may appear during or immediately after the casting
of magic to extract a toll on the caster, no matter
what wards are in place or any protections taken,

Guardians also are aware of the excessive use
of magical weaponry and items. To the shock and

disbelief of non spellcasters, a guardian may
appear and attempt to confiscate the character's
coveted magic item.

The Guardians appear in five forms. Whether the
forms are five different beings or five aspects of one
being is not known, however, no more than one
guardian has ever been seen at a time. The five
Guardians are known as the Divine Guardian,
Elemental Guardian, Mystic Guardian, Planar
Guardian and Temporal Guardian. Each of the
guardians oversee one realm of magic:

Divine Guardian: Spells that tamper with the
divine.

Elemental Guardian: Spells that tamper with
reality or the elements,

Mystic Guardian: Spells that tamper with the
nature of magic.

Planar Guardian: Spells that tamper with the
planes of existence,

Temporal Guardian: Spells that tamper with
the time stream,

These beings can be used by the gamemaster to
restore balance to games where powerful magic has
gotten out of control. The threat of a Guardians inter-
vention should be enough to dissuade all but the most
foolhardy wizard.

Casting a spell of skill 7 or higher which tampers
with the nature of magic specific to a Guardian, has a
percent chance equal to the spell's level of attracting
that Guardian's attention.

Using a magical weapon or item (of 2,500 XP
value or more) that tampers with the nature of magic
specific to a Guardian has a one in twenty chance of
attracting that Guardian's attention per successful
blow or charge used.

Descriptions

Mystic Guardians are massive humanoid
creatures that are often compared to titans. They
usually wear flowing robes that shimmer as the
creature moves. The bodies of Divine Guardians
appear to be made of light. The bodies of
Elemental Guardians appear to be molten rock.




Mystic Guardians appear to the world as old men.
The bodies of Planer Guardians appear to be a
constantly shifting black form. The forms of
Temporal Guardians are translucent.

All Primal Entities are able to change shape at will,
and some travel the plane prime searching for forbidden
magics. When the find a dangerous spell, their usual
response is to destroy all copies and kill the creator.

Only triesight can detect a Guardian who has
chosen to conceal its appearance and even then
the caster must makes a successful Intelligence
Check or even the fruiesight is fooled.

Divine Guardians

The witch lord waited impatiently for the blood to
boil, as blacksmiths worked gold into the brass blade,
hammers sounding sharply in the cavernous chamber.
Its forni finally complete the weapon was plunged into
the basin, quenching the red hot metal with the san-
guine essence of life. At lust, a weapon to challenge
the gods. Plucking the bane from the forge with a tri-
umphant cry, the wizard failed to notice the phanton
that stipped behind him with a weapon of its own...

Combat

Divine Guardians seldom enter physical com-
bat but, if forced, they will conjure a huge steel
mace of +4 ability.

These creatures are only affected by weapons of +2
or better enchantment. In addition, they have a 5 point
Damage Tolerance, meaning (hat the damage of each
attack directed against them is reduced by 5 points. Any
attack that does 5 points or less has no effect.

Divine Guardians are not affected by priest
spells of the 4th skill level or less, they have an
85% Magic Tolerance against priest spells of the
Sth skill level or better and a 65% Tolerance
against all wizard spells.

Special

Divine Guardians exist (o protect the essence divine
from the mortal aracana. Wizards are seldom a threat to
gods, but when they cross the line the Guardians are
there to kick them back into shape.

Divine Guardians may cast any priest spell of
skill 3 or less at will with no need for material com-
ponents. They may also invoke the gods once per
turn, receiving knowledge of any priest spell which
must be cast immediately.

If the need is great, the gods will lend a Guardian

their power, which allows them to be as powerful as
they need to be. If channeling proves insufficient, the
Divine Guardians have the power to summon the gods,
but this is a last-ditch measure that is seldom utilized.

Elemental Guardians

Raising the staff far above his head, the mag-
ister called out to the wind and the storm, wrap-
ping the mists about him like a cloak fastened with
lightning. As the conjuring cirele burst into flame,
a massive shape rose out of the ground behind the
hapless wizard. He had dared to meddle with ele-
mental balance and now he would pay the price...

Combat

Elemental Guardians can conjure a staff at will
with which it can attack twice per round for 2-16
points of damage or once for 3-30 points.

These guardians are only affected by weapons of
+2 or better enchantment. In addition, they have a 10
point Damage Tolerance (all attacks directed against
them are reduced by 10 points).

Naturally magical beings, Elemental Guardians
are not affected by wizard spells of the 3rd skill
level or less, they have a 90% Magic Tolerance
against wizard spells of the 4th skill level or better
and a 60% Tolerance against all priest spells.

Special

Elemental Guardians command the physical
world. They can create elementals at will but can
maintain no more than 6 at a time. Creating an ele-
mental takes only | round, and control is automatic.

These Guardians can create physical objects with
case. They have unlimited use of abilities that resem-
ble the minor creation, major creation and fabricate
spells but require no material components.

Elemental Guardians can also destroy any object of
any size or composition with a single word. Important
objects such as magic items receive a saving throw against
the least favorable attack form to resist the unmaking.

[nstead of making a normal attack, a guardian
may command the earth to consume any opponent
it can see,. which works like the skill 9 wizard
spell imprisonment.

Mystical Guardians
The first of the wheels began to turn. The others
followed as it picked up speed. Slowly at first, and




then faster and faster. A rainbow of runes shinunering
as the device drew the fabric of magic taut. Suddenly
there was another figure sitting with us watching the
new pattern develop. In mere moments he seemed to

understand what we were doing, and with a wave of

his hand the wheel was gone. He then cast off his
mortal guise and turned lis attention to us...

Combat

When physical force is required, Mystic
Guardians attack with knives which they conjure out
of thin air, but they prefer to use their magical abili-
ties whenever possible.

These massive creatures are only affected by
weapons of +3 or better enchantment. In addition,
they are immune to the damage bonus of magic
weapons. A +3 weapon stands an increased chance of
hitting them, but it will only do normal damage.

Inherently magical beings, Mystic Guardians are
not affected by wizard spells of the 5th skill level or
less, they have a 95% Magic Tolerance against wizard
spells of the 6th skill level or better and a 40%
Tolerance against all priest spells.

Special

Mystic Guardians possess unmatched mastery of
magic. They may cast any wizard spell of the third
level or less at will without waiting the normal cast-
ing time or the need for material components.

Once per turn they may cast any spell of skill 4
to 6 with no material components but all time
requirements are normal.

Mystic Guardians can extend their Magic
Tolerance over as large an area as they like, effec-
tively restricting the use of magic in their presence.

When a Mystic Guardian makes a Magic
Tolerance roll by half or less, he may manipulate the
disrupted spell, changing it to any spell of the same
skill level and redirecting it wherever he likes.

A lightning bolt directed against a Guardian can
become a fireball aimed at his attackers or even a
spectral force that shows the entity shattering into
dozens of tiny creatures, all intent on revenge...

Planar Guardians

When the device was set in motion, two planes
would be drawn slowly together by the laws of simi-
larity. The resulting collapse would generate
wnheard of energy that I could have tapped for

almost any purpose, As my assistants made the final
preparations, | caught a glimpse of a shadow across
the artifact that twrned my blood to ice. No precau-
tion could protect us from a Guardian. All was lost...

Combat

Planar Guardians can conjure up to three balls of
energy per round which it can direct at any opponent
it can see, doing 2-20 points of damage on a success-
ful hit (save for half.)

These creatures are only affected by weapons of
+2 or better enchantment. In addition, they can only
be harmed by directly damaging spells or only the
damage bonus of magic weapons. A +2 mace would
only do 2 points of damage to a Planar Guardian on a
successful hit,

Planar Guardians are not affected by wizard spells
of the 3rd skill level or less, they have a 70% Magic
Tolerance against wizard spells of the 4th skill level or
better and a 35% Tolerance against all priest spells.

Special

Planar Guardians have extensive power over the
planes of existence and travel between them, They
can track characters unerringly across the multiverse
and can disrupt or change the destination of spells
such as dimension door and plane shift.

These powerful entities also have the ability to
Banish their opponents instead of making a normal
attack. The intended victim must save vs. spells or
be teleported to another plane of existence until he
finds his way back.

