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| think it's been five years since | envisioned the first edition of T ranscendence. With a simplc system using a
di2 dice Pool and set in the fantastic world of (Corahen, that was the first time the Awakened chamPions saw
battle. T hen came the second edition, a giant Prcjcct based on the brand-new Nova game engine | had devel-
oPecl. ]t resulted in a 178~Page book with another 100 pages of rules and accomPangfng material. Gone was
Corahcn, as this time the game was set on E_uropc during the dark ages. Thc Awakcncd champions now had
the chance to roam [France, England and other medieval nations in their quest for supremacy.

This brings us to the third edition, which was much needed. Although Nova was a gooc{ game system, it
was also a very comPlicate& one. | think T ranscendence clesperatelg needed a rules overhaul. T his time, in-
stead of dcsigning somcthing of my own, | chose to use Wizards of the (Coast’s acclaimed dzo system. The
idea of Promotfng the d2o system as a universal engine which anyone can Freelfj use is a brilliant one. |t allows
for cohercncy between ro|c~P1a9ing games and saves gamers from having to memorise different rules for cach
game. J'm not a fan of the “one set of rules for all games” concept, but | think that with a little tweaking, the d20
system can fit niccly into any Fantasy game (and Pcrhaps contemporary and science fiction ones as well).

Flcasc be kind cnough to send me some feedback or any comments. You can contact me at
sidhc@otcnct.gr. Chcck the dark dreams web site (http://www.gcocitics.com/ hcrncs.gco) often for updatcs
and new material.

Somc final notes:

I. T!ﬁrougl’lout this bool(, the male gender is used as a neuter term.
2. J’m sorry if | insult anyone with my lar\guagc. Before you blast me with an e-mail or a terrible review,

P|ease consider that | sPeak Enghslﬁ as a second !anguage‘

Gcorgc Chatzipctros, dark dreams

lmPortant!

|n November 2001 |'m bcginning my army service, which will last aPProximatcly 16 months. Since 'm going to be
away from home for !ong Periods, it could take me up to a month to replg to any mail Qou’re sending me. Flease

be Patient and dor’t flood my mailbox with messages. Rest assured; | rcply to every mail sent to mc—cvcntua”g.
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AN

T ranscendence takes Placc in Europc during the
Dark Ages‘ The E_urope of Transcendence has
some differences with historical medieval Europc.
Behind evergdag life and the mundane world lies an-
other one, dark and of infinite Possibilitics. Aside
from mortals, E_urope is also the home of facries, su-
Pcrnatural }Jcings and sorcerers. Magic is rcal, even
t}'}oug[ﬁ many Peop|e dismiss its existence as suPersti~
tions. Thcse unseen forces act like in tales: thcg are
&ar!(, mgsterious and rarelg appear to mortals. Most
PcoPlc live and die without ever comcronting the su-
Pematural, except in Fairg tales.

The cosmology of T ranscendence’s world is
based on the conflict of “good” and “evil” powers.
These powers are not to be confused with individu-
als. Rather, theg are concentrations of sPirits and
ideas formed shortly after the universe did. T hese
powers were alwags at war for the domination of
Ear’ch and its inhabitants. Their war was always
Fouglﬂt inclirectlg, tl’n’oug!’x their influence and minions.

Thc first inhabitants of the land were the faer-
ies. Tlﬁeg ruled earth even when men aPPearec{. The
“good” and “evil” powers decided that the faeries
would make PerFect soldiers for their war. T}ﬁeg man-
aged to seduce and divide the facries in comqicting

sides. Tl—]e terrible wars that followed were not won

}33 any side. ]nstcad, theg only left ruins and destruc-
tion, Eeing the first trageclg of the cursed and futile
war between “good” and “evil”. T he few faeries that
survived the wars faced the humans who began to
sPrcad and were forced to retreat into other, mgstical
dimensions, buinng their [Faerie Realms and isolating
themselves from the rest of Earth.

Without any competition, mankind sPreac{ to
the four corners of Earth and built a rmghtg civilisa-
tion. Put the powers of Iigl’ﬁ: and darkness were
}Jrooc{ing and making Plans. Thcg could Pcrccivc the
future and sense that there was going to be a Perio&
in which “evil” would dominate the land and another
one éuring which “goocl” would be triumPlﬁant‘ After
that time however, their vision of the future became
blurred and blocked }33 sometl’ling t}'}eg called the
Barrier of l:orcsight. The mightg powers were terri-
fied bg the }Jlockfng of their vision and feared that
this Perioc{ would be the one to determine the true
ruler of E_ar‘tl’x. T}wus, tlﬁeg made Preparations for the
Final Battle.

T}'}ey activated processes even tlﬁeg couldn’t
complctclg understand and brought about the Tran-
scendence. Their mortal clﬁampions were put in a
slumber that resembled dcath, but during which their
SPfrft was kept alive to re~animate the bo&y when the



right time would come. T hese champions of “good”
and “evil” would awaken when the time for the [Final
Battlc would be nigh. Thcy came to be called the
Awakened.

Many centuries Passcd until time drew close to
the Point when the vision of the powers became
blurred. A Pcrioc] of twi|ight has sPread across earth.
Clﬂrfstianitg has devolved into a despotic tyranny.
The Roman Empirc has been divided into petty
kingcloms )Cighting througlﬁ wars and Politfca| machina-
tions. Advancement in science has grindcd to a halt,
with suPerstition rePlacing knowlec{ge. Hunger and

disease, cxploitation and c{cccption have become the

standards of clai|9 life. These are trulg the Dark
/\ges of Europc.

|n this depressing era, a war is about to break
away from mortal eyes, as the Awakencd are prepar-
ing for the 7[Final Battle. What is the true meaning of
the Barricr of Foresight? Does it mark the end of
the world? Will the winner of the conflict achieve
domination over Ear’ch? What about the Awal«inccl
that have abandoned their cause and now work onlg
for themselves? What role will mortals and faeries P|a3
in this ePic conflict? T he answer to these questions

still remains to be seen.

“(Good” and “vil”
Thc Juc{co~C}1ristian Pcrception about good and

evilis sometlﬁfng like black and white. [t leaves no room
for gray. T his fits well the two powers that have man-
agec{ to usurp these titles, for in truth tlﬁey have noth-
ing to do with good or evil. Thcse arcjust cphemcral
human terms that cannot describe such ancient and
potent entities.

| truth, the two powers are_just sides of the
same coin. | heir objcctivc is domination over all real-
ity and it’s the means theg use to accomplislﬂ that
common objectivc which make them different. T he
“(Good” powers believe in strict order and organiza-

tion, using these tools to enslave others through strict

ethics, rulcs, laws and rcligions. Thc “Evil” powers
are more chaotic, Prelcerring to dominate tlﬁrougl’l
sheer force and intimidation and occasiona”y through

corruPtfon.

Chronology

Tﬂistorica”g, the Middle Ages sPannecl
nearlg a millennium, from 476 AD when the last Ro-
man Emperor of the West was éeposed, to 1453
AD with the fall of Constantinople to the T urks. A
(Game Master is free to choose any Point in this
range as the awakening of the chamPions and the
oPenfng of the [Final Pattle. T his book however, as-
sumes that the opening point of the campaign in 980
AD, a few years before the new millennium and what-
ever new it brings with it.

Of course, we all live in the 21 century
and we know what has transPier after 980 AD. |t
wasn't the end of the world for sure and there was no
great battle for world domination. Put this doesn’t
have to be the way tlﬁings evolve in your camPaign.
Y:ecl free to Play with historg and surPrisc your Pla3~
ers bg introclucing events which never haPPenec{ or
altcring the outcome of historical events. T his ought
to make your Plagers a little worried and not be able
to count on their know|eclgc of H’storg to guess what
will happen next. Magbe the world wor’t make it to
the 21° century after all...

T heme

Transccndcncc is mainly a game about bctraycd ide-
als, futile wars and lost causes. OFf course, you can
make T ranscendence whatever you like it to be, but
alwags remember that a goocl campaign needs a solid
Point around which it will cxpanc{ and evolve. A theme
Provi&es such an anchor Point Foryour campaign.

i. Betragcd ideals are Pcrhaps the strongest of

Transccnclcncc’s themes. F!ager characters find

themselves amidst an ongoing war and as in any war



they will be forced to sometimes bctrag their sets of
ethics and values in order to gain an upper hand or
mcrclg to survive. At first, thcg might find relief from
their conscience in the fact that a little “tweal(ing” of
the “rules” isjusthcicc{ in war. As this becomes com-
mon Practice lﬂowever, most of the Awakenec{ feel
that the war isn’t only taking a toll on their body and
mind: it also extracts a toll from their soul.

2. Tutile wars cmphasisc the ultimate ?utilitg of the
conflict between the Fowers. As the years pass and
the war cscalatcs, it should become obvious that nei-
ther side has the upper hancl, at least not for long‘
For every major victory of the Playcrs, thcg should
learn news of a great defeat of their forces some-
where else. Evcntua”y, P!agcrs should get the idea
that their every movement is balanced !33 those of the
other side and that the war could kccp going on for-
ever without anyone winning, Many veteran Awak-
ened have realised this and thcg’vc either retired from
the ng}'rt or souglﬂt to satfsﬁd their Personal needs.
Still, others continue to ﬁght as no side can rca”g
back down. |t's a curious situation that might remind
someone of World War |: a ncarlg endless war with-
out any purpose of existence.

3. Lost causes have to do with the strange new
world opened before the Awakened. Mang mortals
who agrccd to undertake the Transccnc{cncc had
temPora! t!ﬂings in their mind: their homes, tribes,
realms or religions. When thcy awoke after centuries,
a lot of these tlﬁings were gone, replacea }33 strange
constructions that made no sense to them. Most of
their causes, the things tlﬁeg had to l(eep them going,
had disappcarcd. Onlg thcy can answer what is that
which convinces them to Participate in the [Final Dat-
tle.

Magic

Transccnclcncc is a “low magic” game. Although
magic cer‘tainb exists and is Power‘Fu!, it's neither com-

mon knowlc&ge nor appears Frequcntly. Most PcoPlc
7

sPenA their entire lives without even encountering this
wondrous force. Magicians are rare and talented
men; because the power thcy wield is surrounded bg
mysterg and most People are unaware of its exact
Potcntial, even weak magicians are cxtrcmcly intimi-
dating Figures in the eyes of other mortals. T hus, ma-
gicians are feared and c{istrustcc], even in a pagan
community. The wiciespreaa acceptance of Christi-
anity has made things even worse for magicians: in
(Christian lore a magician is a|wa55 a servant of the
Dcvil, dcriving his powers from the lord of r'ic”

Because of the unbelievers’ fear and l’lostihtg
against magic, Practitioncrs of the arcane arts lead a
secret life, working their magic when no eyes fall on
them. Flashg sPc”s, like fireballs or lightning bolts, are
rareb used because t}weg attract attention on the
wizard. | nchantment and divination sPc”s on the
other hand are favoured by many magicians, as
thcg’re useful tools which don’t advertise one’s super-
natural powers. The same also aPP!ies to divine sPeIL
casters: their magic may seem like small miracles, but
commoners are notoriousb unable to distfngufslﬁ di-
vine miracles from satanic witchcraft.

The rarity of magic also shows in the scarcity
of magical items. No one canjust go and bug a magi~
cal item; even the least PowerFul of them are treasured
Possessions and Familg heirlooms. Each has a uniquc
I’}fstorg, which is often a gooa way to add an extra
dimension to an otherwise “standard” magical item,
sometl’ling that will make it more interesting without
necessarilg altcring its game statistics. For cxamplc, a
sword +% ism’t much on its own, but if it be|onged to
5cathach, teacher and mentor of the lcgcndarﬂ
Celtic warrior Cu Chulainn, it automatica”g becomes
somcthing more than any other sword +3.

|na dow magic” world, magic has the chance to
evoke much ambience and atmospherc. When Plagcrs
encounter magic, it should be a mysterious, wondrous
force, instead of standardised effects and Plain game

numbers. An encl’lanted 1Corest or a Faerie grove can



radiate magjc that is felt in some vague way without
any game statistics getting in the way. Magic should
be treated as the stuff of lcgcnds, not as a common
occasion. ] he works of JKK Tolkien can be of
great hclP when trying to evoke the rig!'vt atmosphcre:
magfc rare!g appears ina crgsta|~c|ear manner, but the
heroes can always feel it working in the subtle ways in

the bacl(ground.
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Before all

For untold eons, the Primal forces of order and chaos
battled against each other for supremacy. Orc{cr
tried to create a construct ruled bg spechcic and strict
laws. Chaos, on the other hand, Prcmccrrccl a universe
of pure chance, where evergtl’ling would be constanﬂg

changed accorc]ing to random Pattcms.

15 billion years ago, the dawn of time

Order Fina”g wins in the war against chaos, }Janishing
most of it from rca[itg. Thc result of this victory is the
creation of the cosmos and its three levels: the outer,

the middle and the inner ring.

14 billion years ago, the awakcning of the [ ternal

Powers

]n the outer ring of the cosmos, the Etemal Fowcrs
are formed. Tl’leg are Pure|3 sPiritua| creatures, the
first sentient }Jcings in the universe. Thcg are ghctcd
with fmmor‘talitg and great powers and this soon leads
to arrogance and war among them. Bchcving t]ﬁcy
were born to rule the cosmos, theg are soon divided in
two warring factions, 1Col|owing the law of dua|it5.
I ach faction becomes a united consciousness, so
that it is thinking and acting as a singlc entity with a

vast mental Pote ntial.

11 billion years ago, life in the middle ring of the uni-

verse

The fire of life lights in the middle ring of the uni-
verse. ] he creatures evo!ving there have both a spiri~
tual and a Phgsical presence unlike the [ ternal Pow-
ers. A!thouglﬁ not as Power‘Fu[, their sPirit is still
strong and thcg command considerable influence.
Theg call themselves the Aionioi, meaning “eternal”,
but evcntua”g thcg’” come to be called demons and
angels bg the inhabitants of the inner ring.

8 billion years ago, the great cxPansion

The Etcmal Fowers begin to realise that their war in
the outer ring will never end, since each opponent is
of cqual power. Thus, thcg search for a new battle-
grouncl to carry on their war. Since the outer ring is
very distant from the other two rings of the cosmos,
t}weg can’t go there in person but have to use agents
to conduct their battles. Thcy manage to seduce the
leaders of the Aionioi and turn each against the
other, Provoking a great schism in their society. Ohne
side uses a strict code of laws, rules and codes of
ethics to dominate its subjccts. T he other uses direct
intimidation and raw power. These attitudes will be
given the simpliﬁcc{ terms of “good” and “evil” bg igno-
rant humans much later.

The war between the two sides continues re-

newec], but it eventua”g becomes aPParent to the



I ternal Powers that thcy’re also cqual in the middle
ring and theg need a new battlegrounc] to achieve a
final victory. Theg bcgin to look in the distant inner
ring for that battlegrouncl.

4 billion years ago, the Forming of F_arl:h and the birth
of the Dragon

The [ arth is formed out of the void and an unknown
power scts the supreme sPirit known as the Dragon
as its guardian‘ The [ ternal Powers regara this as s
threat to their expansion schemes and send waves of
their angelic and demonic armies to c{estrog the
Dragon. Jn a titanic battle, the Dragon decimates the
agents of the FPowers. T he FPowers are so weakened
bg this defeat as to be unable to send their agents en
masse to E_arth ever again. The massacre at E_art!'l
sPc”s the end for the first generation of demons and
ange|s, a|reaclg decimated }33 the ongoing war. Onlg a
few of them remain, as rulers among their lessen

brethren.

2 billion years ago, the ﬂight of the elder races

About this time, c]ragons and echidnas arrive at earth
133 Hying through the void of space from unknown
homeworlds. T he two sPccics soon dcvclop an en-

mity for each other and settle down in different lands.

65 million years ago, the extinction meteor and the

aPPcarancc O{: thc Faerics

A large meteor strikes earth, Putting and end to the
dinosaur’s dglwasty and scvcre!y agccting the magical
fields of earth. The great spirits of nature are un-
harmed but many lesser ones are forced to merge with
animals and live a Pl’}gsical existence to avoid extermi-
nation. This mcrging givcs birth to an entirelg new
category of beings: the faeries. USing their magical

powers, the faeries build a mighty civilisation and
Hourish.

10

15 million years ago, the rise of the lost continent of
Mu

Tlﬁe most advanced faeries converge on the conti-
nent named Mu in the middle of the Pacific ocean.
Tlﬁey build Proucl cities with tall towers and advance
their powers of magic to urxsurpasscc{ levels. Soon,

most of the faeries are drawn to Mu.

2 million years ago, the coming of a new breed

The first hominids appear on Earth. Thcy evolve
into comP|e><, sentient forms of life, undisturbed bg

the faeries who remain at Mu.

500 thousand years ago, the descent of Kathadas—

tro

Kathadastro, a malevolent spirit in the form of the
worm~god and its followers descend on ear‘th, on the
continent of Atlantis, Hecing from their dying P]anct.
Being advanced in both tecl’mologg and magic, ’cheg
set to build great and terrible cities on that island.