Once per tumn, a Guardian may attempt a mass ban-
ishment of any number of characters. The character with
the best save vs. spells is allowed a saving throw. If that
save is successful, the banishment fails and no one is
affected, but if it is failed, everyone is banished.

Temporal Guardians

The gateway emerged from the mist just as we
had been told, Gone was the wasteland, replace by
the lush forest that had been laid waste by the war-
lock in ages past. As we prepared to step into the
past, something appeared at the threshold, a shim-
mering being of pure energy - the titan of time. Our
trip was over before it was begtin...

Combat

Temporal Guardians move very quickly,




attacking with crystalline weapons, resembling
swords with extremely thin blades, which they can
conjure art will.

These guardians are only affected by weapons of
+2 or better enchantment. In addition, they have a 5
point Damage Tolerance (the damage of all attacks
directed against them is reduced by 5 points).

Temporal Guardians are not affected by wizard
spells of the 3rd skill level or less, they have a 70%
Magic Tolerance against wizard spells of the 4th
skill level or better and a 509% Tolerance against
all priest spells,

Special

Any roll made against a Temporal Guardian
must be made twice, and the worst of the two
rolls must be used. This ability represents the
Guardian's ability to manipulate the timestream
and extends to all to-hit and damage rolls made
against it and to saving throws made to resist any
of its powers.

Temporal Guardians have the power to
invoke Disjunction against their opponents. The
intended victim must save vs. spell or he is
removed from the timestream for however long
the Guardian decides when it invokes the ability.

Characters affected by this power simply vanish,
reappearing when the duration is up, No time
passes for the victim; from their point of view
there is a blinding flash of light and they "jump"
forward in time.

Role Playing

Primal Entities exist to defend the laws of nature
from the misuse of powerful magics and the resulting
aberrations and are unyielding in their quest. These
creatures are inhuman in aspect and outlook.

Guardians work within an enigmatic agenda,
They may tend to ignore the casting of certain pow-
erful archmagics, but cut down a mage casting a
moderately powerful spell that may have been cast
countless times before. Primal Entities can rarely be
summoned purposely, commanded or detoured from
their mission.

When a Guardian appears, it will explain what it
is and why it has come and will accuse the offending
wizard of "transgressions against the cosmos."

Quick-thinking characters may be able to talk
their way out of summary execution, but no matter
what approach they take, if they are allowed to live
they must dedicate their life to the destruction of dan-
gerous magics that are of that Guardians aspect.

Guardians

RARITY:

NUMBER APPEARING:
WANDER CHANCE:
INTELLIGENCE:
ALIGNMENT:

HTK DICE:

THACO:

ARMOR CLASS:

NO. OF ATTACKS:
DAMAGE:

SPECIAL ATT.:
SPECIAL DEF.:
MOVEMENT:

MAGIC TOLERANCE:
SIZE:

XP AWARD:

Divine
Very Rare
1

N/A

24

Lawful Neutral
18 (D12)
4

-4

2

1-20

See above
See above
Infinite
See above
L.

25,000

Elemental
Very Rare

|

N/A

22

Lawful Neutral
18 (D12)

3

-3

2

2-16

See above
See above
Infinite

See above

L

25,000

Mystic
Very Rare
|

N/A

24
Lawful Neutral
17 (D12)
5

-4

|

1-12

See above
See above
Infinite
See above
L

25,000

Planar
Very Rare
1

N/A

23

Lawful Neutral
17 (D12)
2

-4

3

2-20

See above
See above
Infinite
See above
L

25,000

Temporal
Very Rare

1

N/A

23

Lawful Neutral
19 (D12)

3

-5

6

7-19 (4D4+3)
See above
See above
Infinite

See above

il

25,000




PLACES OF POWER:
THE MAPS

The next section contains maps or reference materials for 8 mystic place Each loca-
tion has a three page fold-out map and an additional fold over page of information devoted to
it, The Untended Gate and the Fiery Hall have even more information devoted to them in the
subsequent 4 pages. Further details on the other locations can be found in the adventure
book, Worse Things, which utilizes these locations.

The Untended Gate- The land of the dead is closed to mortals, however there exists a hidden
gate. The gate is long disused and all but forgotten, but the way is paved with danger. Clever and
persistent adventurers who can located the entrance can be reunited with dead loved ones or visit
the dreaded Throne of Mortality.

The Gibbering Cavern- Local townsfolk are being taken by strange creatures. Intervention
reveals the creatures to be part of a larger whole, a gigantic living cavern. The normal laws of
nature don't apply here and resourcefulness will have to be the order of the day.

The Fiery Hall- The sun, fiery chariot of the gods, is generally thought to be flaming death to any
foolish and powerful enough to travel there. However, there is a cool spot on the sun, mystical in
origin, Who knows what mysteries lie within the flames.

The Red Room- The mad and insane describe a strange, red curtained room which they visit in
their dreams. Now the adventurers can travel to this realm of madness. Inside, clever puzzles must
be solved and insanities faced head on, however the rewards and knowledge gain here can be
beyond imagining.

The Earth Tree- At the very end of the world sits a giant, lonely tree, It is a magical regulator
that keeps the world's magical flow constant. Legends speak of the tree's magical gifts, the dread-
ed Curse of the Sleepers and the all knowing "heart” of the tree. Will your adventures face the
risks to reap the fruits of the Earth Tree?

Raharrow's Lair- Right under the character's feet, an ancient evil has been unleashed and is
awaiting its chance to raze the world. A dangerous journey and powerful magics are needed to
banish the creature forever.

The Macrodrome- The entire destiny of the universe is but a game played out by two fractions
on an immense, complex board. This game is being played out in a distant, hidden monistary and
affects the very future of the characters an all life in the world. Perhaps the characters will have
enough fortitude to brave the journey and become special guests of the Macrodrome.

City of Bone- Where do the undead go where they die? They drag their own corpses to the mas-
sive City of Bone and add them to its wall. The dangers are high but the rewards worth it. If char-
acters enter the city, they had best hope to be out by sunset or they might never leave.




The Untended Gate

Legends speak of the hidden pathway to the land of
the dead. If the characters take stock in legends, their
Jjourney will lead them to a quiet town called Dead
Man's Passage, the first stage of a long journey. If the
players need to retrieve the soul of a lost companion,
this may be their only hope. The land of death also
offers a greater treasure. There is a throne in the land
of death which grants anyone who sits in it fore-
knowledge of when a person will die.

The ultimate spiritual end of a character is, of
course, up to the GM. This location assumes that
there is a god, Death, and that he takes the souls of
the dead to his realm to spend the rest of eternity

Death

Skill 50 Fighter
STR:30
INS:40
DEX:24
HTK:700

AC: -5
THACO: |
AL: Lawful Neutral

WPN PROF; all

NO. OF ATTACKS: See below
DAMAGE: 3-36

SPECIAL ATT.: multiple attacks
SPECIAL DEF.: +1 or better weapon be hit;
MOVEMENT: 12"

MAGIC TOLERANCE: 90%

SIZE: M

WPNS: Scythe

ARMOR: None (grey robes)

XP AWARD: 150,000

INT:40
STA:50
APL:11

Description: Death appears as a pale, gaunt destitute
man in grey robes who knows the exact time of
everyone's "appointment" He is silent, in fact not
even the other gods have ever heard him utter a
sound.

Mannerisms: Death is humorless and a bit droll but
extremely patient. If he is discovered on an errand or
confronted and interfered with, he will attack. He can

be reasoned with though, and if a character is sincere
enough, Death may let him go on his way. Any mor-
tals found in Death's realm are considered to be a
threat and attacked at once.

Special attack: When Death enters combat, a scythe
will materialize out of thin air. Death will continue to
attack the same target until they are dead. When
Death attacks, he may continue to do so as long as he
successfully hits. The first miss is his last attack for
that round.