250 thousand years ago, the march of the Atlantians

For long, the Atlantians have managed to co-exist
with the faeries, 1iving in separate lands. But now, the
PowerJ—mngrg Kathadastro Plans to rule the entire
world. [He strikes a deal with the echidnas and trains
Proto~l’1uman5 as soldiers in the use of ’cec!'mologﬁ
The facries form the Scclic Cour’t as a response to
the Atlantians’ aggression, a militarg bodg to coordi-
nate their movements. T]"lc\lj also have on their side
most of the spfrfts, but the final solution comes from
the dragons, who rise to oppose their old enemies,
the echidnas. T he Atlantians are defeated and their
power is broken. T he survivors return to Atlantis,
where tlﬁeg begin to question the rule of Kathadas-
tro. | his marks the bcgirming of Atlantis’ decline.

245 thousand years ago, the Forming of the (Jnseelie
Court
The Scelie Court, having become very Popular



since the defeat of the Atlantians, is contacted and
corruptecl 133 the “good” E_tema| Fowers‘ T!’xeg be-
gin to ask for more power and authority to imPose
their laws and beliefs on all faeries living in Mu. The
most chaotic and lawless facries form the (nseclie
Court in return, an organisation to oppose the

Scelic facries.

100 thousand years ago, the faerian wars and the

destruction of Mu

The conflict between the Seclie and the Unscelic
Court escalates to open war. A” of Mu is soon
drawn into the vortex of civil war. T he sPc”s released
are so PowerFuI so as to break the integrity of the
land, Forcing it under the ocean. Most of the facries’
knowlec{ge is lost under the waves along with their
cities. | he few survivors scatter around the world.

T his is the end of the great faerian civilisation.

15 thousand years ago, the sin‘cing of Atlantis

The power of Atlantis has slowlg clecagccl since the
granc{ defeat of the Atlantians [33 the faeries. [ ven
their god has Fina”y abandoned them to Pondcr on
his defeat in the cleeps. Now comes the final end to
their decline. The machines and energy sources thcg
had constructed Iong ago but dorm’t know how to
maintain anymore scvercly mahcunction, causing a co-
lossal exP!osfon which sends the island beneath the
surface of the Atlantic ocean. ] hus ends the most

tecl—mo|ogica”3 advanced civilisation on earth.

10 thousand years ago, the resurface of the Un-
seelie Court

With the Atlantians out of the Picture, the remnants
of the Urxscelic Court believe they can be the rulers
of the E_artl’l once more. A” t}ﬁeg have to do is to
enslave the Primitive humans. But humans have grown
numerous and cunning and the old glorg and power of
the faeries is long lost. With no hclp from the sPirits
of the land and with the active oPPosition of the
Scelic Court, the P|ans of the Urxscclie are unrav-

11

elled and bounce back on them. [Humans }chin to
hunt faeries down, for t!’xeg are the new rulers of
[ arth. On the brink of extinction, faeries retreat to
deep woods, secluded vales or l*u'gl’] mountains.

Their retreat from the world is much dcePcr
than t}ﬁeg thoug}'}t. Theg become so isolated that
thcg bcgin to fade from Earth. As time passes, their
domains are cut off from earth, in essence becoming
worlds of their own. Theg form the fabulous faerie

rea|ms‘

o AD, the great cn|ightcnmcnt
The mysterious great sPirit known as the Enlighb

ener walks among humans as one of them. [Je Freelg
uses magic to Pcrporm miracles and convince that he’s
a gocl. [He sPreacls a message of peace, love and
unity, creating many enemies, among them the [ ter-
nal Powers. [e’s Fina”y arrested bg mortal authori-
ties and sentenced to death. Hc acccpts that death,
turning into a martyr. This sParks the creation of a
new rcligion, one that soon becomes a dominant
power in Europe‘ The Powers seek to turn this
power into a tool of their own, imciltrating the struc-
ture of the new religion and a|tering the words of the
enlightcncr so that thcy serve their purpose. Bg the
set of the Dark Ages, tl’neg’ve succeeded in turning
the Church into an oppressor of the Peoplc.

55 AD to315 AD, the Transccnc]cnce

From the beginnfng of time, the [ ternal Powers have
used their increcliblg potent divination powers to
foresee the future and adjust to it. T‘lowever, as tlﬁeg
aPProach the year 1000 AD, imagcs of the future
become blurrg and warped‘ A mysterious obstacle,
which becomes known as the Barricr of Foresight,
blocks their vision in the new millennium. T his greatlg
Frightcns them, causing them to believe that the [Final
Battle for the domination of the world will be Fought
at that time. K nowing that humans are the only rulers
of E_arth now, tl’leg begfn to prepare for war }35 se~
lccting the cream of their human agents. Thcsc cham-



Pions of the Fowers are ascended in to a higher
status, becomfng more than a simP|e mortal, closer to
a sPirit. T his ascension is called the T ranscendence.
T hen, tlﬂeg are put to hibernation, destined to arise
near the years 1000 AD and lead the other men in
the [Final Pattle for the glory of their masters.

902 AD, the Awal«:ning

Thc transcendent champions of the Etcrnal Fowcrs
begin to awake, Eecoming known as the Awakened.
Thcg possess humans and use them to infiltrate soci-
ety and manoeuvre to Positions of power. T his marks

the bcgirming of the [Final Pattle.

12
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T!‘IC Barrier of Forcsigl—lt

Thc Etcmal Fowcrs encountered the infamous Ban
rier of [:oresfght a few decades before the coming of
Jcsus, c]uring the zenith of the Roman Empirc. As
tlﬁeg strived to see that the future held for them tl'leg
bcgan to see more blurrg images until thcy came onto
the Parrier of Foresiglﬂt — a blackness in their eyes
after the end of the first millennium.

The Powers felt like theg’ve been rendered
blind: weak and Powcrlcss. The Parrier hurt their
Pride but also scared them. Theg had alwags been
used to know whatever was going to happcn. The
unknown as a new word in their c{fctfonarg and one
they didnt like at all. SOOn, the Fowcrs became para-
noid about the Parrier and the purpose of its exis-
tence. | heir theories turned into certain facts: theg
were sure the Barrier means the end of time as t}'}eg
couldm’t gaze beyond it. This was the time when the
[Final Pattle would be Fouglﬁt for the domination of
the world.

There was P!ace for onlg one winner, so the
FPowers bcgan to prepare Fcrvcntiy for that distant
time. Along with the mortal servants tl'leg would have,
thcy needed somcthing more. Thcg needed champi~
ons theg could count on, competent men !oga| to their
cause. A strange idea bcgan to hatch in their minds...

the Transcen&ence.
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Thc Transccndcncc

The T ranscendence was a magical feat of granc] size,
unlike angtl’xing that has been attempted in the past. Jt
involved the ascension of hundreds or thousands of
their most Ioga! human servants into a l’ligher state of
bcing. The mortals were contacted 133 the Powers
and informed of their holg mission. | hen, theg
crawled to nccropolis, crypts, mausoleums or under-
grounc{ chambers and died.

They died only to the eyes of other mortals of
course. [or theg exPerience& the T ranscendence.
T heir bodies lied frozen and suspcndcd in time, but
their spirits lived and were free to travel in the Ph35i~
cal world and other worlds bcyond the mortal realm in
an incorporeal form, freed from the burdens of flesh.
From mere humans, the c]ﬁamPions of the Fowcrs
were transformed into lﬁal]c~spirits.

Now the Fowers were content, for theg had an
army of Power‘Ful minions waiting in storage for the
final c{ags to come. thn the time was right, thcg
would be re-united with their bodies and awake to
lead other mortals into the [Final Pattle.

Or s0 tlﬁeg tlﬁouglﬁt.‘.

TI"IC ]Oﬂg SICCP

|n their arrogance, the Fowers believed that their
word was law for their champions, that their wishes

were all that mattered to them. Tlﬁeg believed their



champions would remain exactlg as thcg were before
their ascension, like theg’ve been put to ice.

But the spirits of the champions were free to
travel Auring the Iong time t!ﬂeg waited and travel t}weg
did. Thcg watched the events taking Placc in the real
world and t!ﬂey traveled to other worlds too. Tlﬂeg
became more cxpcricnccd and PowerFuI, but also
wiser.

Most of the champions remained true to their
beliefs and waited for the d33 when tlﬁeg would
awaken to Fight for their masters and be rewarded
after the [Final Pattle. T hese are called the [Faithful.
But some }chan to qucstion the motives of the Pow-
ers. Tl’ley realized the misery the war between the
Fowcrs was bringing to their world and thcg resolved
to do sometl’ling about it when t!’lég would awaken.
These champions seek to inhibit both “good” and
“evil” from claimfng victory, Fo”owfng a neutral Patl’l.
Still, others lost their idealism durir\g the Iong years
of their 5|eep, becomfng interested in Personal gain.
Thcg didn't believe in a cause anymore and when
tlﬂey awakene&, tlﬁeg Fougl’xt for themse|ves, not for
the Powers. Awakened that lost their “faith”, turning
away from the Fowers or switclﬁing a”egiances, are

commonly called rﬂcrctics }33 the Faith{:ul.

The Awakcning

When the era of twilight foreseen 133 the [ ternal
Fowers came, tlﬂey knew that the Barrier of ]:ore~
sight stood right in front of them and that it was time
to put their clﬁampfons to action. Theg activated
them, causing the Awakcning to begin. Across the
land, bodies that were t}wouglﬂt dead long ago stirred
in dark caverns and forsaken crypts. Thcir spirits felt
the ca”ing and were Pu”e& back in their bodies in a
burst of ecstatic energy.

Soon tlﬁey emerged from their sanctuaries into
a new world. | ike the T ranscendence, the Kising was
not a sudden, fast Procedure. T here was no wave of

awakcr\ir\gs across Ear‘th. ]t was a rather, slow, un-
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Principlccl Proccdure that still continues. New cham-
Pions graclua”g awake to be added among the ranks
of the Fowcrs’ servants. Thcre doesn’t seem to be
any pattern whatsoever in the awakenings. ]t’sjust a
matter of luck if a Slcepcr will awake tomorrow or
after ten years.

There is a 1argc number of Slecpcrs who
awake on|9 to find out that the Precautions tl’xeg took
to ensure the sa]cetg of their Phgsical bodies were not
enoug]ﬁ. Caverns co”apse, mausoleums age and are
c]cstroycc] or buried. thsical bodies are thus killed
or the Sleepers awake to find themselves traPPecl
without escape. Such Awakened lose their bodies as
tlﬁeg die and find themselves exiled in an incorporeal
Form, cut off from Earth. SOI’T\C of them never suc-
ceed in anc{ing a new }Jody and the Lft!’xargos over-
comes them. They are lost and out of the “game”.
Ot}wers, Panickecl, manage to possess a mortal. FincL
ing themselves in an alien world, thcg dor’t have a
chance to 5|ow15 acljust to the new conditions. Most
of them act in weird ways, }Dccoming outcasts or

worse, getting themselves killed.

Thc Frctcncling

Awal(enecl are Par‘t humans and that makes them a
part of mortal society. T he mortals have rules for
members of their socfetg. Jtis accorcling to these rules
an Awakened must operate ands not the society ac-
corc!ing to the Awakened’s standards. T hat acting
of the Awakened as if thcy were normal humans is
called the Fretenaing.

Among the first to awake there was the idea
that the Awakened could be Prophets that would
unite the forces of mortals and march to victory with
their he|P‘ Soon t}ﬁeg discovered that things were a
lot different. |n this era of twilight and stagnation, no
one is searclﬂfng for Proplﬁets, messiahs or saints.
The few that attempted to be one were sco]c)ccd,
laugheé at or hunted. T}ﬁey decided that their ap-
Proach should be different. They should act unseen,



manipulating, converting, strcngthcning their Position.
Tl’xey would work in a way that mortals would never
realize their task and true nature. Thc mortals’ xeno-
Pl’xobia, distrust and fear of the supematural would
not be allowed to work against the Awakened.

|n this struggle for unseen and invisible action,
the Possession is the most blessed gigt of all. Jtis the
FPossession which enables the Awakened to blend
cF}Ccctivclg into mortal crowds, assuming a reacly Posi—
tion in the structure of society. Tlﬁeg take the lives of
mortals and use thcm, bcnc[ing them to their purpose.
But it also has a c!fsaclvantage. |t Provides the Awak-
ened with things, affiliates, relationships he has little
control over. A good example is a mortal’s Familg‘
Whi!c it Providcs an effective social cover for the
Awakened, it can also act as a hindrance. [ e can not
act with the freedom he would like because of the fear
of being discovered bg his Familfj as well as because
of his responsibility towards them. And this is only
one examP|e. A thousand new factors enter the life
of the Awakened and he can do little but accept them
and try to deal with them as best as he can.

Thc Fosscssion may be an effective tool, how-
ever the first time an Awakened enters human society
he does it with his own body (hopcxcung). [e encoun-
ters a new, unknown world that seems alien to him and
he’s cxpcctcd to find a way to fit in. |t usua”g take a
lot of time to establish one’s self in a relative!g gooc{
Position in mortal society. Most Awal«incd work
hard &uring this time but this kind of social engineer-
ing is good cxpcricr\cc for the future. After all, an
Awakened may work hard for years to build his life
and attain a position suitable for his purposes only to
have them all ruined !33 the death of his mortal bodg,
condcmning him to start a new life from scratch.

Whic!’xever Pat}'} tlﬁeg clﬁoose, most of the
Awakened soon encounter the difficulties of every-
(Jag life. Tlﬁeg eventua”g become assimilated }33 socCi~
ety and resort to ur\derground action. They all as-

sume a Position in society, but there are no stereo-
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types. Awakened can be encountered in any Promces~
sion or social Iager. |t is of course natural for them to
seek power and influence. T hus, many Awakened
belong or at least try to ascend to the l’ligl’ler social
and economical |a56rs. A pattern in social status can
be identified among members of the same faction. [For
example, Guildsmen Prelcer Position of power and
influence. On the other han&, the Shadows tend to
favour quict and simplc lives that do not attract much

attention to their slﬁadg Plans.

Thc Rcvca]ing

The Fretenaing is an act vital to the survival of the
Awakened and the success of their mission, but it’s
not sometlﬁing that makes the Awakenecl happg‘ AL
ter all, thcy were made superior to other mortals. No
Awakened wants to believe that so considerable ef-
fort on behalf of the Fowcrs was taken for them to
on|3 hide among ignorant mortals. Many believe that
there will come a stage in the [Final Pattle when the
world will be reac!y for them to reveal themselves in
their full glorg and supcriority.

The Kevealing is for now limited extremela
limited. In the real world, the Awakcncd need cumber-
some mortal bodies to function. Theg have to live

with their needs and weaknesses.

The cl-nangccl cl*namPions

After the Awal«ining occurs, the most obvious ques-
tion is: \What now?

The answer would be simplc if the Awakened
were the |05a| and faithful chosen ones, the PerFect
champions of the Powers. Umcortunatcb, things are
not so simP|e. The Awakenec{ are not the PerFect
logal champions, even though the Powers would want
that very }Jadlg. Tl’le Transcenclence was a chaotic
Proccdure}. Maﬂy felt the ca”ing and were put to
sleep‘ Granted, all of them had some connection with
what the Fowers rcprescnted. But not all of them

were absolute and firm suPPorters of either Fower.



Not all were so eager to forfeit their lives, sleep
througlﬁ the centuries and wake up in a new world to
Fight for the dominance of their masters. Though alot
more than l’lumans, Awakene& are still controlled [35
human motives and emotions: thcg value their lives and
have ciigicu!tg abandoning them for their dutg. Theg
want to see their goal reached but thcy also want to
succeed as individuals in their Persona! aims.

The most important thing though, is that
Awakened sfmplg aren’t the same persons that de-
Parted from the mortal world centuries ago. All peo-
P|e can clﬁange given time and the Awakened had a
lot of time in their hands while their bodies were into
hibernation. | he !ong years tlﬁeg spent in the world
incorPorcaL watching without being able to act, gave
them experience, knowlec{ge, reasoning, altered their
ways of thir\king and Personality in many ways. Some
were affected more, some less. No one however, re-
mained the same. Magbc it was that the Fowcrs, dis-
tant and arrogant in their migl’lt, could not compre-
hend the adverse effects the Transccndcncc would
have on human Personalitg‘

Some champions qucstioned their aims and
beliefs. Theg came to realize that theg were ng!'xtfng
in the wrong side and theg swaPPcc{ sides. [ vil peo-
P!e cracked under the weigl’lt of their gui|t and convic-
tion, while good men sought revenge and unearned
values and abilities. Others realized how futile this
strugglc was. Such individuals abandoned their tasks
and became neutral in the ongoing war. [ ither t}weg
seek to prevent and undo the damagc brought by the
conflict or thegjust dont give a damn about it. All
these are co”cctivclg called [Heretics.

T he Faithful are these champions that stagec{
true to their original beliefs. PBut even “true” is a rela-
tive term. Mang of their ideas have changed and the
same is true about their attitude and Pcrsonalitg.
Some remain stubbomlg stuck on old beliefs, others
bcgin to doubt the base of theirideals, while some are

on the verge of abancloning their original aim.
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No one is the same anymore.

An Awakened | exicon

Awakened

Ohne of the immortal champions of the cvcrlasting
FPowers that has risen again in the world to Figl’lt in the
[Final Battle and ensure the victory of his masters.

Awalccning (the Rising)

The act of a cHamPion sPirit being re-united with his
earthly }Jody that has been into hibernation for cen-
turies. | he Awakenfng }waPPens in the Period of the
FFinal PBattle, when the immortal champions will fight

to Prevaﬂ over their oPPonents once and for all.

Barrier of Forcsight
The mysterious Phcnomcnon }Dlocking the Forcsight

of the Powers in the current era. All divination magic
is blocked bg the Barrier, so that the caster only sees
blurred, distorted images that don’t make any sense.
The existence of the Parrier forced the FPowers to
activate the | ranscendence, so that their champions
would Fight for the final victory in that era. | he Bar-
rier is SPeculated to sgmbolfze the end of time or an

uPcoming aPocalgpsc ]COI‘ thC wor|d.

Believer

A mortal who has been in contact with the supematu~
ral WOrld SOrCCrCFS are an CXal’ﬂPlC7 bUt even a PCas~
ant that !ﬁappens upon a facric meeting during a
c]usky evening is considered a Peliever, because he
Positivelg knows that the supematural does indeed
exist. Pelievers are natura”g more oPcn~mindcc{ peo-

Ple, as theg have glanced upon the real world.

Crcator

The name attributed to the mysterious being or
power that created earth and Possfblg the entire cos-

mos.



Factions

Organisecl, largc groups of Awakencc{ sharing the
same ideas about how to succeed in their tasks. A
largc Part of the Awakencd Population belongs to

Factions, but some are ]néepenc‘ent

]:aith{:ul
An Awakened who has remained true to his ideals

and his a”egiance to the Powers from his initial | ran-
scendence till the moment of the Awakcm’ng.

Final Battle
Tl’xe battle for supremacy Fought between the cham-

Pions of the Powers in the current era. |t has been
described to be invisible, full of intrigue, Politics and
careful manipulation behind the back of mortals.
Some say that it wiujudge the winner of the everlast-
ing conflict between good and cvil; others say that it
will bring an aPocalgpse and the end of the world as

we know it.

]:oresight

The abihty to see into the future. [:oresfglﬁt is pos-
sessed bg the Powers at an incredible level, but has
been known to be also owned by Power‘Ful sorcerers
and sPirits, albeit at lower cgicicncg. A” Foresight is
blocked bg the Parrier of Foresight, so that the fu-

ture becomes too blurred to see.

Heretic

The oPPosite of the [Faithful. T hese are Awakened
that have altered beliefs during their hibernation.
T his has resulted in a change of sides orin becoming

neutral in the conflict.

lnclcPenc]ent
An Awakened that doesn’t be|ong to any faction.

This includes cast-outs from factions, but also indi-
viduals that feel a faction would limit them or)ust dor’t
agree with the beliefs of any faction.
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]__ithargos

The condition of the Awakened in which his body is
destrogec‘ or in hibernation, while his sPirit is free to
roam the world but too weak to possess a Phgsical
bodﬂ again. The Lithargos is a direct consequence
of the wcakcning of the Awakened }33 spcnding too
much time in an incorPoreal state without l'laving a

}Dod9 to serve as a link with the Physical world.

Mor‘tals (Fawns)

}‘lumans, the majorit3 of the sentient beings on
[~ arth. Mortals are of sPccia| imPor’tancc, since the
vfctorg of each Power depends on their maniPulation
and conversion. Mortals are used as pawns in the
invisible war and are sometimes called this way bg
Awakencd. Most of them are unaware of what’s
rea”g }ﬁappening and of the suPematural world be-
hind the frail veil of their rcalitg. Thcsc are called
Unbehevers, in contrast to the Pelievers. Pelievers

are almost never called Fawns.

FPossession

One of the powers of the Awakened‘ An inherent
function of these bcings, Fosscssion enables them to
enter the minds of mortals and take control of their

}Doclies, Putting the sPirit of the mortal in hibernation.

Powers

The two multitudes of entities fnhabiting the outer
ring of the cosmos. Thesc two hiveminds are bcings
begond any description‘ T!’]eg wage an unseen war

for untold eons.

Fretcncling

The act of the Awakened |fving close to mortals, ac-
ccpting their standards, customs and laws, so as to
work towards his aims without being discovered. T he
whole life of the Awakened in the Phgsical world is
called the Fretencling.



Kcvcaling

Thc act of the Awakened acting as his true SCI]C, that
is like a mortal who has ascended to a lﬁigher state of
consciousness nearlg equal to bcing a true spirit. Be-
cause the Awakened function in the Phgsical world

with the hclp of a mortal bodﬂ, the Kcvcaling is very
difficult and limited.

5|ccpcr

An immortal champion whose body is still in hiberna-
tion and hasn’t awakened yet. Such beings have their
sPirits roaming the world in an incorporcal state, while

their bodies rest in a Forgotten crypt or similar Place.

Transccndcncc (thc Fassagc)

The process of a mortal having his spirit uplifted and
transformed into a higher being, sometlﬁfng akin to
sPirits, to serve as a champion for the Powers. T he
T ranscendence happened centuries ago, for these

champions awake now to serve their masters.

Unbc“cver (Nocturnal)

A mortal that is not aware of the supematural. Sucl’l
Pcoplc may believe in the existence of the supernatu-
ral, as is the case with most superstitious People, but
they haven't cxpcricnccc{ it during their lives. thr\
t}ﬁey do confront it, theg are bound to be shocked }33
the revelation and do what thcy can to rejcct it. (n-
believers are the majoritg of humans on [~ arth.
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Bcgond death

An Awakencd is not daunted }33 mortal death. Such
a tlﬁing miglﬁt set back his Plans but it’s on13 a tempo-
rary inconvenience. Bcing a creature of sPirit, an
Awakened, like other strits, is very difficult to per-
mancntlg ill. Doing s0 rcquircs someone to enter the

ethereal world and face the Awakenec] there.

Dcstroying an Awalccnccl in the Physical world
When an Awakened’s }Jody dies in the real

world, his sPirit remains in it for a very short time
(usua”y one round) before it Fina”y c]cparts in an in-
corPorea| form. During this time, another Awakened
can touch the boclg and funnel sPiritual energies in-
side it in an attempt to destrog the weakened sPirit‘
This is exhaustive to say the least; an Awakened
must devote some of his life force to succeed in de-
stroying his enemy. ththcr he’s successful or not,
he loses 1dé hit Points and 500 XF.

Thc defender makes a Wl” saving throw
against DC 10 + the attackers level. |f he fails, his
spirit is overcome 133 the hostile energy and is utterlg
&estroye&. ]F he succeeds, he has managed to retain
his sPiritua| integrity and flees to the samccty his incor-
Poreal form Provic{es.

Only one Awakened can attempt this on a
given body and on|3 one attempt can be made before
the spirit departs (the attempt is a full-round action).
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|ithargos

|n most cases, dying in the real world frees the sPirit
of the Awakened, who enters his incorporeal state.
Without a Pl’xgsfcal boclg to connect him to [~ arth,
the Awakened is in dangcr of succumbir\g to the con-
dition known as Lithargos. Lithargos is the weaken-
ing of the Awakened and the revert to the state of
the long sleeP, when the Awakened was free to roam
the world but couldn’t Phgsica”y manifest himself. As
a result, the real world is lost to him and he becomes a
creature of dreams Purclg. Fcrhaps, some very power-
ful magic (in the level of a wish or miracle) could brfng
him back. F|a56rs who manage to get their characters
in Lfthargos are advised to create a new character;
bcing Pcrmancntly incorPorcal iswt much fun

T}'}e Awakened faces Lfthargos every 8 hours
he passcs without a mortal bodg. A successful Wis-
dom check with DC 10 allows him to avoid Fa”fng in
Lithargos for another 8 hours; however, each addi-
tional check increases the D by 2., as Lithargos
grows harder and harder to resist. Onlg the posses-
sion of a new bodg allows the Awakenec{ to cheat
Lithargos inc{cxcinitcly.

lncorporcal Awakcncd

Awakencd without a bodg in the Phgsica| world exist
in their fncorporeal state. While in this state, the
Awakened usua”y resides in the ethereal Planc. This
means that the Awai(ened is unable to affect the

Phgsical world, either with sPc”s or other actions. On



the other hanc], he can’'t be harmed }35 any attack
originating from the Phgsfcal world, be it weapon, sPe”
or other magical ability. Other ethereal denizens, like
spirits and other incorporeal Awakened, can norma”3
attack him.

An incorPoreal Awakened is able to manifest
himself in the Physical world as a free action. By do-
ing so, he remains incorPoreal but is able to affect the
Physical world (as well as be affected by it) in a limited
manner. While manifested, an Awakened:

1. canbe harmed only }33 other incorPorcal or ethe-
real creatures, +1 or better magic weapons and spe”s,
SP611~—M<C abilities or supematural abilities. Hc is im-
mune to all nonmagical attacks coming from the PhgsF
cal world and has a 50% chance to ignorc any c]amagc
coming from a corPoreaI source.

2. is invisible as per the /'mprovca/ invisib///zy sPe”.
This is continuous and the Awakened cannot halt
this effect.

3. has a deflection bonus to AC equal to his (Cha-
risma modifier or + 1, whicheveris highcr.

4. can pass tlﬁrouglﬂ solid olz]ects (but not force
effects, like a wall of force).

5. has no Strengtlﬂ score (he uses his Dexteritg
modifier for both melee and rangcd attacks).

6. is unable to attack, except tlﬂrouglﬁ sPeHs and
spell-like abilities. [is attacks that can be used ig-
nore any natural armor, armor and shield.

7. moves silently and cannot be heard with | isten
checks.

Angone who can Perccivc the Awakened in his incor-
Porea| state will see him as the creature he used to be,
having his original appearance and not that of any
mortal host. An Awakened in this state also uses his
original game statistics, since he has no mortal host.

Awakened that are killed while in this state are
Pcrmancntly dead. This is whg most of them are very
careful when oPerating in their incorPoreal forms. |f

they die, there’s no coming back.
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FPossession

Fossessing a mortal’s bodg is an act the Awakened
must do while incorPorca!. The act of the Posscssion,
if successful, Places the mortal’s strit in a coma, while
the Awakened is in chargc of his boclg. |f the Awak-
ened ever leaves the }Joclg while it’s still alive, the mor-
tal takes the reins again, not rcmcmbcring a thing that
has transPired and confused [33 the aPParent “loss of
time”.

Before Possessing a mortal, it's wise to first
examine him to se if he fits the Awakened’s needs.
T his is done bg making a Wisdom check (Awakened
with the second sight feat gain a +4 bonus) and re-
quires that the Awakened is within 30 feet of the
mortal. Thc exact score reveals facts about the mor-
tal accordfng to the Fo”owing scale:

1-10: No information is gained.

11-12: Reveals the mortal’s name and gender.

14-15: Revcals the mortal’s gcncral health condition
and age.

16-17: Reveals the mortal's physical capabilities in
genera| details (the (Game Master should inform the
Playcr of the mortal’s scores in the three Physicai
abilities: Strengtlﬂ, Dexterity and (Constitution).
18-19: Reveals the mortal's wi”Powcr, a measure of
how much he'll resist the Possession (the (Game Mas-
ter should inform the Plager of the mortal’s Will saving
tlﬁrow)

20-21: Rcvcals the mortal’s purpose in life and his
career (the Game Master should inform the Plager of
some of the mortal’'s most rcprcscntativc skills).
22-2%: Reveals information about the mortal’s back-
ground: his social standing, siblings, family etc.

24 or more: Reveals any connection of the mortal with
the hidden world. Fcrhaps he has faerie blood oris a
sorcerer or diabolist. Such information is a!wags pre-
sented in very vague details.

The Awakened can Iceep ro”ing to drain every
bit of information he can about the mortal. KCCP in

mind however, that every attempt to gain information



rcquircs 10 minutes of concentration.

T he main Possession attempt requires 20 min-
utes of concentration and Proximitg to the target
(within 30 feet). At the end of this Period, the mortal
makes a Wl” saving throw against DC 10 + the
Awakenea’s character level + the Awakened’s Wi5~
dom modifier. [f he is succcssucul, he repcls the Awak-
ened away from him. |n such a case, the Awakened
can not attcmpt another Fossession against that mor-
tal for another 6 hours G"IOW@VCF he can trg to pos-
sess another mortal). |f the mortal fails his Will save,
the Awakened successFu”g possesses him, Forcfng

his sPirit into hibernation and taking over his bodg.

| ife after the Possession

Tl’xe Fossession displaces the mortal as the master of
his bodg and Provic{cs the Awakened with the means
of interacting with the Pl’xgsica! world. T he mortal
sPirit slccps while the Awakened rules.

Abilities: The Awakened gains the
Strcngth, Dcxtcrity and Constitution. [TJe retains

mortal’s

his ]nte“igence and Wisdom. Charisma is the average
of the Awakened’s and the mortal’s, since it grcat|3
depends on Phgsica! appearance. [f the Awakened
had increased Strcngth, Dcxtcrity or (onstitution
in any of his Previous bodies with bonus Points re-
ceived through level advancement, his current abilities
are increased bg that amount.

Example: An  Awakened has increased
Strengt}ﬁ at ‘fth level. His bod3 un{:ortunatelg is killed
and he possesses another one. His new Strcngth is
that of the new body +1. W!’xen he reaches 8th |eve|,
he puts an extra Point in Dcxteritg. At IZth level, he
increases his Wisdom. [is current [Joclg dies and he
possesses a new one. T he new boclg is going to have
Strengtlﬂ +1 and Dexteritg +1. ]nte”fgence remains
asitis.

Class: The Awakened retains his class and level. [ e
doesmt gain any benefit from any class the mortal
miglﬂt have.

Base attack bonus/base saves: T he Awakened
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retains his base attack bonus and base saves. | hese
however, miglﬁt be modified Eg the c!ﬂanges in
Strcngth, Dcxtcrity and (Constitution.
Hit Points: The Awakened retains his hit Pofnts, but
thcg are immcc]iatcly modified }33 his new (Constitu-
tion.
Fcats: Thc Awal«incd retains his feats and doesn’t
gain any feat the mortal miglﬁt have. Note that some
of the Awakencd’s feats might become unusable be-
cause of the changes in Strength, Dexteritg and
(onstitution.
SPe"s: Tl‘le mortal migl’xt knew how to cast SPe”s, but
the Awakened doesn’t gain any benefit from that
abi!ftg, even if he is a sPe”caster as well. Magic is
more than skill and knowlcdgc after all.
Mcmorics: To be able to retain the Faga&e of the
Fretending, the Awal«incc{ needs access to the mor-
tal’s memories. [ Je needs to know who his friends are,
what is his favorite song, his wife’s name etc. | he
Awal(enec{ doesn’t have instant access to the mor-
tal’'s memories. lnstcad, he needs to force his way into
the maze of memories and retrieve whatever he can.
On every c]ag after the initial Fosscssion, the
Awal(ened is allowed one Wisdom check (DC i0).
As he accumulates successful rolls, he reveals more
facts and memories of the mortal, starting with the
more mundane ones and continuing into his decpest
secrets and memories. A]Cter 10 successful ro”s, he
has access to all memories.
Skills: Fo”owing the same method as for gaining ac-
cess to memories, the Awakened can also gain access
to his skills. T his is useful for the Fretencling (after
a”, ajuc{gc who doesn’t know anythiﬂg about the law
looks somewhat suspfcfous) as well as for assisting
the Awakened to pursuc his goals. Gaining access to
a SPechCic skill requires the Awakened to concentrate
as a full-round action and make a Wisdom check
(DC 7+ the skill’s ranks)‘ IF successgul, he can use
the mortal’s skill ranks for one skill check within the

next minute. |f he wants to use it again, he must re-



access it.

A better but more dangerous solution is to
Pcrmanently transfer the skill to the Awakcncd’s rat-
ing. This reciuires intense concentration and medita-

tion for a Prolongcd Pcrioc], usua”g one hour per skill

rank. At the end of this Perioc{, a Wisdom check is
made (DC 10 + the skill’s ranks). |f it's succcss?ul,
the Awakened gains the skill Permanenﬂg, as if it was
his. If it fails however, the mortal’s comatose sPirit
instfnctivelg reacts and the Awakened gains one Ke-
)’ection Point (see below). Due to this inherent dan-
ger, most Awakenec‘ on!g attemPt to learn the skills
they consider basic for the Fretcnding orjust too
temPtfng and useful to resist.

|n this manner, the Awakened can gain skills
exclusive to a class or skill ranks that are above his
maximum for his class and level. T his is not a problem,
a|tl'lougl'1 the Awakened will be unable to raise them
with skill Points. Note that if the Awakened alreadg
has the skill he is tranfncerring from the mortal to his
mind, the mortal’s ranks are not added to his skill

ranks: on13 the l’ligl’lest ranks will applg.

chcction

Some Awakencd, cspccia”g young ones, tend to
think of the bodies of their hosts as clisPosable tools.
Thcg’rc not. |f you dor’t care for your bodg, it won’t
care for you either.