Dead Man's Passage

Dead Man's Passage is a thriving, quiet town nes-
tled at the base of a great mountain range. The town
does have some strange characteristics, however,
that the characters may notice. The town's elderly
population is quite large. In fact, many adventurers
will retire here because of the large population of
other elderly adventurers. The elderly population
isn't just old, they are ancient, and most are healthy
at well over a 100 years old. Death uses this town as
one of his gateways to the Realm of the Dead. He
has a secret path leading into a mountain valley
which in turn leads to his realm, hidden in a shop
basement. Most of its inhabitants realize the god of
Death is nearby and give him the respect he
deserves, Because of this fact, he looks upon them
favorably and grants them health and longer life. All
who die here pass peacefully in the night and never
suffer painful demise.

History

The town receives its strange name from a local
legend which tells of an army of the dead that passed
though the mountain near the town. Some say the
dead pass yearly and celebrate with a holiday called
the March of the Dead. On this day the town will
costume themselves as the dead and parade through
the streets socializing with the actual dead. The
March ends in a giant night-long feast. Death himself
is usually present at these celebration and is rumored
to have even cracked a smile of joy at the speclacle.
Due to the town's obsession, many of its buildings




and streets have titles associated with death.

Town Overview

Dead Man's Passage is a thriving town. In its cen-
ter is a large marketplace while south, overlooking
the marketplace, are its public buildings and record
hall. South of that are the towns rich quarters, man-
sions and noble homes adorn the streets. The north-
wesl section is the laborers quarters. The west neigh-
borhood is called Poor Town and is made up mostly
of shanties. Poor Town has so much crime that the
Beggar Street Gate is no longer even tended. This is
the gateway Death most often uses to leave the city.

Rumors

Most rumors of Death will come from destitutes
or unreliable sources. Most mention a strange man in
grey either sneaking out of the city or coming into
the city in the company of ghosts. He makes these
trips often, bringing the dead through the city, to his
realm. An idle place to spy this process is from the
tree near the Beggar Street Gate. Rumors also state
that he enters and leaves from a store whose title has
to do with death. The town has three which rumors
claim are the likely building:
Deadman's Retreat: This is a bar and inn. The pro-
prietor is extremely unhelpful and obnoxious.
Death's Gate: Death's gate is the shop of a decent
weapon seller. If the characters ask around, the pro-
prietor will get nervous and ask them not to pass on
any rumors,
The Rusted Scythe: The Rusted Scythe is a antique
store containing mostly junk. The proprietor is a
kindly old man. If he is bribed with interesting trin-
kets, he will tell the characters that the Grey Man
passes through his shop regularly and will lead them
to an ancient trap door in the buildings basement
which he say is used by the man.

For further information on Dead Man's Passage,
see the the three-fold Untended Gate map and the
Dead Man's Passage city map handout.

The Near Undercaves

The near undercaves is the first leg of the journey
to the realm of the dead. They are fraught with crea-
tures called Stealers.

General Characteristics

The near undercaves are dank, dark, limestone
caves. The putrid smell of death, faint and stale,
permeates the air. The caverns are home to the
Stealers (sce the reference sheet on page 12). There
is a 2% chance of encountering Death here (cumu-
lative per hour).

Map Location Descriptions

1. The trapdoor into the basement of the Rusted
Scythe lies in the ceiling, 20" above the floor,

2. This is a large empty cavern whose walls are
covered with foul slime.

3. The corridor to this cave bends and opens into
a Stealer's nest, an awkward heap of human bones.
There are 4 Stealers here. There is a 30% chance that
the bone nest may be concealing type W treasure,

4. Three Stealers sit in this room, semi-dormant,
Unless they make an unusual amount of noise, PCs
will automatically gain surprise.

5. On one wall of this 40" by 50' cavern is a 30'
square mirror. In [ront of the mirror lies several
corpses. Most are skeletal, and some are so old that
they crumble if touched. If any character stares into
the mirror, he will see his life as he wishes it could
always be. He may be king, god, or anything else his
heart desires. The character must make four consecu-
tive saves vs. spells. Il he successful, he can be
turned away with only a feeling of deep regret. If he
fails any of the rolls, he will stand paralyzed, and will
fully resist any attemplts to be turned away. A reniove
curse spell will dispel this effect. A momentary glace
into the mirror will offer only the character's reflec-
tion.

6. This irregularly shaped, 40' x 50" cavern con-
tains a pool of fresh spring water, The pool is 5" at its
deepest.

7. This 15" x 18' cavern is empty except for a two
foot wide hole in the west wall. A skeleton who
appears o have bloated bones is wedged in the hole.




The skeleton can be yanked out with little difficulty.
8. This is a cramped, 8' x 8' room. It is empty
except for a layer of white powder on the back half
of the room. If the powder comes in contact with
bare flesh, the characters body will begin to bloat,
beginning at the exposed area. Within 4D6 rounds
his body will be approximately three times its normal
mass, movement is reduced by 1/2, THACO reduced
by -3. and the character will not be able to squeeze
out of the room. Washing the effected area with
water is the only thing that will reduce the swelling.

9. This irregularly shaped cave ends in a Stealer's
nest. Three Stealers are present (as in Room 3).

10. This cave is empty.

11. There is a lone Stealer in this room, searching
for morsels to scavenge.

12. This room is dominated by a large tree made
of silver with leaves of sharpened obsidian. The only
apparent exit seems to be a small opening in the ceil-
ing which the tree's branches nestle into. The tree
will prove extremely difficult to climb due to the
leaves' cutting edges. Climbing through the tree will
cause damage equal to the character's AC minus
1D4, The hole, tightly-packed with the razor-edged
branches, is no exit and leads only a few feet to some
luminous fungi. The real exit to this room is a hidden
door in the tree's trunk. 20 minutes of careful search-
ing are needed to reveal the door, which opens easily.

13. This passage extends from within the sil-
ver tree's trunk to area 14 and is only three feel
in diameter.

4. This room is split by what appears to be a
shimmering curtain that stretches from floor to ceil-
ing. The curtain is made from small shards of dia-
mond that move at great velocity. when the shards
hit the floor, they teleport back to the ceiling. Any
character passing through the curtain will be stripped
to the bone almost instantly (3D4x10 if passed
through). The curtain will even hlast through plate
mail. The only other ways past the curtain are 1o tele-
port through or wait for Death to pass through. The
curtain will remain inactive for 2 rounds after he
passes,

15. This room is a perfect cube, carved into the
rock of the cavern. From within this room the curtain

will appear to stop shimmering. This is only an opti-
cal illusion, however.

16. This is another Stealer's nest. Two
Stealers are present.

17. This cavern is empty.

18. This six fool wide passage stretches for two
miles, and there is a 20% chance (for every 1/2 mile
traveled) of meeting Death here.

19, This room is occupied by two beings, Cali, a
demon and Aria, an angel. They trade forms with
each other frequently, switching between a beggar
and a small child on a throne. They are here to watch
over Death's acquisitions and will not allow any liv-
ing person. The pair are overbearing and accusing,
stating their nature and purpose. Actually, they have
no power whatsoever and cannot physically stop or
prevent the characters from continuing onward.
Likewise, neither of them can be harmed in anyway.

Characters will have to lie quickly and well, or
have a legitimate reason to continue on.

20, The west wall of this cavern is dominated by
two large statues of Death holding his scythe. The
statue's eyes will follow the characters wherever they
may be in the room. The scythes cross each other at
the Ceiling near a large opening. The opening is the
only exit from the room. Short of levitating, the only
option out is by climbing the statues, which are
harmless. This portal from the near undercaves emp-
ties into the valley outside of Dead Man's Passage.

The Valley

The valley is bleak and grey, several miles long
and riddled with small caves. These caves lead
nowhere and are easy to get lost in (10% chance for
dwarves, gnomes and rangers, 20% for others).
Several miles down the valley the party will spy
ruins.

The Red Monetary

Sitting amidst the ruins of several sprawling
buildings sits the Red Monetary. The ruins them-
selves are of several opulent palaces of a long-fallen
empire. The monetary houses 40 monks, known as




the Red Monks, and their 20 retainers. They guard
the gateway to the realm of Death which no liv-
ing being may pass though. Death accepls their
roles as guardians, rewarding them with longevi-
ty. The monks are all skill 3 to 9 priests and their
retainers are skill | to 3 fighters. There is also a
high priest who is (skill 12 priest) and a guard
captain (skill 9 fighter).

The Monks are members of an obscure sect who
seek wisdom through the observation of death. Their
research usually lakes the form of bloody arena com-
bat over valued commodities, such as the location of
a secret path that leads to Death's realm. When the
party arrives, their host will be happy to explain what
form the "test” will take.