See, the Awakened do have the ability to
possess the bodies of mortals. Put a mortal boc‘g is
Foreign to the Awakcncd, and like the organism re-
acts to Forefgn ’clﬁreats, so does a Possessec{ boclg
against the imciltrating presence of the Awakened.
This is the basis for the Plﬁenomenon known as Re-
jcction. If the Awakened doesn’t take good care of
his bo&y, it will re_ject and exPe| him sooner or later.

Kejcctior\ doesnt appear in Awakened who
still possess their original bodies. After all, if it’s your
body, you can do whatever you want with it. Problems
start from the moment the Awakenecl loses his boc‘g
and finds another vessel with which to act in the
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Phgsical world. Thc innate defenses of the Foreign
boclg constantlg )Ciglﬁt against the Awakened. When
the Awakened cndangcrs the wclHJcing of the body,
the innate defenses increase in strengtlﬁ. If tlﬁeg rise
too much, thcg might succeed in driving the Awak-
ened away from the bodg, enabling the mortal pawn to
regain control of it.

Jn game terms, Kejection measures the level of
the boc]g’s innate defenses against the Awakened on
a scale of 0 to 10. Wlﬁen the Awakened first pos-~
sesses a certain mortal, his Rejcction rating for that
mortal is O (unless he also has Resonance, see below).
When the bodg is mistreated, chcction increase bg
one Point. At3, 6and 9 Points, the Awakened must
make a Wisdom check with DC 10,15 or 20 respec-
tive!g to retain control of the boég. If he fails, he’s
exPc”ed from the body and the mortal regains control
of it. He may try to re-possess it but Kejectfon is a
one-way road: once it rises, it can’t fall again. |f the
Awakened ever reaches 10 Points, he’s automatica”3
exPc”cd from the Posscsscd bodg: a boclg can on|3
tolerate that much. I:urt!’xermore, the Awakenecl can
never re-possess the mortal again. His boclg has de-
ve|oPed some kind of immunity against the Awak-
ened.

Mistreatment of a Possessecl boclg is a very
broad term. Jt usua”y lies under the (Game Master's
jurisdictfon to rule when an Awakened mistreats his
bodg and thus gains a chcction point.

thsfca| mistreatment may be the most com-
mon. An Awakcncd leads a dangcrous life and often
his bo&y pays forit. [:a”ing unconscious or clging may
be considered mistreatment (even if it's not the
Awakened’s fault?).

There is also space for mental and Psgcho~
logical mistreatment. A mortal had a life before the
Awakcned invaded and took over. |f the Awakencd
neglects the mortal’s Familg, turns against his friends
or gets him wanted 135 the law, if he gcncra”y messes

with the mortals life, there’s an instinctive reaction



against him and he gains a chcction Point.

Kcsonancc

Some Awakened believe that Kejection is no bfg
deal. lt might be a tcmporary sctback, but thcg can
a|wa35 find a new boc‘g, rfght? Wrong again. Rejeo
tion marks the Awakened with a taint called Reso-
nance. A smeIe explanation would be that the Awak-
ened has “bad vibrations”. Resonance makes other
mortals resist Possessfon }33 the Awakenec‘ more
strongly, as thcy recognize the taint of Resonance
carried !33 him.

Evcrg time the Awakencd is cxpc”cd from a
mortal bo&g due to Rejection, he gains a Resonance
Point. Kesonance comes into Play when the Awak~
ened attempts to possess a new boc‘y‘ For every
Point of Resonance the mortal gets a +1 bonus to his
Will saving throw to resist the Possession. This pre-
sents a serious Problcm, cspcciang for old Awal«incc{
carrging lots of Resonance. lnc!eed, the older an
Awakcnc& is, the more he values and Protects his
boclg. Moreover, whereas Rejection usua”g starts at
zero Points for a new boc{}j, Awal«incd with the taint
of Resonance find out that they begin with Rejection
Points cqual to half their Resonance rating (roun&cc]
up).

Notc: An Awakcncd with 20 or greater
Resonance alwags starts with Kejectfon 10 in any
new body he possesses (Rejection can't get an
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l’]iglﬂer than 10). T his doesn’t mean that he’s auto-
ma’tica”y cxpc”cd. T his onlg happcns if he gains an-
other Kejection Point for that body.

Resonance may also be gaincd through re-
Jumping‘ Kejumping is the action of !eaving a per-
Fectlg ok bo&y to possess a new one, based on Purcl}j
oPPortunistic reasons. Abandoning the boc‘y of a
courtier to possess the body of the Duke is an exam-
P|e of rejumping. Ohn the other hand, an Awakened
trappcé in the body of a Paraplcgic isn’t consider to
rejump when seeking a new, more l’lealtlﬂg bodg.
Sometimes, rcjumping may bcjusthcicd out of abso-
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lute nccessit\g. Gamc Mastcrs have the means to halt
Frequent rejumpers bg assigning them Resonance
Points. Mortals can sense that the Awakcncc{ sees
bodies as only tools to be used and then thrown away

and rcjcct him.

Manifestations
As all forms of spirits, the Awakened are imbued with

mystica! energies and can draw upon them to succeed
in their quest. T he incarnation of these energies are
called manifestations and are used by every Awak-
ened, as well as other sPirits. Of course, these pow-
ers vary from champion to champion, as no Awakened
can learn every different way in which dream energies
can manifest. | he potency of a manifestation de-
Pcn&s on the relative power of the Awakcnc&, as
indicated }33 his character level. T he number of mani-
festations an Awakened possesses is also based on

his character level, as shown bg the table.

C haracter chc/ Num/)cr of, Man/'fcsta tions

fadd Two

4‘”’ T hree
P [Four
12 & Five

e
20"

Six
SCVCI‘I

Charisma

T his manifestation enhances the natural aura of the
Awakened, making him look imposing and charismatic.
Ang mortal will distinguish him from a crowd as an
important Figure.

Basic: Charisma adds a +2 manifestation bonus to
any (Charisma roll or any skill check for which Cha-
risma is the keﬂ abi!fty, but onlg against mortals.
Awakened and other supematural beings are unaf-
fected by such Petty demonstrations of power.
Aclvancccl: f:or every 4 character lcvcls, the bonus



increases }33 +1 (ie +3 at 4-th level, +4 at Bth level etc).

DisciPlinc

Discfplfne raises a mental shield, Protectfng the
Awakened from mind magic.

Basic: Dfsciplfne Provfdes a +2 manifestation bonus
to WI” saving throws against mincLaItcring magic and
abilities (like enchantment sPe”s>.

Advanccd: For every 4 character 1cvcls, the bonus

increases }33 +1 (ie +3 at ‘}-th level, +4 at 8" level etc).

E nslave

This potent manifestation robs a victim of his will,
transForming him into a pawn of the Awakened who
exercises it. ] his condition is short-termed at best
but still very useful.

basic: To enslave someone, the Awakcned must
meet his gaze and the victim must fail a Will saving
throw with DC 12 + the Awakened’s Charisma
modifier. [f the victim fails, the Awakened can give him
one verbal order. T his must be somcthing that can be
accomplislﬂeé in a few minutes at most (“attack the
guarcl”, “fetch me the key to the gatc”). Suicic{al or-
ders cause the victim to freeze for a round, afterwards
lapsing out of the Awakcncc{’s influence. A failed
attempt to enslave someone gives him a +1 bonus to
his WI” saving throw against future attempts (this
bonus stacks; if the Awakened fails » times to en-
slave someone, the target has a +% bonus against the
next attemPt).

Advanccd: Evcry 4 character levels an Awakencd
has, he may give an additional order to the victim.
These orders must be given in quick succession; the

Awakened can’t c{e|ag before giving a new order.

Forl:hcy

This manifestation boosts the endurance and tough~
ness of an Awakened to supematura| levels. e is
able to shrug off irjuries which could casi!y kill mor-
tals.

basic: Thc Awakcncc{’s hit Points are increased }33
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5. Additiona”g, he gets a +2 manifestation bonus to

Fortitude saves against Pofson or disease.

Advanced: T he Awakened receives 5 extra hit
Points at every character level divisible }33 4 (‘i}h, 8%,
i 7_th etc). T he [Fortitude bonus is increased by +1 for
every 4 character levels (+§ at 4% |eve|, +4 at 8th leve-

lctc).

Forl:unc

This mysterious manifestation maniPu!ates the very
forces of luck in the world, making the Awakened
look impossib|9 |ucl<9‘

Basic: The Awakened can re-roll up to two rolls per
adventure. ] his may on|9 be done once for a particu-
lar roll. He must abide with the new result.

Ac]vanccc]: For every 4 character levels, the ,A\wal(~

ened gcts one extra rc~ro”.

Longcvitg

The energies imbuing an Awakened with Longevitg
prevent the deterioration of the Phgsical body he’s
in}ﬁabfting‘

Basic: Longevity slows down the aging process bg
100% (for every two years Passfng, the boclg will on|9
age one gcar).

Ac]vanccd: An Awakened with 8 character levels
and Longcvitg slows down aging bg 400% (one year
for every 4 years Passing) Ohne with 14 character
levels slows down aging by 800% (one year for every
8 years Passfng)‘ At 18 character !eve!s, the anclg of
the Awakened stops aging.

Perceive

This manifestation enhances someone’s vision so
that he’s able to Picrcc through lusions and see in-
visible items or beings‘

Basic: When faced with an illusion or invisibi]ity, the
Awakened must make a Will saving throw with a DC
equal to the saving throw for a sPc” of that level (or
18 if there is no active sPe”)‘ Success enables him to

see through an illusion or Pcrccivc an invisible objcct



or creature.

Perceive also enables someone to see an
Awakened concealed by the Veil manifestation more
easflg (see Veil for more Aetaﬂs)

USing Perceive is a standard action.
Advanced: [For every 4 character levels, the Awak-
ened gets a +1 bonus to any Wx” saving throw he
makes to see illusions or invisible objects or creatures.
Hc gets the same bonus to any roll made to see an

Awakened using veil.

thsiquc

This manifestation calls upon the power of Psgchc to
imbue the Awakened with colossal strengtl’x.

Basic: Once per c{ay, the Awakened can increase
his Strengtlﬁ by +6. Doing 5o is a free action and the
increased Strcngth lasts for 1dé rounds.

Advanced: At 4%, 8%, izth, 16" and 20™ character
lcvcl, the Awakcncd gcts one more use of the power
per dag‘ At 5th level the Awakenec‘ has the oPtfon of
cxpending two uses to increase his Strcngth by +8
for 1dé rounds. At iOth |eve!, the Awakened has the
oPtion of expencling three uses to increase his
Strengtlﬂ b9 +10 for 1d6 rounds. At iﬁth level, the
Awakened has the option of cxpcnding four uses to
increase his Strengtlﬂ bg +12 for 1dé rounds. At
ZOth lcvcl, the Awakenc& has the oPtion of cxPcnc{ing
five uses to increase his Streng’tl’l bg +14 for 1d6

rour\ds.

Kcinvigoratc

T his manifestation converts the energy derived from
the Awakened’s Psychc into a magical force capab!c
of l'lealing injuries.

basic: The Awakened is capablc of hcahng himself
or others bg touch. [ ach clag, he is able of curing a
total number of hit points cqual to double his charac-
ter level (eg a 7th level rogue/ﬁ“J level giglﬂter with this
manifestation would be able to cure 20 hit points per

&ag)‘ Tl’]e Awakened doesn’t have to use all his cur-

ing capacity at once; he can choose to divide it among
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several rccipicnts (as Iong as he doesn’t exceed his
c‘ailg threshold). Usfng reinvigorate is a standard ac-
tion.

Ac]vancccl: An Awakenec{ with at least 8 character
levels, can cure temporary ability c{amagc 135 using this
power. Ohne Point of temporary abilit3 clamage can
be restored }33 expcnding 5 Points of curing caPacitg.
At 12 character levels, use of this power can be en-
tircly subconscious; the Awakened can choose to
use it even if he’s rendered unconscious, clging or oth-
erwise incapablc of norma”y activating it. At 16 char-
acter levels, using the manifestation becomes a free
action. At 20 character |cvels, the manifestation is
triggerecl immediatelg (as a reaction) if the Awakened
c]rops to 10 hit Points or bc|ow; if the Awakened has
enougl’l remaining curing Pofnts, tlﬁeg are instantlg
exPcnc{cc{ to get him to -9 hit Points (he can heal even
more bg using a free action to activate the subcon-

scious feature of rcinvigoratc).

Satiate

An Awakened can use his wi”Power and Psgche to
sustain his physical body, frecing himself from mortal
needs. He can go around without {:oocl, water or even
oxygen fora time.

Basic/Advanced: T he Awakened can pass ¢ clays
per character level without food. He can pass one
dag per character level without water andone I minute
per character level without oxygen. After this Pcriod
of grace has e|apsea he }Jegins to feel the usual ef-

fects resulting from denial of sustenance.

Second Sight

T his manifestation enables a character to look into
the astral and the ethereal Planc while awake. This
vision is revealed as a translucent image Placecl above
the real world. This can reveal sPirits, ethereal }Jcings,
Possesse& persons or other Awakened.

Basic: Bccausc the image of the astral and the ethe-
real Plane is blurrg and hazg, the character needs to

make a Wisdom check to discover anything interest-



ing. SCcing ethereal creatures or astral travelers is
DC 15. Seeing other Awakened or sPirits possess-
ing a mortal is DC 20. Sccing sPirits or Awakened
in their incorPoreal state is DC 25.

A character with second sight also gains a +4
bonus on any rolls made to examine mortals to see if
they’rc fit for possessing them.

Second siglﬂt requires absolute concentration
while it lasts: the Awakened can’t take any action

&uring that time. |tis a full-round action at least.

Swi{:tncss

Awakcncd with this manifestation appear to be un-
natura”3 quicl(, striking with their blade in the blink of
an eye or c]oc]ging arrows and crossbow bolts.

Basic: Swiftness grants a +4 manifestation bonus to
initiative checks (this stacks with the ]mprovcc] |nitia~
tive feat). Moreover, it Provic{es a-+2 dodge bonus to
RCHCX saving throws and a +2 dodgc bonus to AC
Aclvancccl: ]:or every 2 character !evels, the bonus to
initiative checks goes up by +1. [ or every 4 character
|eve|s, the bonuses to Reﬂex saving throws and AC
imProvc bg +1.

Veil

Veil conceals the Awakened from the eyes of others.
|t differs from true invisibi]ity in that the character
isn’t tru|3 unseen. Someone will still see the Awak-
ened is he stands right in front of him. \/ci| works bg
&iver‘ting attention away from the Awakened. |n some
way, the Awakened will a]wags move in the Pcriphcry

of other People’s vision or when tl’xeg’ve turned their

backs on him.

Basic: Seefng an Awakened hidden by Veil is diffi-
cult, if he takes care no to Provokc any situation (an
attacl(, aloud noise etc). ]t requires someone to score
better than the Awakcncd inan oPPoscd check: the
observer's Spot skill versus the Awakened’s [ide
skill. Because of Veils supcmatural power, the
Awakened gets a +5 bonus to his roll. T his doesn’t
aPPlg if the observer is another Awakened with the
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Ferccivc manifestation.

T o initiate the use of Veil, the Awakened
must fulfill the rcquircments of the [Hide skill. Thus,

he can not activate Veil if someone is watc!’xing him,
unless he makes a distraction that diverts attention
from him.

(sing Veil is a full-round action, although
the Awakened can move up to half his sPeecl (unlike
other full-round actions).

Advanced: [Tor every 4 character levels, the
Awakened inflicts a -1 Pcnaltg on any roll made to
spot him while using Veil. This doesn’t appb against
an Awakcncd with hig]ﬁcr character level using the

Perceive manifestation.
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The first champions to awake were more or less at a
loss. Tiﬁeg had a vague idea of what tiﬁeg had to do
but no idea about how to do it. As thcg cxploreci the
new world oPeneci before them and integrated them-
selves into human society, each of them bcgan to use
his sPecia| talents to succeed in his task. A sorcerer
sought to increase his arcane power and uncover
magicai secrets. A warrior to lead mortal armies. A
scholar to gathcr imowiccigc useful to his mission.
Thus, cach Awakened found his own way to pursue
the common goai: victory in the [Final Pattle.

As more of the clﬂampions awakened, it was
only natural for them to encounter other Awakcncci
with similar talents and ideas about how to win in the
uPcoming conflict. Awakened with similar thoughts
banded togeti'ier to form the first factions.

[Factions are Primariig collections of ideas
about how to iciglﬁt the [Final Pattle. [T ach of them
has its own way of Participating in the war between
the Awakened: bg co”ecting arcane power, bg raw
force or by imqucncing mortal society. Most of them
believe that their way is the best one, but tiweg dont
dismiss other factions as useless. Thcg understand
that ecach faction has its role to P|83 and that its mem-
bers are gooci at what thcy do. Some of the factions
are very organized groups, while others dorn’t have

any kind of hicrarchg. The central thing which distin-
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guishes factions remains their icicoiogg and strategy.

Because factions basica”g represent ways of
Fighting and winning the [Final Battlc, thcy are for the
most common between good and evi|~alignec1 Awak-
ened. The gooci Awakened have their Knights, as do
evil ones. T his is not to say that there’s any connec-
tion between the two Knights, save as enemies. Ti’763
mereig rePresent a tool used ijg both goo& and evil
Awakened. [f nothing else, it’s another indication that
“good” and “evil” arejust different sides of the same
coin.

Many factions also exist in their “neutral”
state. Thcsc groups were usuany formed after the
i:ounding of the gooci and evil factions, bg Awakened
who followed the Path of ncutralitg. Attracting Here-
tics of every sort, many of these groups are infected
i)y Awal«incci who care for nothing but their Pcrsonai
gain.

Last|3, one shouldn’t torgct the ]ndcpencicnt
Awakened‘ Not every Awai(enecl belongs to a fac-
tion. Some choose to Figi’lt their battles alone or with
the i’lelP and support of other, iii(e!g~mindeci Awak-
ened. Maﬂg of them follow Pati'is that resemble those
of the factions but dor’t wish tojoin one, va|uing their
freedom and tlcxibiiitg above all or afraid that a fac-
tion’s internal Po!itics and conflicts miglﬁt distract

them from their cause. Although thcy dort hold the



combined power and influence of factions, theg form
an imPor'tant part of the Awakened which shouldn’t

be underestimated in any case.

(Guildsmen
Orne of the major Awakened factions, the Guiidsmen

are also the closest to mortals and the Fretending.
With a basis along the lines of “domination of the
mortal world is the i<e9 to power and success”,
Guildsmen are found involved in every aspect of mor-
tal society and Politics, from trading gui!ds to noble
courts to the ranks of the Church. Fower, influence
and wealth are their aims and their tools.

Poth good and evil Awakened gave their
Guildsmen. (Good Guildsmen are esPeciaug involved
with the Church and the iegal system, many of them
iﬁolding the titles of bislﬁops andjudges. F vil Guilds-
men seem to be more interested in wealth and icinance,
contro”ing trading and artisan guiids, as well as vast
acres of land. T]"ICI‘C is also a neutral organisation of
Awakened Politicians which was founded by some
idealists with the purpose of Protecting the mortal
world from the aggressiveness of the other two fac-
tions, but after a while degenerated into a group of
greedy powermongers.

I~ ach of the three factions has a iargely similar
iwierarchg. New members, called Novices, are P[aced
under a more exPerienced and successful member
called a FPatron. A Patron will Provide a Novice with a
Piace in mortal society according to his sPeciaiisation
and some support. A FPatron who is a iaisi'iop could
Piace a Novice in the c|ergy, while a Fatron guiidmas~
ter would give a Novice an imPortant Posi’cion within
his guiid. From there on, the Novice is expected to
prosper on his own and increase his power and influ-
ence under the guidance of his Fatron. A successful
Novice becomes a Fatron and is exPected to take
care of new Novices. Tiiis is the way the faction ex-
Pands its influence over the mortal world.

Above the Fatrons stand the Overseers, ex~
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Perienced Politicians and financiers who guide and
coordinate the efforts of the numerous Fa’crons and
their Novices. A Fatron deals only with his area of
sPecialty and usua”g within local boundaries. An
Overseer on the other hand, is resPonsiHe for a
whole Part of E_urope and sees the greater Picture
behind the Fatrons’ work. Fina”g, the Overseers are
controlled and coordinated bg a council of seven
FuPPeteers. Ti"ICSC Awakened have terrible influ-
ence and Po|itical power, Piaying with mortals as if
tiweg were puppets. Most of the time, ti‘neg tend to
agree on a generai course of action, aiti—iougi'i all of
them seck to subtig dominate the council and make
their sPeciaitg field more imPortant than the others.
Everg Fuppeteer has a different sPeciaitg: one migiit
deal with Church Politics, another with the courts of
Europe, a third with trading gui|ds etc.

Healers

The Healers are a small faction of icringe magjcians
and other Awakened blessed with l’iealing gii’cs oper-
ating throughout Europe. Originany, they were mem-
bers of the good Ti’iaumaturgists, but soon became
disappointed with the faction’s secrecy and sciieming.
Ti’iese gentie souls wanted to use their powers to
heip those in need, so tiieg decided to separate them-
selves from the Tl’iaumaturgists and become a faction
of their own. TI"IiS gives them a unique status: theg’re
the onig faction without an evil counterpart.

The Healers operate through a network of
i’iosPitals, clinics and herbal si'iops spread across
Europe. They mix their mgsticai talents with real-
world medicine in fear of Persecution bg the Church.
They believe that i)y iwelping the PeoPie, they’” win
their support for the upcoming Final Pattle. The
other good factions consider them more or less naive
do~gooders, but theg’re a|wa£js ecager to ask the
[Healers to tend to their wounded after a confronta-

tion with the forces of [Tvil. The [Healers havern’t
ever rejected such a call for i’ieiP, someti'iing which has



put them on good standing with the other factions. |n
fact, the Knigl’lts have sworn to protect the relativeb
defenceless [ealers from any outside threat.

The faction has a strict hierarchg, Eeginning
with the Iow|3 5urgeons, Procccding to the Fatholo~
gists, and encling with the F!’lgsicians, which is the
highest rank a member can attain. The greatest hon-
our for a [Healer is to be acceptec{ into the T‘liPPo~
cratic Conclavc, the inner circle of the faction com-
Posea entire|3 of resPected Flﬁgsicians. This organ
of authority in the faction coordinates its movements
and resources and is elected every three years }Jg
voting among the Physicians.

The aim of the faction is to heal the sick, but
this doesn’t include all men. Thc Hcalcrs dcny heal-
ing to “sinners”, essentia”y those who don’t follow
their idea of “gooc{”, and of course to the minions of
evil. This has been an accePteci Practice since the
Forming of the faction, but has been rcccntlg ques-
tioned Eg a group of Healers who believe that the
healers duty extends to all Pcoplc, Pious or sinners,
“gooc{” or “evil”. These idealistic Awakened call
themselves the Asc|ePians. Thcg have been repeat-
edlg warned }35 the (Conclave to cease their heretic
practices but have chosen to ignore the warnings.
Some of the Flﬁgsicians have begun to talk about the
possibility of calling the Knights in to “purge” the
heretics before t!ﬁeg become too dangerous, but most
are reluctant to take any direct, violent measures. An
outbreak of violence inside a faction dedicated to
hcalir\g and tranqui”itg could shake the Hcalcrs’
foundations and ciestrog their work.

With their Practices and }Jclicwcs, the Asclcpi~
ans have been estranged from the rest of the faction.
Thcg seem to have little interest in the [Tinal Bat’clc,
seeking instead to eliminate discase and death for the
benefit of all. Given time, they might form an offshoot

of the Healers, one more neutral in it concept.
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Knights

The Kniglﬁts were formed bg a cadre of veteran war-
riors, some of the first to awake. Most of them Partici~
Pated in great wars in the l’listorg of mankind.

As most factions, the K nights have good and
evil counterparts. ]nterestinglfj, there is no official,
organizcd “neutral” faction. Jtis believed that Awak-
ened with such inclinations have formed small groups
or infiltrated the other two organizations. Such per-
sons are loved bg neither faction and tlﬁeg can’t ex-
pect any backing from them.

T}'}e on|3 common thing between the goc{ and
evil factions is that both believe the progress of their
Plans and final victory shall come tlﬁrough war and
battle. Thosc of the ancient warriors that were
Hoodthirstg conquerors formed the faction which
serves the unholg powers. Those that showed mod-
eration and Fougl’xt for any goocl cause J’oined the
good faction.

[ ach faction is ruled bg a monarch called the
Warlord, who is advised by a council of [Tlaith
(“Noble Warriors”, 5 for the evil, 7 for the goocl~
aligned faction). Thc V\/arlord serves for a lifetime
and is aPPofnted bg the council. |n tlﬁeorg he has
nearlg absolute power, but in rcality he needs the
support of the council members to retain his Position.

The V\/arlord’s authority is limited bg a strict
code of mi|ftar3 laws, the (Codex, which must be
obcgcd by all members of the faction. ]nspec‘cing the
application of these laws anéjudging the transgres-
sors is thejob of the Juc{gcs, warriors known for their
logalty to the Co&ex and value in battle. T!’xe author-
ity to appoint the Judges lies in the council, which is
another limitation of the Warlord’s power. Below the
Judges are those who enforce their decisions, the
}ﬂlunters‘ The last Iager of the faction is the common
Knight.

|nside each faction, lie two sub-factions, which
onlg exist unoﬁcicia”g. These are the Disciplcs of
| aw and the Dfscfples of Steel.



Thc Disciplcs of | aw are the backbone of
the Knigl’lts. Theg are the majoritg of the warriors
with veteran leaders that believe in strict mi]itary or-
ganization, uplﬂolding the (Codex and Patient Plam
ning in order for their faction to succeed.

The Discip!es of Steel are main13 young war-
riors with a burning desire for action and little interest
in Planning. These are Figlﬁters that value heroism,
cunning and combat skills rather than military organi-
zation and strategic Planning.

50 Far, the Codcx has managcd to slow the
growtl’l of the DisciPles of Steel, but more and more
members of the faction become tired of the strict
rules, the obedience and the lack of any !arge scale
action. |t is believed that the Disciplcs of Stecl have
begun to infiltrate the ranks of the [Hunters and
they’” turn out to be a major Prob!cm for the [Flaith
and the War|ords in the near future.

thhcrmanccrs

The Nethermancers are comPosed of sorcerers who
origina”g bclongcd to the good or evil Sorcerers,
back in the old dags of the first awakenings. Tl’leg
were skilled in the art of thhcrmancg, summoning
Power‘Ful befngs from the Netherworlds, making pacts
with them and sending them to Fight their battles.

T heir Practfces were a lot different from those
of their fellow sorcerers and a schism with the other
hermetic magji was inevitable. T he hermetics stronglg
believed that one’s power must come from his self and
only. T hat was the basis of their art and there was no
room for any sorcerer who chose the casy Path, de-
Penc{fng on other beings to gain power.

]n the case of the good thhcrmanccrs, the
schism was a Peacemcul one, if not one with tension.
Thc thhcrmancers were cxpc”ed from the order
and sought their own fortune, Forming a faction of
their own. Rc]ationships between the two factions
were never goocl from that c|a3 on and some conflicts

have sParl«id cnmity and discontent between individ-
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ual members or sub~groups.

The evil Nethermancers fared much worse
c]uring the schism from the evil Sorcerers. T he event
which acted like a catalyst for the schism was the at-
tcmpt made bg thhcrmanccrs to convert other sor-
cerers into serving their demonic patrons. The her-
metic sorcerers feared that the Nethcrmanccrs would
corruPt their order, 50 theg decided to clestrog them
once and for a”, }Janishing their vile kin from the face
of the E_ar‘t}ﬁ. Tlﬁey came down upon them and
hunted them like dogs. Thc Nethcrmanccrs fled be-
fore the might of the Sorcerers with the aid of their
patrons, although many of them died in the hands of
the hermetics. | he rest went into lﬁfdfng. I ven todag,
the evil Sorcerers search for signs of infernalists and
climinate them before theg can “contaminate” any of
their own.

The good Nethermancers have a strict hierar-
chy,just like their patrons, the bcings known as an-
gels. New members are Acolgtes and are expected
to serve under and learn from |nitiates, full members of
the faction. An Aco|3te is elevated to |nitiate status
as soon s he demonstrates his ability to summon and
bind or make a pact with an ange|ic creature. Rea”3
ac]ePt |nitiates become Bishops and have 14 |nitiates
under their suPer\/fsfon. Most Bislﬁops have alreadg
sold their souls to their angclic patrons and when t]ﬁcy
die t}weg’” be taken to the netherworlds to serve in the
war against the demons. At the toP of the gooc]
Nethermancers’ l’lierarclﬂg stands the Archbisl’lop,
clirect|9 aPPointcd }39 the most Powcncul angcls con-
tacted }35 the Nethermancers‘ ]n this way, the angels
serve the thhcrmancers, but the thhermanccrs are
also servants to the angels.

The evil thhcrmanccrs dor't have a rigid
hierarclﬁg like the good ones. |n fact, t!ﬂeg don’t have
any real hicrarchy. Thcg might had one long ago,
when theg tried to form a sub~group inside the Sor-
cerers, but not anymore. This is a result of having to

hide Perpetua”g from other sorcerers, afraid of per-



secution and elimination. |f their secret residences are
exPosecl and their Practices revealed, tlﬁeg are little
better than dead. SOon, a hunting Party of Sorccn
ers will Picl( up their trail and come to eradicate them.
Thcg must remain hidden among other mortals, wor-
shiPPing the demons tlﬁey serve in secrecy. This
means that communication between them is difficult
and often hazardous, on13 to be attempted in dire
need. T he entire faction is divided in small covens of
3-8 nethermancers, sPread across E_urope and iso-
lated from each other. Thcy would be casy targets
for the Sorcerers # not for their secrecy and the
power of their demonic allies. ]ngernalists worship the
demon lords of the netherworld’s Pits and seck to
bring more Pcop[c to their faith in order to gain
greater power. T}neg especia|13 value mages and
many of them try to infiltrate the Sorcerers and do
what their patrons do: corrupt hermetic magicians and
bring them to their side. Thcg use Promiscs of magj-
cal power and wealth, even immor’calftg, if the hermetic
wiujust forsake the Sorcerers andjoin them in their
&emomworshipping The corruptors live a clangerous
life inside the Sorcerers, for if t]ﬁcy are discovered
tlﬁeg’” sure!g be executed or worse, but this is the way

they take their revenge on hermetics.

Shadows

The Shadows are the faction that best underlines

the invisible aspect of the Awakened’s war. Ferpetu~
a”y hidden, thcg only reveal themselves to strike at
their target, quick!g returning to concealment.
Originating from the assassin guilds formed
&uring the decline of the Roman Empire, a time of
heavy political intrigue and machinations which had
uses for a skilled assassin, the Shadows base their
success on two things: information and covert strikes.
Most Awakened consider the Shadows notl’ling
more than skilled assassins, effective without doubt
but little more than that. T he Shadows Prexcer it this
way. After all, if others knew that they control most
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of the criminal organisations and spy networks across
Europe and have imPor'tant contacts in almost every
major guilc{ and the Church, it mig!’vt attract unwanted
attention to them. |nformation is crucial to the Shad-
ows, not only because it can be used to manipulatc
current events, but also because it's meor‘tant in
staging the covert strikes the SEaCJows sPccialisc at.

TI"I@ SEadows are well aware that it's better
and easier to strike at a gcncral ora king than to face
an entire army or kfngdom. E_very member of the fac-
tion is chosen for his skills in assassination. Combat
prowess isn’t the first concern, althougl’l a Shadow is
exPcctcd to be ProFicicnt with the bow and crossbow,
short sword and &agger‘ A SIﬁac{ow needs to have
many talents to succeed in his mission: thicving skills,
the lore of &rugs and Poisons, mastery of clisguise
and the Prccious abilit}j to quicug evaluate a situa-
tion.

Because of their need for secrecy, the Shad-
ows operate in cells. Fach cell is a group of 4-6
Shadows with a sPcchCic base of oPcrations. lt's
most|3 comPrfsed of Hunters, initiates in the art of
assassination. Thc leader of a cell is a Fredator, a
master assassin who gufdes and teaches the Hunters‘
Only a Frcc]ator knows how to contact others cells
of the faction and he a|wa35 appear as a sl’lach Figure
even to his own Hunters, to avoid comPromisir\g his
sa{:etg in the event of a T‘lunter’s caPture or betraga!.

As is the case with most factions, the ShacL
ows exist on goocl and evil versions. | here is also
rumour of a neutral Shadows faction, Fo”owing its
own agen&a, but these are just sPeculations‘ The
SEadows are among the factions least liked }33 oth-
ers. Most Awakened distrust Shadows, never know-
ing who they might strike at next. [~ ven good factions
tend to believe that the good Shadows tread on the
edge to the other side with their stca|t}13 and treach-
erous tactics.

T hese said however, every faction has a use

for the SHadows‘ When an imPortant enemy has to



be removed quicug and silcntly, the Shadows are
your Awakened for the Job. T hese assignments
dor’t come chcap however. The Shadows alwags
charge a He]ctg Price for their services and they fre-

qucntlg ask for more thanjust money.

Sidhe

Thc faeries were the first sentient bcings of flesh to
walk on earth. The Sidhe were the first Awakened
to befriend them and run with them under the moon or
visit their faerie realms. [Taeries master magics and
have knowledgc humans can not Possibly comprchcncl
but the Sidhe strive to assimilate such know!ec{ge.
Relationships between faeries and humans have
never been gooc{, but the Sic”’le aren’t exactlg hu-
mans. | aeries regarcl them as a kind of sPirits and
remember their own spirftual origins.