If the characters decide to go along with the monk's
strange request, they will be enrolled in an elimination
tournament, with every battle to the death. GMs
should stage the battles making the opponents slightly
stronger than the characters. Death may even appear
during the battle. If Death sees the characters win glo-
riously, he may be lenient with them later, if he dis-
covers them in his realm,

If the characters are successful, the monks will
guide them to a ten foot hole further down the valley.
They will explain that the pasage leads to an unused
entrance to Death's realm.

The Far Under Caves
These caves lead directly to the land of Death but
are fraught with more dangers from the Stealers.

General Characteristics

These are limestone caves, simular in nature (o
the near undercaves. The complex is permeated,
however, by a constant feeling of tension and unrest,
as if someone were constantly watching or something
bad were going to happen. There is no chance of
encountering Death here. For more information see
the reference sheet on page 10.

Map Location Descriptions
1. 35 feet above the tunnel floor is the disused

entrance which lies in the valley.

2. There are 3 Stealers and several bone nests here,

3. There are 2 Stealers and several bone nests here.

4. There are 5 Stealers and several bone nests here.

5. The large cavern is occupied by the Grand
Stealer, It has attached itself to the room's stalactites
and stalagmites and can never leave this cavern, Stats
for this beast can be found on the page 16.

6. There are 3 Stealers and several bone nests here.

7, Sitting in the center of the room is a large skull
four feet long. It is extremely old and appears to be
from a huge dog. If the skull is touched, it will begin
to emanate a barking sound, alerting any Stealers in
rooms 4, 6, 8 and 9.

8. There are 5 Stealers and several bone nests here,

9. There are 5 Stealers and several bone nests here.

10. This tunnel leads to the land of Death.
There is a gateway here, broken and rusted, as
well as two large harnesses attached by chains to
the wall. Both the harnesses and the gate are
greatly damaged and appear to have been undis-
turbed for quite some time.

The Land of Death

Nothing grows here. The ground is covered with
rocky dirt that seems to stretch on endlessly. A thin
mist hovers over the ground. Upon entering the
realm, the characters will be surrounded by intangi-
ble spirits of the dead. Any spirit in the area will
flock to the living and hover near them. There is a |
in 6 chance that Death is in his realm and, if he is,
there is a 40% chance that the spirits' activity will
attract his attention. After several hour's walk (2D6),
the characters will encounter the Throne of Mortality.

The Throne of Mortality

The Throne is made of dark, crudely cut stone.
Any character who sits in the Throne must make a
successful System Shock roll or die. If successful,
the character may know when a single person will
die. Each character can use the Throne's ability
once per day.
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Dead Man's Passage

The Rusted Scythe

The Rusted Scythe is a worn down little shop near the bad
side of town on Beggar's Street. It is crammed from wall to wall
with all manner of worthless junk. The store smells of urine and
dust and is not a pleasant place. Behind the counter is a door
which leads to the basement. The basement is similar in
appearance and smell to the store. The only addition is a small
cot of straw in one corner. Hidden under some boxes is a trap-
door. The kindly, old proprietor is Torm Melmay.

Torm Melmay
Human, Skil 0 (Propietor of the Rusted Scythe)
STR: 7 INT: 11
INS: 14 STA: 6
DEX:7 APL: 14
HTK: 4

AC: 10

THACO: 20

AL: Lawful Neutral
WPN PROF: Dagger
WPNS: Dagger
Armor: None

Description: Torm is extremely old and shabbily dressed. He
mantains an almost manic smile at all times.

Personality: Torm is friendly and happy. Even though he
has forgotten his exact age, he is always quick with a story
from the past. The years have had some effect on him
though and he is forgetful and slightly senile.

Mannerisms: Torm smiles and looks people in the eye
when speaking. Everything seems to remind him of a story
although he usually forgets them halfway though their telling.
He shakes a little when he walks and is fair and truthful in
his dealings though not a shrewd salesman. He is also use
to hoodlums and is handy with a knife. He hides a rusty dag-
ger in his boot and will fight if threatened.
—4-
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CREATURES OF THE THE UNTENDED GATE

Stealers

RARITY:

NUMBER APPEARING:

% in Lair:
INTELLIGENCE:
ALIGNMENT:
HTK DICE:
THACO:

ARMOR CLASS:
NO. OF ATTACKS:
DAMAGE:
SPECIAL ATT.:
SPECIAL DEF.:

MOVEMENT:

MAGIC TOLERANCE:
SIZE:

TREASURE TYPE:

XP AWARD:

Very Rare

1-20

13%

13

Neutral Evil

545

15

3

2

2-12

Life drain: see below
+1 or better weapon
to hit

9"

13%

M

K

975

The Grand Stealer

RARITY:

NUMBER APPEARING:

% in Lair:
INTELLIGENCE:
ALIGNMENT:
HTK DICE:
THACO:

ARMOR CLASS:
NO. OF ATTACKS:
DAMAGE:
SPECIAL ATT.:
SPECIAL DEF.:
MOVEMENT:

MAGIC TOLERANCE:
SIZE:
TREASURE TYPE:

Unique

1

100%

18

Chaotic Evil

942

7

0

6 tentacles

2-8

Life drain: see below
+2 or better weapon to hit
0" (tentacles have a 30
reach)

45%

L (25' diameter)

none

Stealer are scavengers that lurk along the path to the
land of the dead. They fear Death and lurk in the shadows
hoping to feed upon the life essence of any of Death's
travelling companions who wander away from him.
Stealers appear as twisted, undead human with giant
claws and extremely elongated fingers. Their skin is a
sickly yellow and they have large, yellow eyes. They are
usually found resting in "nests" that they create out of
bones and refuse.

Combat

Stealers fight with their claws. They always attack
character with the highest skill level, attracted to the high-
er quality of their life essence.

Special

For any hit which causes damage, the character must
save vs, death or lose a skill level. Ste~lers can be turned
by priests as il they were 10 HTK dice undead.

Role Playing

Stealers are not cunning fighters and are single mind-
ed in their quest for life force. They will never retreal
from combat if there is a chance to drain life unless it
becomes obvious that they will die.

XP AWARD: 3,000

The Grand Stealer is an immense, bloated undead mutation. It
appears as a giant tentacled ball with Stealers and bits of bodies
imbedded in it. It is fed by a large number of Stealers which it has
constant mental contact with. If it is attacked, it will summon 2D6
Stealers to kill the assailants and feed him.

Combat
In combat, The Grand Stealer lashes out with 6 bone-edged
tentacles for 2-8 points of damage each,

Special

For any hit that causes damage, the character must save vs.
death or lose a skill level, If a tentacle hits it will grab on
doing no additional damage but continuing to drain skill lev-
els. A character can be freed by doing 7 points of damage to
the tentacle or making a Bend Bars Check.

Role Playing
The Grand Stealer is a voracious beast which will fight
fearlessly to the death.
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The Monitors are the cat-sized, gold-green,
reptilian caretakers of the Macrodrome. They
are usually seen scuttling over the surface of

the great globe moving its pieces from one

place to another, but they are sometimes
seen scurrying along through the corridors
on some mysterious errand.