Sidhc are usua”y wizards or at least command
some Paranorma| power. Mang of them have some
faerie blood running in their veins, making their accep-
tance 133 the faeries easier. | he faction has a very
loose organization, consisting of small troupes of
Awakened with 561F~aPPointed leaders. TrouPes
almost alwags reside in the country, near enchanted
P!aces with higl’l faerie activity. (ommunication be-~
tween troupcs isn’t usua”g a Prob|em, even though
theg may reside in relative13 isolated areas, because
they use their faerie allies to transfer messages for
them and facries alwags secem to have some way of
knowing what haPPcns to their brethren at the other
side of the 7 arth.

Thc most imPortant Awakcned in the entire
faction are the Ambassaéors. Ambassadors stag
with their troupes in a faerie realm and act as a com-
munication briclge between the faction and its facrie
allies. Ambassadors are aPPointcd by the Circle, a
meeting of the leaders of all troupes. The Circle is
held once per two years in England, but may be ur-
gentlg called upon an emergency, and is considered

the supreme authority in the faction. Sma”cr, local
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circles may be called to decide on less important mat-
ters.

The Sidhe possess little in terms of wealth or
mortal influence. T heir real strengtl'l lies elsewhere.
They have considerable magical power, augmcntcc{
}33 the sorcerous artifacts Providecl }Dﬂ their faerie
friends and the enchanted Placcs thcg control. T heir
allies may Provicle them with support, or more com-
monlg with shelter from danger, even whisking them
away to faerie realms. Tlﬁeg also act as spies for
them. T he Sidhc know of cvcrything which transpires
in the forests or mountainous regions of Europe.
Although most of the other factions consider them to
be weaufngs, the Sidhe hold diverse power tl'legjust
havert yet shown.

This is not to say that the faction doesn’t
have weaknesses. Fcrhaps the greatest is its entan-
g|ement in faerie Politics‘ The goocl Sidhe obviouslg
supports the 566|ic Court, while the evil ones side
with the Urxsee!ie Court. There is a neutral faction,
small in numbcrs, which deals with faeries of similar
mentality, like the T uatha, but theg become targets
for both sides. The obligation to choose allies and
Figlﬁt with them against their enemies often distracts
the Sidhe from their real task, Fighting in a war that
ism't theirs.

Sidhc are Pcrhaps the strangest of all Awak-
ened. When clealing with faeries and you have little or
none human companionship, you begin to think and
act like them. Sidhe seem whimsical, eccentric or P|ain
odd to other Awakened whojudge them by their
standards.

chhnomanccrs

The T echnomancers have onlg formed recentlg as a
faction and still haven’t assumed a complctc, organ-
ized form. Theg remain a base organization of scien-
tists and academics, bent on contro”ing knowlcdgc
and using it to further their own ends. As is the case
with many factions, there are gooc] and evil chhno~



mancers as well as neutral ones.

Tl’]e Tec}momancers lack the firm structure of
other factions. Thcre are no levels of hicrarchg hcre;
every member has his own reputation and commands
respect accorcling to his kxwowlcc{gc and discoveries.
T he faction works as a network sPanning the univer-
sities, co”egcs and libraries of EuroPc. Knowlcdgc
and information can be exclﬁangeé tlﬂrouglﬁ this net,
sPcechng up research and tcchnological break-
tlﬂroughs. The faction then decides how to use that
knowlcdgc in order to promote its goals. This is done
in meetings that most People consider conventions.

There are a lot of clueless Awakened who
think that the T echnomancers arejust a bunch of
harmless, Powcrlcss scholars. The T echnomancers
believe that know!edge is power and t!ﬂeg are correct
to some extent. Thcg use their architecture and engi-
neering knowlec{ge to build more effective fortifica-
tions and sewage systems for the great cities, as well
as to construct destructive siege engines. T heir
knowlcdgc of medicine enables them to minimize the
effects of Plagues on the Population‘ T heir alchemi-
cal Pursuits grant them the secrets of incendiary ex~
Plosives, like greel( fire. |t's rumoured that | echno-
mancers have already discovered gunpowc{cr and are
current|9 researcl’u’ng ways to use it. Fossessing such
knowlcdgc makes someone PowchuI. Knowing how to
use it makes him twice as Power‘Ful‘ This is the !(63 to

the ch}momanccrs’ success.

T haumatu rgists

Along with the Knights, this faction as one of the
first to form. Founded bg some of the first to awake
Posscssing the secrets of sorcery, it grew quickly to
encompass most of the Awakened who had any con-
trol over magjc. Toc{ag, it is one of the most influential
but secretive factions.

Thaumaturgists exist in gooc], evil and neutral
versions. Whereas the ob_jectives of the first two are

clear more or less (rcgarc”css of the Pcrsonal motives
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of their members), what the latter are trying to achieve
is somewhat !’1323‘ T}wey encompass both those that
try to maintain a balance and ensure that no Power
u|timate!3 wins and those who seck to promote their
causes onlg. This c{issimilaritg causes a lot of confu-
sion in the neutral faction and inhibits their abf!itg to
take serious faction when needed.

All three factions are renowned for their strict
organisation and their firm system of advancing in
rank, something which fits their sclﬁolarlg members.
The supreme power in the faction is held }33 a council
of 9 Magi, that are bg tradition the most skilled and
rcspccted members. |n rcalitg, there is a great deal of
Po|itical manoeuvring among the Magi and maintaining
their Position is a matter of both wit and influence.

Be|ow the Magi are the Mentors, resPecteé
magicians with sPccial Privilcgcs who Provic{c support
to each Magus and Plag an imPor'tant role in the fac-
tion’s Politics. The last 1a56r of the faction are the
APPrentices, simple members that have yet to prove
their skills and powers. Though the Acolytcs are the
largest part of the faction, t}weg dont Plag any imPor~
tant Po|itica1 role, bcing maniPu|atcd by the Mentors.

A special caste in the faction are the Magfs~
ters, those who enforce the laws and traditions of the
faction and the orders of the council of the Magf‘
The Magistcrs come from the Mcntors and are
awarded powers and abilities to use in carrying out
their tasks. Thcg car’t however act without a direct
order from the councdil, something which serves to limit
their power. Fach Magistcr usua”g has some |oya|
Aco|9te with him, serving as his deputies.

The laws and structure of the Thaumaturgists
are based upon the writings and teacl’lings of one of
the first tru19 great magicians, [Hermes Trismcgistus.
Hermes may have been a SPirit or_just an enlightenecl
mortal and his origins have been lost in time, but his
beliefs and ideas about sorcery have been maintained
and have led to the creation of the [Hermetic Code,

the base of all laws in the faction.



There was a time when a lot of magicians fol-
lowed another Patl’l, that of heathen magic. Heatlﬁen
magic was c!oscly related to nature and based upon
the clrawing of raw power from it. lt was the closest
thing to the chaotic, wild faerie magjc and ccrtainly
not the scientific, fine art [Hermes had described.
Thc Thaumaturgists, as true followers of the her-
metic ideals, are engagecl in a Iong and bitter war
against the hcathcns, trying to imPosc their beliefs as
the on!g truth about magic. Theﬁ consider heathens
Primitivc and &angcrous, a threat that must be dealt
with before it becomes too great. T his war has af-
fected Awakened society too: the Thaumaturgists
and the Warlocks have been enemies since their for-

mation.

Warlocks

Thcre are many among the Awakcne& who claim that
the Warlocks do not deserve to be called a “faction”.
Sur‘cb such a chaotic, unc{isciplincd organisation is
far from being afaction.

Thc truth is that the Warlocks command much
respect, not on!g because of their imquence, but also
because thcg are based on a very ancient tradition,
that of the pagan way of life. T he faction is strong
when pagans in gcncral are PowchuI and the current
era is cer‘tainb goocl for pagans, albeit not what it
used to be. Thc Church has failed to cut the Pcop|e
away from their traditions and there are many Chris-~
tians who still follow the old ways and pay homagc to
the old goc{s, especfaug those living in the country.
Evcn the heathen magicians bcgin to extend their
power and act against the Persecution of the Her~
metic Orc{cr. A” these mean that the Warlocks grow
stronger with the passage of time and will soon be a
ma_jor Plagcr in the grand game of the Awakened.

Unfor‘tunateb, this doesn’t mean the faction
does not have a few serious flaws. T he most serious
is that it resembles the Druidic Order in structure. |t

certainly doesr’t have the level of organisation other
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factions Posscss.(lil«i the Knights or the T haumatur-
gists) Jts members often act in conﬂicting ways. A
grand Plan rarely exists; most of the time Warlocks
act accordfng to current planning which doesn’t in-
volve long~tcrm objcctivcs, Iosir\g the big Picturc.

T he faction is not based on a strict and rigia
code of rules, but rather on a flexible, shiFting code of
ethics. T his moral code is derived from the Old Re-
ligion and the Druidic Order. |t teaches respect to
the natural world, the SPirits of the land and the Primal
instincts and t!ﬁoughts of human bcings, a|ong with
the cultivation of one’s inner life force. Whoever em-
braces these beliefs canjoin the faction. As there are
no fixed laws for }Dehaving within the faction, there is
also lack of ajudgcment system. rﬂig}%ranking mem-
bers may take decisions on matters oxc_justice, but
there are no oFFicialJuc{gcs or enforcers. Thc UPl"IOId~
ing of the faction’s traditions is based on the good will
of the members to take whatever action they deem
aPProPriate towards lawbreakers. [t's an anarchic
system that has caused many Problcms in the Past.

As one mig}']t expect from such an unorganised
Faction, there are few ranks in its hicrarchy. TI’?C hier-
arclﬁg is based on knowleclge, wisdom, exPerfence and
power, rather than titles. Most of the members are
called [nitiates. A wise, Power‘Ful and experiencea
member may be called a Witche (“wise one?). T he
elite of the order, individuals that command every-
one’s respect and lead the faction, are the [Hiero-
Pl’xants (there is no fixed number of them). T hese ti-
tles are not won but reflect one’s Position and accom-
Plislﬁments‘ Someone may call himself a Witche but if
no one else believes that he’s worthg of the titlc,
theg’” treat him as an |nitiate.

Ma119 \Narlocks bclong to the Druidic Order.
T he faction’s connection to that mortal religious or-
der is no secret among the Awakencd. As alwags,
the mortals are not aware of the presence of such

transcendent bcings among them. Onlg the most
PowerFul druids know about the Awakened. T his



Provic]es the faction with PowchuI allies. Not onlg can
tlﬂey maniPulate the mortal pagans to their ends, but
they can also count on the assistance and suPPort of
the heathen magicians.

Thc Warlocks are one of the factions that
rePresent every PossiHe “Patlﬁ”: there is a good, an
evil and a neutral faction. Thc good and evil factions
often Figlﬁt for the control of the same druidic circles.
The neutral faction is slight[g more &isorgar\iscd and
static than the other two, interested only in the pres-
ervation of nature and the ascension of Paganism to

its rfglﬁt Posftion all over Europe‘
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As you may have guessec{, P|agers in ] ranscendence
take the role of Awakened, the champions of the
“gooc{” and “evil” Powers who were put to sleeP in the
far past to ﬁght in future ages. Thcsc future ages
have come at last and the clﬂampions awake to Fight

for their masters — or for themselves.

Conccpt

Thc first thing you should do is think over your char-
acter for a while. Goo& characters that are fun to
Plag usua”g aren’t created in blind. Pefore taking
ma)or decisions about your character that will stick
with him for the rest of the game, you ought to have
some t}wings about him cleared up in your mind. An
easy and help]cul way of doing that is to answer some

simPle questions about your character.

What’s your character's st3|c?

|s he a fierce warrior? A brilliant scientist? Ferhaps a
social chameleon or Political schemer? Does he trust

more his Physica! capabilitics or his mental ones?

What did he do before the Transccnclcncc?
E_ver3 Awakeneé had a life before the Transcen-

ence an is past ma ave great intluence on his
d dh p t Y h g t infl h

present actions and his view of the world. | ife in the
ancient era was more or less different and magbc your

character still has a cligiculty un&erstanc{ing the mod-
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crm wor|d‘

Why was he chosen?

Champions for the [Final Battlc weren’t ranc]omly
Pfckec{. Wlﬁg was your character chosen? Magbe he
Possessed a skill the Fowers find useful (he’s a sor-
cerer or a milftar3 tactician?). Ferhaps he succeeded
in doing somcthing great which assisted the P|ans of
the FPowers, c{irectlg or inc{irectlg. Magbe he was a
sgmbol of his era (a great Politician ora Prophct). Or
magbe it was his absolute and fierce !oga!tg which get
him chosen. Fina“y, it may be that your character
can’t Figure out exactlg whg he was selected. [ e may
have a Potcntial unknown to him but recogniscc{ }33
the Fowers.

How did the Fowcrs manifest before him?

Your character was contacted }D\lj the Fowcrs before
his Transcendence. [How was this done? |t's not in
the nature of the Fowers to reveal themselves in their
full glory or to exP|ain their full P|ans to mortals. |n-
stead, every champion got a different message ac-
cording to his skills and experiences. |f you are a
Christian, you might have been contacted }33 the
Voice of (God (a la Jean D’Arc). If you are a her-
metic magician, you might have been grantcd a vision
of Hermes Trismegfstus, ca”ing you to Per‘Form your
clutg. What did your character cxpcricncc’?



Does he still remain the same man?

Avre you still Faith?ul to your original cause? Or are
you a [Heretic? Some Awakened changed in mind
clurir\g the long sleep and abandoned the ideals thcg
held true till then. ]ggou’re one of them, which Path do
you tread now? f'iave you switched sidcs,Joining the
oPPosition? Do you walk on the idealistic road of
balance, Fighting both “gooc]” and “evil’? Or are you
now on your own, determined to make a name and a

future for 3oursclmc?

How do you Plan to Parl:iciPatc in the [Final Battlc?

Will you ciirect!g assault your opponents? Relg on
your sorcerous powers? Or amass mortal holdings
and resources, gaining power and influence througl’x
them? T he answer to this qucstion dcpcnds on the
stgle you want your character to have and will lﬁeavib

influence his choice of a faction.

A”cgia nce and Alignment

Your a”cgiancc is the side you've chosen in this war.
An Awakenec{ can be allied to the “goocl” Fowers,
the “evil” ones or he can be neutral (no a”cgiance).

What's imPortant to remember is that alle-
giance and a|ignmcnt do not ncccssarily coincide.
Think of alignment as sometl’ling stable that de-
scribes your cthos and actions with non~objcctivc
criteria. On the other hand, the “goocl” and “evil”
FPowers aren’t ultimatclg good or evil. Both sides will
take actions during the war that will bring them shame.
]n the end, all thcg care for is winning and theg’re
readg to use any means towards this.

T ake for cxamplc the Ho|3 ]nquisition of me-
dieval l’u’story‘ Tl’}ey tortured and burnt People, 50
they can’t be described as good (in game terms, their
a|ignment is evil). On the other hand, most of them
believed that they had a holg mission to accomPlis!ﬁ
and had faith in the riglﬁtness of their task. [f the Holy
Inquisition were participating in the [Tinal Battle, they
would have sided with the (Good Fowers, even t!ﬁouglﬁ
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thcg have an evil alignmcnt.

Now think of a reversed situation. | ake a warrior
with good alignmcnt. [He awakes to find that his an-
cient homeland has been burnt and razed }33 a tribe
who is currentlg allied with the gooc] Powers. Bitter
and buming with the desire of revenge, he mightjoin
the evil Fowcrs to have a chance to avenge his peo-
Ple‘ Evergtl’ling is Possib!e. Just remember that we're
ta”dng about PCOPIC, real-world men and women that
are more than black and white Pfctures in a comic
book. Ultimatc good as well as ultimate evil is ex-
tremeb rare, with most People wa”cfng between the

two extremes.

Available Races

You might have cxpcctcc] this: only humans are an
oPtion. A]Cter a”, the character are Awakene&.

Available Classes

A” classes are available to Awakene& characters.

There are a few notes to makc, however:

Barbarians

A barbarian in rage is unable to focus on the use of
manifestations. thn he enters rage, all manifesta-
tions requiring conscious activation (ie all manifesta-
tions rcquiring an action to be activated, whether this
is a free or a standard action) immedfate!g end. Fur-
thcrmore, he is unable to activate any of these mani-

festations for the duration of his rage.

C|crics

The term Clcric or Fricst is Frequentlg used to indi-
cate a member of the c!ergg. This is but a title; it
doesn’t give any sPccial magical powers. Not all mem-
bers of the C}wurch have the faith to be grantecl
spells; in fact, many of them don’t have any faith at all
(aside from their faith in wealth and other worl&b
goods)!



True clerics (thc divine sPc”castcr sort) are
extreme|9 rare and may be considered 1’1013 men able
to Pchorm minor or major miracles. | here are now
“generic” clerics in T ranscendence. Evergone must
select a dcity to serve (thc deities are detailed in the
(Gods and Fowers c}wapter)‘ Fagan clerics choose
one of the great sPirits of the lanc{s, while Christian
Priests common|9 serve an angelic power. There are
also a selected few, wise and cnlightcncd, who serve
the E_n!iglﬂtener, remaining true to the words oFJesus
about peace and love. Fina”g, there are those evil
and corrupted dark clerics who serve a demonic

POWCI‘.

Druids

Druids are bg definition pagans and be!ong to the
Druidic Orc]er. Thcy rmght revere a Particular great
SPiri’c among all others, but tlﬂeg draw their magical
power and sPc”s dircctly from the Iar\c{, rather than
from a cleitg.

Fa|adins

Fcrsons holg cnough to become Pa]adins are amaz-
ingly rare in dark ages EuroPe. Paladins bg definition
worshiP the Enhghtcncr (in the guise of the Chris~
tian (God) and follow his words and teacl‘u’ngs. This

often }Jrings them in conflict with the corruptcd ranks
of the Cl’lurcH

[actions

[Factions are described in a c!ﬂapter of their own and
i's advised that you give them at least a glancc be-
fore choosing one for your character. Tlﬁey’re a
gooc] way of giving your character some support from
a large organisation that mfglﬁt prove lﬁelpxcul in your
first steps. Then again, choosing a faction isn't
ob|igator5. Your character may well be an ]ndepencL
ent Awakened. You can alsojoin a faction later in
the game.

Although most factions have both good and
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evil countcrparts (cxccpt from the Hcalcrs), eg there
are gooc{ Knights and evil Knights, some of them
don’t have a neutral organisation. APart from that,
factions may have some requirements, accepting an
Awakened only it it he possesses some talents the
faction deems useful. |n game terms, cach faction has
a class requiremcnt an Awakcncc] must meet in order
tojoin‘ Factions have no trouble in accePtfng multi-
class characters who fulfil their rcquircmcnts with one
classes multi-class

or more of their

(eg a
Fightcr/wizard can become a member of the Thauma~
turgists).

Guildsmcn: Guilc]smen can be of any class, although
most of them are rogues. The few magicians in the
order tend to be enchanters.

Hcalcrs: [Healers can be of any class, as Iong as theg
have some kxwowlcc{gc about hcaling . The origina|
members of the faction were arcane sPe”casters, al-
though many of them have since become clerics.
Knights: On!g barbarians, )Cighters, rangers, Palac{ins,
rogues and bards can become members of the
anghts.

thhcrmanccrs: thhcrmancers must be arcane or
divine spe”casters‘ |f theg’re divine spe”casters, theg
must worship and serve an angclic power.

Shadows; Sl’la&ows must be Fig}wters, rangers,
rogues or bards. No Palac{in would want to be Part of
the Slﬁac‘ows anyway.

Sidhc: Sic{hc may be of any class, although thcy
usua”g are arcane spe”casters or druids.
chhnomanccrs: T echnomancers can be of any
class, but the Awakened must have some scientific
klwowledgc and a scholarlg Pursuit.

Thaumaturgists: To become a thaumaturgist, a char-
acter must be an arcane spc“castcr. A thaumaturgist
can not be a divine sPe”caster (if he multi-classes),
since this violates the hermetic belief that all power
must come from one’s self and not from any exterior
force. Of course, a multi-classed divine sPe”castcr

can !36 Par‘t O]C t}we order as !ong as hlS POW@FS aren’t



discovered bg others.

Warlocl(s: Warlocks must be arcane spe”casters,
druids or divine spc”castcrs worshipping one of the
great strfts of the land (Pagans)‘ As an exception,
barbarians and rangers (but not Fightcrs) may also
Join the order, since the pagans consider their valiant

warriors as imPortant as their hlgh Pricsts.
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Spc“ variations

SPc"s a]chcting the Awalccnccl

Awakened used to be creatures of the phgsical
wor|d, before the Transccnc]encc, but now their
home P|ane is the ethereal one, as is the case with all
sPirits. A direct consequence of this is that he is
treated bg spens as an outsi&er, a summoned entitg.
Spc”s like alispc/ cﬁaos/cv///gooa’//aw, Prot@ctlbn
c/maos/ev///good//aw or
cﬁaos/cvi//gooa’//aw are gu”y effective against him

magic circle against
(accorc]ing to his alignment). On the other hand,
sPc”s that target humanoids, like charm person, fail to
work against him, unless tlﬁeg onlg have a Plﬁgsical
effect (likc increasing its effect), as his mortal boclg
remains a humanoid.

Lcsscr and Grcatcr Flanar Binding are also
effective against Awakened. When cast, a magician
can target a spcchcic Awakcncd is he knows his name
(that is his original name, not the name of his mortal
host).

A magician with Magic Jar can target an
Awakened inside his original body as normal. [Jow-
ever, the case of an Awakened possessing a mortal
host is different. |f the magician succeeds in possess-
ing the body, he gains control of it, while the sPirit of
the Awakened is thrust out of it ands back into the

ethereal world.

40

Resurrection spc”s

Ang sPe” that }Jrings back the dead (raise dead, res-
urrection, true resurrection) is very rare and difficult
in | ranscendence. | he lord of the dead, he who su-
Pervises the passage of the dead to the other worl&,
is the great sPirit Arawn and his power over the dead
is supreme. No such sPeH will work unless cast bg a

cleric of Arawn and Arawn himself allows the dead

soul to be returned to life.

F lemental corjuration

Any sPc” summoning an clemental instead summons a

spfrft of the aPProPriate type instead (air, earth, fire
or watcr) and of the same HD

Backlash

SPC”S of the 1™ to 7“1 level are Fairlg simple, incapa~
ble of bringing great c}'}anges to the world, so theg
can be used bg someone without any fear of conse-
quence. Spe”s of the 8th or 9th level are an entfrelg
different matter. They comPrisc the most Powcncul of
magic, which requires taPPing the mgstical energies
Howir\g around and into the earth. Thc alterations
brouglﬁt bg such sPens can reweave the fabric of
creation on an clemcntary level.

Drawfng upon such energies can be
riskg and cost!g for the magjician. thn casting such
spe”s, his bodg and mind becomes weary, but not in



the mundane term. After the spcll is cast, he suclc]cnlg
feels drained and weak, altlﬁough this isn’t a Phgsica|
exhaustion, but one lging dccp in the sorcerer’s psy-
che. T o counter this exhaustion, sorcerers rest in a
magical slcep thcg call the Slumbcr, c{uring which
their powers are replenished and the weiglﬁt of the
magijcal summoning lifted from their minds.

The duration of the Slumber is one
month for 8th level sPcHs and three months for 9th level
spells‘ If the magician’s caster level is greater than 18,
the Slumbcr for Bth level sPc”s is reduced to one
week. ]F its greater than 20, the Slumber for 9th level
sPclls is reduced to one month.

A magician doesn’t have to rest in
Slumber as soon as he casts a sPcH, but he can feel
the weiglﬁt of magic over him and he 1ongs for resting.
Thc Slumbcr may alwags be c{clagcd for at least one
week. Magfcians with strong will can clelag it even
more: for each Point of Wisdom bonus (if the magj-
cian has any), the Slumber can be delayed bg an ad-
ditional week. |n the end however, the Slumber can
not be Postponed inde)cinite!g. After the Periocl of
grace c|apses, the magician must slccp or face the
consequences.

Thc Slumbcr must be held at a sa\cc,
secluded haven. T his Place needs to be far from ur-
ban centers, where the magic of the land is greater,
else the resting Perioc! is triPleci in duration. | he
whole duration of the 5|umbcr must be slcpt in one
part. |f the magician’s sleep is disturbed, he needs to
resume it as quicug as Possiblc after dcaling with the
disturbance. During the Slumber, the magician rests
in both sPirit and bocly. Entcring the dream world is
imPossfHe, even for Awakened.

Thc Slumbcr is a necessity for a”, ar-
cane and divine SPe”casters alike. [ ven characters
who cast Powchul spe”s from scrolls are rcquircd to
rest (altlﬂouglﬂ casting spe”s from magfca| items other
than scro”s, like wands or staves, doesn’t cause an

mgstica! exhaustion).
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Thc Burning

What haPPcns if a sorcerer doesn’t rest after casting
a PowerFu| spe”? To answer this question, someone
must realize that the Fatigue caused }Jg 50 Powcncul
energies is in no way Phgsica| or even mental. A magj-
cian’s body functions as well as it did before and his
intellect and wits show no signs or decrepituc‘e‘ The
Fatigue reaches much c]ecpcr. |t affects the abilitg of
the magician to control the magfcal energies sur-
rounding him from taking over his body, mind and soul,
to prevent them from consuming his entity. USing en-
ergies which dcucy nature’s laws, bcnc{ing rcalit3 to
your ends has risks and costs. Even the most power~
ful mage is nothing before the vast amounts of magic
existing. Thg are but small trees in a PowerFul storm.
They need to be flexible to survive; rest and give way
to the pressure growing inside them. [f they don't, it
might cxpancl and dcstroy thcm, like a storm snaps
trees in half.

Sometimes, daring and arrogant magi-
cians decide to test their limits and ignore the Slum-
ber. Such fools usua”3 have ugly ends, the taxing
magical energies Fina”g taking their toll on their exis-
tence. | heir Psgche is ravagcd by the chaotic fire of
wild, raw magic. T!’]eg suffer the Burning. The amaz-
ing thing is that some part of the magician survives.
Urncortunateb‘

The Buming is the rape of the mind,
the rencling of the soul and the infusion of the boc‘g
with terrible, ovcwvhc|ming magica| energies. The ma-
gicians who unclergo this Procedure end up remnants
of themselves and join the ranks of the Anathcma,
the Fredators of the Arcane. Anatlﬂema are the
bane of sorcerers cvcrywhcre and are further dis-
cussed in the “Creatures of mgt}'} and lore” clﬁaPter‘

\When a sorcerer decides to test his luck
and not enter the Slumber, a Bumfng check is made.
This is a Will saving throw against DC 22 (for not
entering the Slumber caused bg a 8th level spe!D or
25 (for not entering the Slumbcr caused bg a 9th level



sPcn). If the magician succeeds, he suffers no adverse
effects and he manages to lift the magical gatigue off
his }Dod}j without having to slceP. [f he fails however,

he fmmec‘iatelg suffers the buming and becomes one

of the Anathcma. Hc is now a NFC, under the con-
trol of the Game Master.

Angclic and diabolic pacts

Man3 magicians, as well as other People dealfng in
some way with the suPcmaturaL run into angcls or
demons sooner or later. Angels and demons also find
interest in mortals they believe thcy can hclp in return
of some service. Sometimes otlﬁerworlab entities
take the initiative of contacting troubled mortals to
offer their assistance (for a Price)‘

Angels and demons thus have the
power to make pacts with mortals if tlﬂey feel it suits
their needs. Such a pact is of course two-sided. T he
entity expects sometl’ling in return for its services.
Thc payment is seldom material: the angc| or demon
has little use for land or money, altlﬁougl’l it may use
these things to support his followers.

]n game terms, the Payment the mortal
agrees to will give him points to sPcnc{ on services of
the angel or demon called Grants. Sample Pagments
include:

[ Jofn the angel/demon’s cult (1 Pofnt)‘

2. Recruit another person to the entity’s service (i
Point)‘

3. Form a cult with several followers (2 Points).

4. Donate great wealth orland to a cult (5 Points)‘

5. Arrange for the entity to enter the Physical
world for some time (» Points).

6. Frovide the entity with exceptionally important
information (» Points)

7. Assist supporters of the entity or attack its ene-
mies (4 points).

8. Frovide the entity with a powerful magical item (5
points).

42

9. Form a major cult in honor of the entity (6
Points).

10.Devote your life to the service of the entity (8
Points, after this you can take no more Pacts unless

HOU SC” 5OLJF SOUD.

1.5l your soul to the angel/c{emon (1o points,
you can't take any further pacts).

[ ach demon or angel can Provicle to one of
his servants up to I Point of Grants per HD (of the
demon or angel), alt}ﬁouglﬂ se”ing your soul isn’t in-
cluded in this limit (you always get 10 points when
se”ing your soul, but you can on|3 sell your soul once
and others angc|s/clcmons will sense if you have sold
your soul to an otlﬂerwor|c”3 entitg). Demons and
angcls frown on mortals who deal with other entities
of their kind as well and may feel betrayed, revoking
t]’vcirgrants. Dcaling with an angcl and a demon in the
same time is Peri!ous; if either finds out, it’s certain to
strike at the mortal, cnragcc] at the discovery.

Often, a netherworlds entity will give
grants without rcquiring Pagmcnt in advance. How~
ever, tlﬁeg do require to be Fu”g Paicl in due time. A
mortal who delays payment or backs down from the
agreement will not on13 suffer from breaking the Pact
(his exact Pcnaltg dcpcnds on the type of grant
taken), but he will also encounter an enrageé an-
gel/dcmon or his followers and minions.

Se”ing one’s soul is a very special kind
of payment. Jtis the payment most angels and demons
u|timatel3 strive for, gradu3113 luring the mortal with
small grants and Promiscs of power and wealth. It is
very final, because it means tranfncerring the domi-
nance over your soul to the netherworlds entity. Only
the complete destruction of the entitg (something
very-very difficult) will release a mortal from his pact.
A wish or miracle SPe” can Possfb|9 break such a
pact, but it will be certain to attract the attention and
Furg of the entity and its minions.

Bg sc”ing his soul, a mortal devotes not
on|3 his life but the entire eternity to his patron ange|



or demon. When he dies, he becomes an eternal slave
to the entitg. |nstead of his soul migrating to whatever
Placc the dead go to, the entitg comes to take the
soul to the netherworlds forever. The Churclﬁ
Prcachcs that evil men are tortured in f'ic” for their
sins, but this isn’t true, since on|3 those evil men who
have sold their souls to demons go to Hc” and no
demon finds gain in torturing someone without a rea-
son. | he situation is margina”}j better, however.
Souls owned by demons become slaves in the nether-
worlds, cloing labour like erecting fortifications, work-
ing in mines and other hard work under fear or harsh
Punishment from their masters. Every day is a hard
and Pafmcu! one.

Sc”ing you soul to an angcl may seem a
better alternative, but actua”y ism't. A|though angels
have a need for a Iargc work force (bcing natura”y
vain and arrogant tlﬂeg refuse to demote themselves
bg doing lowlg work), theg treat their servants better
than demons do. T}wey expect them however, to live
under their rules and ethics and be foremost con-
cerned with the tasks given to them. |n short, eternal
hard work and minanumbing boredom await those
who sell their souls to ange!s.

Many gilcts can be bestowed on a man
by an angel or demon. Not all can be given bg a par-
ticular demon: some are Powencul enough to be
grantec{ only bg greater demons. Most gigts can not
be taken more than once, unless noted in the dcscrip~
tion.

1. Grant of fortitude (4 Points)z Adds 10 to the
character's hit Points, permanentlg. |f the mortal
breaks the pact, the bonus hit Points vanish and the
mortal Permanentlg loses another 10 hit Points (this
may kill him, if he has few hits Points in the first Placc).
2. Grant of magical al:)ilitg (5 Points): This grant is
commonly given to mortals who wish for magic. The
mortal immecliatelg gains enougl’l experience to gain
two levels as a sorcerer (hc becomes a multi-class

clﬁaracter). ]]C the mortal is a!reac{g a sorcerer, the
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grantis useless. Onlg entities with more than 10 HD
can grant this gift‘ If the mortal breaks the pact, the
mortal is unable to use any sorcerer sPe” and also
gains &5 +2 negative levels.

3. Grant of Protcction (1+ Points): [ ach Point of
this grant gives you +2 natural armor (uP to +6). Your
skin secems to have dcvclopcc{ an intc”igencc of its
own, haraening whenever pressure is aPPliecl to it. |f
you break this pact, the bonus to AC vanishes.
Moreover, you develop a strange curse: others secem
to strike at you with great ease rcgarc”ess of all your
Protective efforts (in game terms, you have an AC of
io at all times, rcgarc“css of cquipmcnt, sPc”s or
other bonuses. T his curse may be only be broken !33
a remove curse spc” cast by a ilth level or highcr

caster.

4. Grant of power « Points): The mortal instantlg
gains enough experience to reach the next level. I]C he

breaks the Pact, he gains c]§+ i ncgativc levels.

5. Grant of prowess (5 Points): ]ncreases one abil-
ity score }33 one, Pcrmancntly. This grant can be
taken mu|tiPle times, for the same abihty or for others.
|f the mortal breaks the pact, he loses the bonus abil-
ity Point and he also loses Permanent|3 two additional
ability points.

6. Grant of revelation (1—7 Points): The entity will
reveal a secret to the mortal, something that will be
very useful to him. T he cost of this grant clepends on
the importancc of the secret revealed (at 7 Points, it
is Potentia”g an eart!vshattering one). [f the mortal
breaks the pact, he is instantly struck with total amne-
sia. | his condition can on13 be reversed bg arestora-
tion spe”, but in any case the secret revealed is lost to
him.