The Macrodrome. Perhaps the most powerful structure in the world. Powerful
because its sympathetic magic can change destiny. Or does destiny control even
the Macrodrome in some strange way? Whichever the case, what is known is
that an incredibly complicated game is played by two mysterious orders of
monks upon the huge sphere that floats in the central domed chamber of the
cathedral. The sphere is huge, nearly seventy feet across, and slowy rotates about
seventy feet above the floor, suspended by some invisable force. It is an exact
replica, down to the smallest visable detail, of the world. Its surface is covered
with playing pieces, vaguely resembling chess pieces and representing every
major country, king, army, castle, priest, peasant, or anything else that becomes
significant in the course of history. The White and the Grey monks, for they are
not known by any other name, move these pieces around the globe with the help
of their servants, following intricate rules that only they understand. These move-

The cathedral itself is a mix of Gothic
flying buttresses and ornamentation,
and Byzantine domes. Four symmetri-
cal wings intersect in the open, cen-
tral domed structure. The wings con-
sist of high, vaulted halls; the monks
living quarters and meeling places;
and galleries in which millions of
individually carved playing pieces sit
upon endless rows of shelves waiting
to be fetched by the Monitors. The
central dome is mostly open, with
plenty of areas for observing the great
sphere as the game progresses (it is
rumored that outsiders are occasion-
ally allowed to view this spectacle
with the monks). Four multi-tiered
balconies lie around the sphere
allowing the monks easy access to the
sphere and communication with the
Monitors. The various levels of the
cathedral are reached by way of four
spiral staircases within the towers
that surround the central dome. The
whole structure gives one the feeling
of great antiquity and mystery.

ments mirror the course of events that unfold in the outside world and are || 1“ i f
thought to control them to some degree. Whatever the motivation or inspiration 1| ![]’ ! {| l )
of these enegmatic monks and their charge, it is surely dangerous to even con- _____ I I
template interfereing with the Macrodrome... aLaale
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Thirteen bulky, Promethean
Golems stand statuesquely on
short pedestals in a loose ring

around the cathedral. Twice
the size of a man, they exist to
thwart those who would enter

the Macrodrome with the
intent to change their Destiny.




CREATURES OF THE

MACRODROME

Monitor Lizard

RARITY: Very Rare
NUMBER APPEARING: 40-4000
% IN LAIR: 100%
INTELLIGENCE: 15
ALIGNMENT: Lawful Neutral
HTK DICE: 246
THACO: 12
ARMOR CLASS: 8

NO. ATTACKS: 1
DAMAGE: 1-3
SPECIAL ATT: poison
SPECIAL DEF: none
MOVEMENT: 18"
MAGIC TOLERANCE: 25%
SIZE: L
TREASURE TYPE: none

XP AWARD: 250
Combat

Monitors will only fight in self defense or in defense of
the globe, the playing pieces, or the monks. They are not
very tough individually, but there are so many of them (treat
as an almost infinite supply) throughout the cathedral that
they are mor e than a match for most opponents regardless
of size. The bite of the Monitor causes paralysis for 3-18
turns unless the victim makes a Stamina Attribute test.

Special

Because of their connection to the Macrodrome, the
Monitors have developed a limited form of precognition
that allows them to second guess their masters. This allows
them to perform their duties with amazing speed and makes
them almost impossible to surprise.

Role Playing

The Monitors cannot speak but they are clever crea-
tures who understand not only speech but also a lot of what
is going on on the globe they tend, giving them unusual
insight into human nature. Those few Monitors who have
left the Macrodrome make excellent companions for wiz-
ards and bards.

Promethean Golem

RARITY: Very Rare
NUMBER APPEARING: 13

% IN LAIR: 100%
INTELLIGENCE: 10
ALIGNMENT: Lawful Neutral
HTK DICE: S50 HTK pointss
THACO: 10

ARMOR CLASS: 6

NO. ATTACKS: 2

DAMAGE: 4-16
SPECIAL ATT: envelop
SPECIAL DEF: regeneration
MOVEMENT: 9"

MAGIC TOLERANCE: 25%

SIZE: L
TREASURE TYPE: none

XP AWARD: 2,600

The Promethean Golems were created by the monks of
the macrodrome to protect their cathedral. they are actually
made of clay, not stone, though this is not readily apparent
until they attack.

Combat

In combat, the golems attack twice a round with their
massive fists. If both fists hit the same opponent in the
same round, the golem's clay body closes around their vic-
tim like a vice, doing 2-40 damage a round until the creature
or its victim is killed, The vicltim cannot move or altack
while enveloped.

Special

The clay bodies of these golems repair themselves
automatically, allowing them to regenerate 2-8 HTK pointss
around. Damage caused by fire based attacks are harder to
heal so it is only regenerated al | point per round,

Role Playing

Like most golems, these creatures have only a limited
intellect. they follow their simple directive to protect the
cathedral, and that's about it.
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random encounters once a turn during the night
and once an hour during the Day:

01-50 No encounter
51-60 1d8 shadows
61-70 1d4 wraiths

71-75 1-2 spectres

76 -80 1 Ghost

81- 90 2d10 shadows

91- 93 Lich Lord

94-00 Roll twice (ignoring

results of 94-00)

“ Undead Encounter Table
Typically, this table should be checked for

rarely used for any real purpose, the undead
who dwell here seem to feel the need to create
grim shadows of the places they died. The
buildings are actually quite competent replicas,
complete with bone furnishings:

01-05 Large Store

06-15 Small Storefront

16-25 Tenement type of building
26-30 Small, separate home

31-35 Medium size home

36-40 Hovel

41-45 Warehouse

46-50 Maze-like governmental building
51-565 Large mansion

56-65 Fortress of some sort

66-70 tower
71-75 temple
76-85 prison

86-90  torture chamber
91-00 Miscellaneous (unique type)

Random building Table \
While the buildings of the City of Bone are

The City of Bone Is the colossal Skeleton of
one of the five Great Beasts. It lies in a vast
sandy desert where it died of hunger. Some
great force, perhaps the residual magic inherent
in these colossal creatures, or perhaps the great
agony it must have died in, has drawn five pow-
erful Lich Lords together. They, in turn, have
summoned thousands of undead to their
Necropolis. And still they come, dragging their
bones behind them over the burning sands. The
bones of the undead are used to construct the
buildings of the city. Now the city covers the
entire exposed skeleton, a grisly monument to
the Unlife.

The city is a jumble of architectural styles
brought together by the undead of many
nations. Inside, everything is built of bone. This
makes for sometimes brittle walls and floors.
Also, light and sound can be seen and heard
from a long way off because of the walls are
rarely completely solid.

Fortunately for the rest of the world, the
Liches seem to have become imprisoned within
the city, and, plot as they may, cannot seem to
escape with their massive army of non-corpore-
al spirits. At the same time, few mortals would
dare to enter such a deadly place to challenge
the Liches and their minions. Yet there might be
a way the city might be defeated.

It seems that Death itself sees the necropo-
lis as a vast blasphemy, and desires its fall. The
liches have sought to deny him of his rightful
charges, and to keep Death from interfering,
they have built a temple to the Negative Material
plane. Inside, they have constructed a huge
magical rune that serves as a ward against
Death's presence. Were that ward destroyed,
he would most certainly seek to take back his




Stretehing into the heavens, the Earth Tree is an
impressive sight. Its bark is rougl and relatively
casy to elimb. Vertigo is the real danger when
ascending the tree, The easiest path up, complete
with hand holds and ledecs, can be started froni the
hase of the Gatchouse Bridee.
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This area map has been draven onan
actual stiver of the tree’s strange red bark!

Near the tree, the City of Sleepers sits. The City
is an enfginatic strvetire the legend holds 1o
be the safest approach to the Gatchouse, whicli
sits nearly a mile aieayy.
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The Room of Roots contains the "heart” of
the tree, The "heart” holds all the trec’s
kinoeledge and wisdom. Reaching the
Room of Roots is nearly impossible withowt
the foriv's assisiance.

The forix
The lorix speaks for the tree . It is carctaker,
gitide, and key to the tree's scerets.
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Blight Grubs
Magic resistant and dangerous, these giant larvae infest =
the tree’s leaves and roots and pose a constant threat,
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THE EARTH TREE
City of Sleepers

The City of Sleepers is a strange mix of architectural styles and periods. Omately columned buildings can be found
next to adobe huts. Anyone wandering the city may notice that it could not have been a functional city: there are no shops,
public buildings, not even a well. There is also a curious lack of vermin or other animal life. All the buildings are devoid of
furnishings and most are single roomed. The buildings contain sleeping humanoids of all types, propped against the walls,
oblivious to their surroundings. The city is also home to 3 special ghouls (see Worse Things book page 15). They have
become fat and bloated on the abundance of "food." The sleepers will not awaken, no matter what is done and none have
possessions of any worth,

Locations:

1. The Stables: Six horses and a few
other creatures are found sleeping with-
in these two buildings. Fast
asleep are a manticore, a peryton and a

young black dragon. 4 L 4 2 T
2. Small Mud Huts: These huts are | R ol bs S0 728 ik 2 I
emply. The bones of six humanoids can K\ 451 K o vﬁ,“gl
be found within. - ), sl / M A 4

3. The Mosque: Eight sleepers are with-
in.

4, The Longhouse: Twenty four sleep-
ers are stacked inside.

5. Tower 1: One of the ghouls lives here.
6. The Shrine: This is an ornate temple.
On an alter is a wooden bowl filled with
seeds. A secret tunnel leading to the

Gate House can be found under it
7. Common Building: This building is empty.

8. Cottage: Two sleepers are inside this small building.

9. The Big House: This building contains 10 sleepers and 8 remains. This is the dwelling of a ghoul,
10. Two Story Building: This building is empty.

11. Tower 2: This tower is shorter than Tower |, Fourteen sleepers can be found throughout its height.
12. The Gatekeeper's Shack: This edifice is the dwelling place of the last ghoul.

13. The Gate: This is the only entrance into the City of Sleepers, short of scaling the walls.

14, The Small House: This building is empty.

15, Log Cabin: This building is crammed with forty sleepers. It is the Lorix’s favorite drop site due to its proximily to the gate.

Gifts of the Tree:

The tree produces flowers, fruits, and seeds. Buds, flowers, and fruits can simultaneously be found on the tree any time
of year, however permission should be asked of the Lorix before taking anything from the tree,
Buds (green): Eating a bud will allow a character the ability of limited flight. The effect lasts 1D12 rounds per bud eaten.
Flowers: The flowers of the Earth Tree are highly resistant to fire, a character ingesting flowers can resist up to 8 points of
fire damage per round for a day. Legends tell of armor which has been covered in petals to make it impervious to flame.
Immature Fruit: Immature fruit is poisonous. Anyone eating it must save vs poison: a successful roll indicates 2D6 dam-
age, a failed roll indicates 4D6 damage and a System Shock roll. Failure of this roll means death.

Fruit: If ingested, the fruit of the Earth Tree will restore any previously-memorized spells which have been cast or forgotien.

Bark: The bark of the Earth Tree is 85% magically tolerant. It will drain the charges out of magic items it makes contact

with at a rate of one charge per month. ; o ; "
Seeds: Eating these seeds renders a character immune to the effects of sfeep spells and the like (including the effects of the

Earth Tree) for a week.
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THE RED

Insanity Table (1D100)

-

R O O M ] | 1-20  No Effect 71-80  Amnesia
21-30  Panic 81-85  Argumentative
TABLES AND 31-40  Startled/Paralysis 86-90  Hallucinations
41-50  Spasms/Motor function disorder 91-95 Paranoia/Dementia |
BEGGAR FLOOR 51-60  Loss of attention/Delirious 06-100  Simple minded/Calatonic
61-70  Incoherent
PLAN DIAGRAMS L
e = = ——= : —"— _-[ 1.— E— — 1_ ‘ﬂ
Random Location Table Time Passage Table Random Encounter |
| (1D12) | (1D12) i Table (1D12)
1 The Dwarf Room (entrance) 1 No time passed || 1 Baffling Enigma
2 Empty | Thirty seconds 2 None
| 3 Empty | 3 Five minutes 3 Mad Mage
4 Empty A One hour A Spectral Mad
5 Empty 5 Twelve hours 5 Baffling Enigma
6 The Beggar Il 6 Actual time I 6 None
7 The Lab in the Heart | 7 Actuzl time 7 Mad Mortal
Il 8 The Mad Mage 8 2 days | 8 None
9 The Treasure Chamber 9 One week 9 Spectral Mad
10 The Bone Fires | 10 One month I 10 None
11 The Ring Room 11 Six months 11 Baffling Enigma |
12 The Giant's Room (exit) J 12 One year 12 None J
| ;q. -
1
1
|
|
1
1
|
Beggar floor tile layout (1 square = 1 foot)




flaharrow's Lair was crcated by the Incredible

impact of Her fall from the heavens. It consists of 1. Great Chamber and 5. Map Annex
the great central pit where Raharrow Herself lies Raharrow's Pit 6. Armory
waiting, and the surrounding maze of cracks in the 2. Lava Vent and the Forge 7. The Forgotten
volcanic rock that Her Spawn inhabits. Because 3. Spawning Ground Prison
Raharrow's lair lies very close to the molten rock 4. €lder Spawn's Mecting

at the center of the carth, it is quite inhospitable. floom

Raharrow's Spawn

Though Raharrow has not, up until this point in time,
been able to reproduce herself, she has created a servi-
tor racc with a somecwhat similar appearance, They are
encountered in three forms: cgg, larval, and adult, The

eggs are only encountered in the deepest por-
tions of the Lair, but the larval and adult form
arc almost always found together in pairs. This
strange pairing of a larva wrapped tightly around each
adult's head scems to be a matter of military practicality. The
spawn begin life with small arms and opposable "thumbs" which
they lose as they grow older. Therefore, ecach larva carries a
small polearm while atop the larger adult. This gives the appear-
ance of a rider and mount, though in this case, it is the mount that
gives the orders. Spawn are not individually brilliant, but they do
possess a great deal of cunning and a sort of communal intelligence.
They grow in cunning and magical ability as they age.

The adults have two primary attacks; their powerful bite
and their magic. Spawn magic seems to draw its power from
Raharrow and usually takes the form of communal castings, A
resounding bass chanting always accompanies Spawn magic, The
exception to the use of communal magic is in combat when the
Spawn often use a spell that resemble an acidic breath weapon.

This sickly green acid can be sprayed at individuals or spread
over a group for a more powerful effect,




Raharrow's lair is deep within the crust of the world near its molten core. The easiest way
|| toenter the area of her lair is through an enormous crevasse in a dormant volcano. The decent
into the crevasse is possible, but very dangerous, The voleano sits in the far north where the
snow lingers most of the year. A mad, old trapper lives in a small shack near the edge of the
|| crevasse and thinks that he has some power that keeps the evil below from rising up and taking
over the world. If pressed on this, he will not disclose the power (for, in fact, he has none).

Down in the Lair itself, The passages are all of sharp, slick, volcanic glass covered with an
omnipresent layer of gritty ash that filters up from the various lava vents here and in connect-
ing passages. The air is extremely hot and dry and smells of sulfur and brimstone. Except
where the molten rock below provides light, it is completely dark. The Spawn do not rely on
sight as much as their other senses.

L=—

RAHARROW'S SPAWN

Adult Spawn Larval Spawn
RARITY: Very Rare Very Rare
NUMBER APPEARING: 1-100 1-100
% IN LAIR: 50% 75%
INTELLIGENCE: 15 8
ALIGNMENT: Chaotic Evil Chaatic Evil
HTK DICE: 542 141
THACO: 15 19
ARMOR CLASS: 3 8
NO. OF ATTACKS: 1 ]
DAMAGE: 1D10 By weapon
SPECIAL ATT.: Spit Acid None
SPECIAL DEF.: None None
MOVEMENT: 12" 8"
MAGIC TOLERANCE: 0% 0%
SIZE: L )
XP AWARD: 420 65

Adult Spawn are twelve to eighteen feet long with rock-like skin and a bizarre, triple-jawed mouth. Larva
Spawn are softer bodied, and have two arms which drop off when they reach adulthood.

Combat

In combat, larva use weapons which they have forged themselves. Adults have two methods of attack, their
powerful bite, which leaves horrible wounds, and their ability to spit a highly caustic acid which does 2D6 damage
over 3 rounds. The acid is utilized as part of a Spawn ritual (see map).

Role Playing
Spawn are crafly, vicious and bloodthirsty. They occasionally leam human languages, but cannot duplicate the
human voice. Spawn typically attempt to kill anyone they cannot frighten into submission within a single round.
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THE GIBBERING CAVERNS

Encounter table for Inside the
Caverns (1D8)

While the characters are within the caverns,
the GM should check for random encounters every
turn. When an inhabitant of the caverns is encoun-
tered, it will be going about its normal duties:

No Encounter

No Encounter

No Encounter

1-4 Mud Puppies
2-8 Mud Puppies
6-36 Mud Puppies
1-2 Stelatalps

2-4 Antibodies

N AWM =

The Gibbering Caverns are located in a dense
swamp of an area with a hot and humid climate.
The normally lush swampland is made even more
so by the powerful lifeforce that the Caverns emi-
nate. Several native tribes inhabit the perimeter of
the great swamp, but they fear the interior and
avoid it as much as possible. They have many terri-
ble legends about strange, grey beasts that capture
unsuspecting hunters and drag them to their

accursed temple at the swamp's center. There are
other tales of boats, thought lost in the swamp's
interior rowing themselves back, All of these stories
are readily shared with interested adventurers.

The Gibbering Caverns are actually a single,
huge, immobile, creature: one of the five Great
Beasts. It has spread its internals organs, like tun-
nels and caves, throughout the swamp. It is incred-
ibly intelligent, although very introspective and its
logic is rather alien to mankind. Its "brain," located
at the deepest part of the Caverns, is known as The
Eye. The Caverns can easily be entered and
explored, likely without the explorers realizing they
are inside a living entity. A traveler crossing the
swamp will encounter several smaller versions of
the "mound". Theses are breathing holes and
entrances for the Mud-Puppies.

Mud-Puppies, and the other inhabitants of the
Gibbering Caverns are actually parts of it. They act
as blood cells would in a human's body, and each
carries out a specific function. The Mud-Puppies (a
name given to them by natives who have seen
them swimming in the muddy water) gather food
and other essentials, and act as transportation in
the Caverns. The Stelatalps act as platelets would
in the Human body, healing any damage that the
Caverns sustain. The Antibodies are the guardians
of the Caverns, attacking and driving out intruders.

e —

Location of secondary Mounds
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Fire Titans

RARITY: Special

NUMBER APPEARING: 1-10

% IN LAIR: 100%

INTELLIGENCE: 16

ALIGNMENT: Chaotic Good

HTK DICE: 20

THACO: 10

ARMOR CLASS: -2

NO. OF ATTACKS: 1

DAMAGE: 8-48

SPECIAL ATT.: see below

SPECIAL DEF.: +2 or better
weapon to be hit,
immune to fire

MOVEMENT: 15"

MAGIC TOLERANCE: 15%

SIZE: L

XP AWARD: 15,000

The Fire Titans are the rulers of the Fiery
Hall and are unique to that local. They appear
as huge fire giants, but with flames for hair and
beards. They are usually dressed in beautiful,
ornately decorated, suits of giant-sized plate
mail and carry flaming maces of immense size.

Combat

Fire Titans fight either with their gigantic
maces or with flame based spells which they
cast as skill 10 wizards.
Role Playing

Fire giants are quick to anger and quick to
forgive, fully immersing themselves in both
battle and pleasure. However, while whimsical
in their moods, they are also quite shrewd from
their dealings with the entities that live in the
Inner Sun.

Getting There

The Fiery hall is a Fantastic palace built into the
heart of the sun. It is the home to the Fire Titans,
huge humanoids from the Elemental Plane of Fire.
Powerful mortals might have reason to journey there
in order 1o obtain the powerful magic items which
the Titans are adept at forging. But getting there is,
naturally, quite difficult, Not only does one have to
deal with the extreme distance and other hazards on
the way to the Hall, but one must endure the incon-
ceivable heat of the place once one is there.

A few possibilities for getting there might be the
use of the Serpentine Galleon, dimensional gates, or
perhaps with the help of some powerful entity such
as a god or demon,







The Tower

The tower stronghold can
be found as offen in a city
as in the wilderness. While
providing security and an
imposing presence for the
& mage, it also caters to their
& natural affinity for lofty

4 places. High above the
4 streefs, the mage can receive
¢ his other-worldly guests or
& mystically manipulate the
lives of those below.
i Towers are particularly
% favored by mages with
5 political ambitions and
& those who specialize in air

3

i or weather magic.

%

Typical Room Layout

The layoul of a place such as this
will, of course, vary widely from
mage to mage. This layout is com-
mon to many mages, though some
will be considerably different,
depending on the wizard's tastes and
needs.

R P

1.Entrance hall

2. Trophy room

3. Servant's quarters
4.Receiving room

5. Guest bedroom

6. Great hall

7. Kitchen

8. Storage room/Pantry

9. Secret chamber

10. The Gauntlet (for use in tow-
er's defense)

11. Room of Books
12. Apprentice's chambers
13. Workshop

14. Lesser study

15. Map room

16.Magical components

17. Mage's private quarters
18. Conjuring room (Greater
study)

19. Observation tower

ST

S




The Hovel of
Wonderment

These "Fortresses" look like common,
& unassuming dwellings of local peasants
& or craftmen's widows, but inside, they
& are far larger than they appear. Some

are virtual palaces, complete with
¢ every luxury, Many mages choose this
4 sort of dwelling because it attracts little

or no attention and their privacy and

secrecy is assured. Occasionally, these
& huts are also equipped with actual
% "legs" of some sort, allowing them
i movement from place to place. They
& are often favored by mages who spe-
& cialize in illusion,

"

[ ]
1 Upper Room
Trap Door 6 7
I
i |
2 | 4 f |
10
— M
] *’ |
|
T 13

Typical Room Layout

The layout of a place such as this will, of
course, vary widely from mage to mage.
This layout is common to many mages,
though some will be considerably different,
depending on the wizard's tastes and
needs.

1.The Mage's inner sanctum

2. Storage

3. Bathing room

4. Workshop and Broomroom

5. Drying room for magical components

0. Window room (sitting chamber)

7. Sleeping chamber

8. Mage's "herbal' garden

9. Magical fountain

10. Atrium and Garden shed

11. Room of heads and bones

12. The "hut" itself

13. The great kitchen (boiling kettles)



The Fiery Hall

Quick GM Reference

1
2
| -4 N
030
4 o O
- o ©

_|| at the far end. The priest's quarlers are off to one side, and
are rather plain in comparison.
4. "The Cooling Rooms"

Magically cooled to only 130 degrees, these are possi-
ble the only place in the Fiery Hall Where a mortal might
survive unprotected by magic. Cooling metal objects of
every description hang on the walls.

5. "The Forge of the Gods"

The place where the most powerful magic weaponry
and armor in the universe is forged. Powerful entities of
every sort commission the Forge to create specialized
wares. They are said to be able to make anything. This is
the primary industry of the Fire Titans.

6. "Gates to the Elemental Plane of Fire And to the
Prime Material Plane"

These two round chambers each contain a magical gate
to the two realms the Titans are said to hail from. The titans
often travel to these two planes, though no one is quite

> (| sure why.

11 7."The Bazaar of Flame"
- This place is uncomfortably hot even for those with
=

enough protection to roam the rest of the Hall. This is due
to the presence of the True Gate (see below). Creatures
from the center of the Sun come here to trade their fantas-
tic with the Titans.

8. "The True Gate"

Leading to the center of the Sun, this descending path
goes where no human has ever been. It seems that the
dominant species below is a race that appears as glowing
fire Salamanders.

9. Storerooms

These plain rooms are filled with goods the Titans
intend to trade in the Bazaar of Flame.
10. Great Hall

The most fantastic feature of this immense hallway is a
line of fountains running down its center. Each shoots out a
fountain of liquid gems (diamond, ruby, emerald, and

This guide should provides the GM with a complete transla-
tion of the runes upon the Fiery Hall map. The translates portions
appear in Parentheses. There is also additional material and
room information added for the GM's convenience.

1."To The Forbidden Area"

This area is carefully guarded. Neither The Fire Titans nor
visitors are allowed to enter. It is rumored to contain magics that
can control the heat of the Sun!

2. Chief Titan's Private Chambers

These lavishly appointed rooms are the domain of the Chief.
Fire Titans choose their leaders by physical combat. This is not
as primitive as it seems. Because of the near indesructability of
the Titans, the only way they are usually able to defeat each
other is through clever ploys and tricks. The Chief is thus not
only Physically tough, but clever as well (Treat him as a Titan
with highest possible stats)
3."Sun Temple and Priest's Quarters"

Decorated with elaborate frescos of multicolored metals, this
room is a beautiful sight. Eight pillars of solid magical adaman-
tium run down the center of the room, leading to a mithril throne

amythest) which harden as they fall into the basin below.
11. "To Fire Titan's Private Chambers"

These passages lead to the Titans' individual quarters.
12. Guard hall

There are usually 10-20 fully armed Fire Titans slationed here
at all times to protect the Cold Dock.
13. "Armory"

An extension of the Guard hall filled with hundereds of the
Titans' titanic weapons.

14. "Vortex of the Icy Spear”

The vortex is created by a piece of pure negative energy lefl
over from a colossal battle between the Titans and entities of the
Negative Material Plane. It sucks anything which approaches it
into its Negative Plane. and only the Titan's Herculean strength
allows them to approach it at all. They use it as a type of garbage
disposal.

15. "The Cold Dock™

Cold is a relative term here, for it is still far hotter than any
normal fire here. It is somewhat cooler here though, because of
the Vortex. This helps to protect the craft which make their way
here. Several unusual crafts will be stationed here at all times.
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The Wizard's Caverns

Massive underground caves and cav-

ern systems are sometimes the chosen

domain of mages, because they pro-
& vide a significant amount of open
space within a sturdy stone confine.
& The mage will usually modify these
chambers to suit his purposes, adding
doors, furnishings, security, and other
necessities, but leaving the areas pri-
marily natural. Such strongholds are
frequently quite fantastic, having
enormous halls lined with naturally
formed columns, bathing chambers
with underground rivers and water-
falls, and furnishings ornately carved
into the very stone of the cavern.

Typical Room Layout

The layout of a place such as this will, of course, vary widely from mage to mage. This
layout is common to many mages, though some will be considerably different, depending
on the wizard's tastes and needs.

1 1.Wizard's sanctum

2. Guardian's cubicle

3. Personal quarters

4."Tame" Cave bear's lair

5. Total cave-in (impassable)

0. Living facilities

7. Entrance cavern

8. The front door

9. The maze

10. The great pit

11. Mushroom garden & the silver waterfall
12. Treasure chamber

13. The chained giant salamander
14. Inescapable annex

15. Animated stalagmites

16. The throne room

10

10
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erpentting
alleon

Poop Deck

Master
Bedroom

Deck level equip-
ment room

Trap Door and Ladder Main Deck
Empty Study Aoty Kitchen
N | — — ===
Bedroom
Navigation . Cargo S
Room and Hatch Bedroom
study
— —_
i Sitting Room
Dining Hall
Upper deck

Main Cargo Hold

r1Forward Storage
. and the Workshop

Gear housing

Lower DecR
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Fortress in a Forsaken Place
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Usually located in some remote and easily #
defended location, this type of of stronghold is
most often chosen by the Archmage who val-
ues his privacy and security. The distance from
large communities keeps superstitious townsfolk
from prying into the mage's somelimes ques- ¥
tionable experiments, Or if the mage has many &
powerful enemies, it is far easier to detect an
approaching enemy from this desolate wilder- &
ness than in a crowded city, Often the location &
of the fortress can provide it with natural #
defenses as well, such as cliff walls or a wood
filled with briars. Finally, by the time a mage #
has reached Archmage status, he is often mere-
ly tired of the frials and tribulations of the mun- #
dane world and merely seeks to be left alone, &
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6. Common area

7. Pantry

8. Kitchen

9. Torture chamber
10. Attic

11. Room of mirrors

Typical Room Layout

This, of course, varies widely
from mage lo mage, and is only
one possible layout.  After all,
wizards are perhaps the mosl

creative and individual interior
decorators of alll Tailor it to the
particular mage.

1. Fortified entranceway
2. Stable area

3. Storage room

4. Dungeon

5. Silting room

12. Animated Statue

13. Meditation chamber

14. Wyvern's lair

15. Balcony

16. Library

17. Closet and Sleeping area
18. Mage's private chambers
19. The Laboratory

20. Rooftop

Trap Door



Earth Tree Map

Garmawin Blackburn," §
Tegwin's Apprentice

Toulene Stichtend,
Tegwin's Manservant



Jowrnal Entry 1546

The item is in my possession now, still, the angered gods haunt my waking hours. Even sleep offers little asy-
lum from visions of torments beyond comprehension. | have decided that my only hope is to reach the Red
Room. Jickle are the fancies of the room, the only way in is by the room’s invitation. I have heard of some
who have gained entrance merely by walking down an unused alleyway, giving a siveet cake to a mad
shopkeeper and politely asking for the gate to open, or through the recital of a simple child’s verse! The Mad
and Insane may enter ficely for the asking and even slip there unconsciously in their dreams. Sor the adven-
trous, foolhardy and powerful, the invitation il not offer itself so simplistically, and drastic or flamboyant
attempts il have to be made to gain entrance. Some openings are so dramatic that the Red Roomwill allows
any attempter (o enter: ‘These methods are spoken of in dark tomes and by those 1who have been driven
insane: Throwing serenteen beans that are the shape of ungs into a circle of flowr impregnated with the bloocl
of spiders and scorpions that have devouwred their own young, then stepping into the circleivill gain the throuws-
er adinittance. Similarly, disemboweling and craweling into the body cavity of a virgin executed by hanging
Jor killing out of lust with a wooden weapon will gain entrance. ‘The sex, race or even species of the virein is
not important. Removing your eyes and eating theni while twrning three times in the nude is supposedly a
surefire method. znother one hinted of in dark knowledges, is dining on lilies with seven corpses then bury-
ing the corpses. The entrance will appear at the bottom of the last grave dug. These last feww may seem a bit
extreme bul seems to have been effective at least once., ziny method to enter the Red Roon will amuse it only
once per trict; so repeated trips will need a rariety of methods, each more outrageous than the last. I have cre-
ated a "jar" to help me in what lies ahead and can only hope the method 1 attempt nowe will be as ¢ffective as
those I have researched. If any should find this, DO NOT at risk of your sanity, attempt to follow me.
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3 This is one of the many forms of fantastic fortresses that archmages are apt to build. Not only do they appeal
to the archmages' interest in powerful magics and fantastic aesthetic, but the flying palace is truly one of the &
i most secure abodes possible. The mages can flaunt their power while remaining safe, and if need be, hidden.
@ Another of the flying palace's appealing aspects is the fact that it is mobile, Nothing enhances a mage's
& potency more than his ability to wield his power anywhere in the world from the safety of his own home. &
¢ The palace can be built employing any number of fantastic architectural styles, even those which might, &
5 under normal circumstances, be quite unstable or gravity-defying (for obvious reasons).
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Typical Room Layout

I'he layout of a place such as this will, of course,
vary widely from mage to mage. This layout is
common to many mages, though some will be
considerably different, depending on the wizard's
fastes and needs.

1. Far minaret (treasure tower)

2. Minaret of the Heavens (navigational tower)
3. Scarlet minaret (guest rooms)

4. Dome of pleasures (concubine's palace)

5. Minaret of vigilance (guardian's tower)

0. Great hall (main palace: includes throne room,
bath house, banquet hall, etc...)

7. The shunned minaret

8. Secondary dome (mage's personal quarters)

9. Tower of wizardry

10. Eagle aerie

11. Cloud tunnel

19. Entrance gate and minaret




” 00760
00 a“

0""29877"025




	Role Aids 760 - Arch Magic

	Front Cover

	Gamemaster  Sourcebook

	Table of Contents

	Introduction to Archmagics

	Archmages

	Artifacts

	Grimoires

	Archmagics


	Adventure - Worse 
Things
	An Overview

	Section One - The Invitation

	Section Two - We're Crazy About You

	Section 3 - Trees and Ships

	Arrival at the Macrodome

	The City of Bone

	The Gibbering Caverns

	Raharrow's Lair

	Epilogue and Future Adventures


	Protector and Places - Maps and Stats of Magic

	Table of Contents

	How To Use

	The Price of Power - Primal Entities

	Places of Power - 
The Maps 
	The Untended Gate

	Creatures of the Untended Gate

	The Macrodome

	Creatures of the Macrodome

	City of Bone

	The Earth Tree

	The Red Room

	Raharrow's Lair

	The Gibbering Caverns

	The Fiery Hall


	Archmagic - 
Cards
	The Tower

	The Hovel of Wonderment

	The Fiery Hall

	The Wizard's Caverns

	Eye Jars

	The Red Room

	The City of Sleepers

	Serpentine Galleon

	Fortress in a Forsaken Place

	Keys, Maps and Faces

	Journal Entry

	Dead Man's Passage

	The Flying Palace



	Back Cover