7. Grant of revenge (-7 Points): The entity or its
minions will arrange for the death of an enemy of the
mortal. T he cost for this grant dcpcnds on the imPor~
tance of the target and the Ahq:icu|t3 of the task. Jt's

not alwags certain thcy’” succeed in their mission,



cspecia”g if the target is Powchul or very well pro-
tected, in which case the pact is considered void.
This grant is commonly given in advance, with the
payment Fo”owing if the assassination is successful. |f
the mortal breaks the pact, the entity and its minions
will stop at notl’xing to ensure he doesn’t survive his

trcachery.

8. Grant of servitude (—): T his grant is different

from the others, because the mortal agrees to follow
the angel’s or demon’s ethos and assist him in extend-
ing his influence in the earth (This doesn’t mean that
he has sold his soul, however). Bg accePting these
terms, the mortal immcdiatcb gains cnough cxPcri~
ence to reach the next level and he uses his new level
to multiclass into a 1%Jevel cleric of the entity. [f he
ever disobegs the entity, he suffers all the conse-
quences described by the Flagcr’s Hanc“)ook for ex-
clerics. Onlg an entity capable of having clerics (one
of the angelic or demonic powers described in the
“(Gods and powers” chaPter> can grant this giFt.

9. (Grant of suPcrior talent (1 Point): Gives a spe-
cial +4 bonus to any check fora Particular skill. [f the
mortal breaks the pact, the bonus c{isappcars and he
is cursed, suxCFering a4 Pena|t3 to all checks for that
skill. This curse may only be broken bg a remove

curse spe” cast b3 al Zth level or l'n'gl*xer caster.

10. Grant of wealth (3 Points): Typica”g consists of
enouglﬁ goH to live comFortaHy for years (about
5000 golc{ Picccs). Arxgcls and demons dcpcnd on
the greedfness of mortals to ask for more. ]]C the mor-
tal breaks the curse, he suffers a major economical
disaster: his house and land is burned by a mysterious
fire, his gold disappears into thin air, his ships sink in
calm waters etc.

Note: As alwags, the DC to resist a negative level
becoming a permanent loss is 10+1,/2 drafnfng crea-
ture’s HD+draining creature’s (Charisma modifier.
The HD and Charisma of most demons can be
found in the “«(Creatures of myth & lore” chapter. For

ange|ic powers and demons (ist generation ange|s

4,.4.

and dcmons), use 55 r’iD and Charisma 40 <+ i 5).

[Heathen and hermetic magjc

Two distinct aPProachcs are followed bg Practitio—
ners of magic: heathen and hermetic magjic.

[Jeathen magjic represents a more ar-
chaic, wild and unclfsciplinecl form of sorcery, based in
the inherent magic which lies in nature and the ulti-
mate connection of man with it. [Jeathen magic was
the first kind of sorcery to be used, a direct descen-
dant of the magic wielded }33 faeries. Practitioners of
heathen magic were feared and revered by normal
People and many of them served as Priests of the
spirits of nature. With the advancement of civilisation
and the Founaing of |arge cities, PeoPle began to turn
away from the heathen priests and their power dwin-
dled. |t was éurfng this time that magicians gainec{ the
image that would haunt them thereafter: mysterious
men commanding powers, who are both feared and
hated bg most Peoplc. The coming of Christianity
marked the end of heathen magicians. The small num-
bers of them that remained were scattered ‘chrough~
out E_urope, being weak and isolated, until now.

[Jermetic magic follows a different approach.
|t is based on extensive studging, selxc~c1iscipline and
klwowlcc{gc of the works and mechanisms of magjic.
The hermetic magicians’ beliefs are based on the
Phi|osophica| works of Hermcs Trismegistus, a Icg~
en&ary Figure said to be the founder of the first great
coven of magjcians. Natura”g, their way of life and
beliefs brouglﬁt them in conflict with the heathen magi-
cians. |n the bcginning of that war, heathens were nu-
merous and Powerful (after all, the hermetics never
had the support of the People). [However, civilisation
and Christianitg caused PeoPIe to turn away from
heathen beliefs. Thc power of heathen magjic was
great|3 reduced and the hermetic order overran the
magical socictics and achieved domination over all
matters magical for the next centuries.

Recently, the heathens have resur-



faced. Fcoplc have not gorgottcn the old ways and
many of them have turned back to the old religion,
tired of the tyranny of the Church and the burdens
of “civilised” life. T his has led to the rekindling of
heathen magjic. Je may not be long before the conflict

between heathen and hermetic magic is resumed.

The Orclcr of Hermes

The largcst magical organisation in medieval Europc,
the Order of [Hermes, aPPeared !ong before Jesus
in ancient Egypt and (Greece, two nations renowned
for their advanced civilisation and cultural achieve-
ments. | he Order was a”cgcc“y founded bg [Hermes
Trismegistus, a nearlg mgtl’lical gigure, with the pur-
pose of exPloring sorcery to its limits. T he beliefs of
the Order were based on the ((lassic (Greek ideals,
main!y those of reasoning and cxPcrimcntation. From
these two ancient stronglﬁolds, the Orcler exPanc{ec{
to the rest of Europc, often at the expense of hea-
then magicians.

Thc Order's rclationships with the
heathen magicians were never good and declined to
downright hostile in many occasions. From their first
encounters, each group recognisea the other as a
threat, having contrary beliefs. Both were stubborn
and arrogant enouglﬁ to hold that their beliefs were
the on!g truth. Thc magical wars Fought between
them sPannec{ many centuries with great Periocls of
truces and resting followed }33 intense Fighting. At
first, the hermetics were at a c{fsac{vantage, since most
of Europc was pagan. Thcg were however, clever
enough to use the Roman E_mPire and C!’xristianitg
to their achantagc, ir\vac{ing the lands of the pagans
and sPiriting away the heathens’ followers. T he inva-
sion of Pritain and the hunting of druids }33 Julius
(Caesar and afterwards other Roman Emperors is an
cxamplc of the hermetics’ aggressive tactics. But now
these years are long behind and most hermetics are
unsure of the proper action thcg have to take against
the resurgence of the heathens.

Thc conccpt of the cabal forms the
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core of the Order of [Hermes. A cabal is a group of
sorcerers with common interests located in a certain
gcographical location. A cabal’s size may range from
three to over t}'lir‘ty members, although most have five
to ten members. Mang cabals have a base of opera-
tion, angthing from a castle to an unclerground sgstem
of caves. Othcrs Prcxccr to have their members living
in their own Private residences, meeting on|9 to dis-
cuss matters of the cabal. Thcsc cabals are more
flexible and dor’t clepend on mortal !ﬁoldings, but are
also less resistant to external threats.

[ ach cabal recognise& bg the Order
selects one of its members to represent it in the an-
nual meeting of the Order. This is to keep Iarge ca-
bals from dominating the voting,. The meetings take
Place once per year in a different established cabal
and device on the matters and strategy of the Orc{cr
as a whole. T}weg also elect a council of tl'airtg (Grand
Magi to rule over the Orclcr until the next year.

The most Prominent power groups in
the Ordcr are the 1 3 grand cabals. These are largc
cabals clating from the ancient times of the Order
that have amassed much influence and resources,
both magica[ and mundane. Most of the lesser cabals
are allied to one of the grand cabals in a rclationship
similar to that between a liege and a vassal. | he

gra I’XC{ ca bals are:

i. Alexandrians: Keepers of arcane and mundane
lore, this cabal was situated in the Gireat Librarg of
Alexandria, until its destruction. Tl‘leg managed to
save many imPortant volumes and now thcg can be
found scattered among the co”eges and universities
of England, f:rancc and Romc. Theg have the best
sources on any obscure knowledge.

2. Camc'ot: The magicians of Camclot work to-
wards the creation of a magical l(ingclom on earth, a
Place where mortals, magicians and magical beasts
can co-exist in harmong‘ T his often Pits them against
the Thcocrats. So far their onlg success has been
the creation of (Camelot in \Wales, for as long as it



lasted.

3. Dhiva: Tlﬁe Dhiva cabal are explorers of other
worlds. Thcg spencl much of their time in the dream

world and also venture into the netherworlds and
other, stranger dimensions. Due to their c]ealings with
otlnerwor!c”g beings, theg have been often accused
for the crime of thhcrmancy, but have cscapcc{ any
Punislﬂment so far.

4. Dracon: Mcmbcrs of this cabal take great inter-
est in all kinds of mgthical creatures, from faeries to
the mighty dragons. They seek to hclp them preserve
their havens against the expansion of mankind and
befriend many of them, drawing arcane kxwow]cc{gc

from their exPerience‘

5. Hippocratians: A\ small but ancient cabal, dedi-
cated to the heah’ng arts and the stuclg of discases.
Although thc\g may secem }Jencvolent, rumour has it
that the fﬂippocratians dor’t hesitate to use their
great knowlcc{ge of Pathologg and diseases to harm
their enemies.

6. Kavos: Thc Kavos seek mastcrg of elemental
sorcery, consiclering the four elemental realms (air,
earth, fire and watcr) of magic to be the Purest of all.
T heir attitude and Personalitg is often slﬂapecl }33 the
clement thcy favour: a K avos fire mage tends to be
lﬁot~temPerecl and impatient, while an earth mage calm

and encluring.

7. Krecan: T his is a cabal of warrior mages, SPecia!~

Magic is one of the forces of the universe, like
gravity. The hermetic’s goa! is to understand

the laws commancling it.

Mysticism: The crime of Mysticism is a Point of friction
with the heathens. T he heathens believe in the divine ori-
gin of magic, that magic is a force one should accept and
not try to analgsc or understand. This is tota”y heretic to
the hermetics, whose main goal is to discover all laws gov-

erning magic.

Sorcery is not for everyone. Onlg an clite mi-
nority has the gi}ct of commancling it. A magician
must not reveal his power to unbelievers lest

tl’leg rise against him and the rest of the Order.

Kcvcaling: The crime of rcvca|ing one’s magical power in
front of unbelievers. (nbelievers arent oPcn~mindecl or
cnlightcncd enouglﬁ to understand or accept a power like
magic. | eave them to their safe little world (note that a
magician who uses spc”s without any visible or audible ef-
Fects, like most enchantment sPe”s, or who leaves no wit-

nesses behind isn’t considered guiltg of Rcvcaling}.

(Command of magic belongs to the magician.
The magician must be autonomous from other
sources of magic and his power must come on19

from his training and achievements.

thhcrmancy: Litera”g, this is the crime of gaining power
from summoned entities (like demons or angels). The term
however, is used more broad]3 to encompass any use of an
outside force to gain magical powers (this includes receiv-

ing sPe”s from a deity for clerics).

Hcathcnism: Tl’lﬁ crime of believing in one source of magic
and not the universal aspect of it. T his crime refers to the
heathen magicians, who revere nature as the source of all
magic, whereas the hermetics hold that magic exists

throushout the universe and inside each being.
g =
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ising in offensive magjcs. Thcg raise and train Privatc
armies under their command, reaclg to face any exter-

nal threat to the Ordcr.

8. [ ectrus: The | ectrus are magicians sPecfalised
in the creation of magical artefacts. Thcy also seek
and locate ancient magical treasures, especfaug At-
lantian and Mu artefacts. Thc more modern Lcctrus
are bent on combining real-world sciences, like phg&
ics or chcmistrg, with magic, creating magotcchnologrl
cal devices.

9. Mantis: Mantis is the cabal of transformation
and evolution. Fractfcing slﬁapeclﬁanging and mind-
altcring sorceries, members of the Mantis never kccp
the same form or persona for |ong‘ Tlﬁeg’re Probablg
the most modemn, oPcn~minAcc] and eccentric of all

caba|s‘

10. Fythagorcans: The Fythagoreans believe that
sorcery is an exact science with sPechCic laws and de-
vote their lives in discovcring them. Thcy have great
arcane power but are isolated from the rest of the
world.

i i.chia: The cabal of Regia alwags considered
itself as kingmakers. Thcy deal hcavilg with mortal
society and Politics, manipulating them to their own
ends. | heir hcadquar‘ccrs were in Rome, but they
recentlg moved to Paris. Theg maintain contacts and
allies in every ma_jor European city.

i 2. Riendr: Riendr believe the Dragon is the source
of all magic on earth. Although this is highly debat-
able, Riendr magicians have great faith in their beliefs
and a[wags search for manifestations of the Dragon.
To some of t}wem, the Dragon is the on!g true goc{.
PBecause of their declination from the standard her-
metic ideals, many other hermetics believe tlﬁeg have
sliPPcd into heathenism and ought to be shown the
riglﬁt Patl’l again.

]ﬁ.Thcocracg: The Theocrats were the first to
realise the imPortance of Chrfstianitg as a tool
against the heathens. Since then, thcy’vc been heav-
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ilg involved with the Church from their headquartcrs
inside the Vatican. Recenﬂg tlﬂeg’ve lost some of
their credit, since it's the oPPrcssion inflicted }33 the
Church that has Partia”g led to the rise of a new
breed of heathens.

Dogmas and crimes

T}ﬁe Orc!er’s members are bound together }33 their
common beliefs. T hese beliefs can be divided in
Dogmas and Crimes. Dogmas form the core of her-
metic ideals and are followed bg hermetics to prosper
and advance in magical power. (rimes are taboos;
thcg are what the hermetics c{cspise. A magician of
the Or&er must avoid these at all costs or face cor-
ruPtion of his magic (and cxpulsion from the Order).
Dogmas and crimes are close!g related. O]Cten, the

OPPOSItC of a dogma consists a crime.

T he Druidic Order
Named after the druids of pagan Britain, the Druidic

Order is an
Europe’s pagan faiths together. Members of the

ancient organisation connecting
Order bclong to faiths that dcvc|opcd Iargcly inde-
Penclent from one another but shared some common
traits. One of this was the belief in animism, the faith
Iﬂo|dfng that the natural world is inhabited bg numer-
ous sPirits giving it |hcc, from trees to rivers to rocks.
T he other was a common oPPosition against the her-
metic ideals.

The Druidic Order is made of the magicians
called heathens. T hese sorcerers base their power
on nature, which tl'leg revere as a deitg or a group of
deities. Thcg Pcncorm their magjc by c{rawing raw
power from nature without caring for the details of
their workings. |n fact, thcg hold that magic is an in-
natelfj mgsterfous power and someone tends to re-
duce its wonder and power if he analgscs it too much.
These beliefs have brougl’lt them in direct conflict
with the Order of Hermes.

Alt!’xougl’l the beginnfngs and ancestors of the

heathen magjcians are much older than those of the



hcrmetics, members of the Ordcr were for a long time
ignorant of the other heathens, locked in their faiths
and regions. |t was not until the threat of the hermet-
ics was realised to its full extent that the Druidic Or-
der was formed with members from every part of
E_urope‘ The catalgst for the Order’s formation was
the Classical (Greek era. |n that time, a lot of hea-
thens fled (Greece, as the hermetics triumplﬂe& and
transmitted their ways of thinking to the vast masses
of the (Jnbelievers. With them, t}weg brouglﬂt a mes~
sage of warning about the threat of the hermetic magj.
The Druidic Order was formed to counter the
sPrcad of the hermetic ideals and preserve the pagan
ways. Changing many names, it took the title “Druidic
Order c]uring the rise of Christiar\ity, when Britain
became the bastion of Paganfsm in EuroPe and dru-
ids the leaders of the resistance against the hermet-
ics.

At first it seemed that the heathens had the
upper hand, being more numerous and contro”ing
more lands. Howcvcr, the hermetics were Persistcnt
and well organisea. Tl’leg increased their influence in
the Roman Empire, Pushing the Pcoplc away from
the worsl*lip of the go&s towards more mortal inter-
ests. Somc of them even took advantagc of the new
(Christian religion to {:ight the heathens. With the
invasion of England and the Persccution of the dru-
ids, the Druidic Order felt that the end was nigl’l with
its stronghold under siege. The real end came later,
with the {:ounc{ing of Camelot by the hermetic magi-
cian Merlin and the christcr\ing of the Population. Jn
one last, ciesperate attempt, the heathens united un-
der the banner of their |cadcr, Morgan le I:ag, and
succeeded in dfsbandfng the kingc{om of Camelot.
Howcvcr, their victorg came at a dcvastating cost.
Most of their members were lost and Morgan was

slain }33 Merlin himself. From that time on, the Order

was too weak to resist the hermetics’ takeover of

Europc.
But the Druidic Order wasn’t dead. T he her-
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metics believed thcg had taken care of their Problcm
Permanentlg, but the heathens were onlg hiding, rest-
ing, hcaling their wounds. Thcg remained active in the
countrgsicle, trying to l(eep the old ways alive in the
people’s memories, mixing Christianity with pagan
beliefs in the form of Fairg tales and superstitions‘
They waited for the time thcg would rise once more.

The hermetics’ reliance on the (Church to
kccp the Pcoplc away from practicing the pagan ways
Provecl to be a grave mistake. Tl‘le Churclﬂ’s oppres-~
sion of the Pcop!c backfired on them. Mang common-
ers turned to the old ways, seeing the Cl’lurcl’l and
the nobilitg growing richer while thcg became poorer.
Tl’]is marked the resurgence of the heathens. Across
the lanc{, Pcoplc that aspircd to the old ways were
contacted bg the remaining heathens and incorPo~
rated into the resurrected Druidic Order. Thc Or-
der of [Hermes was able to detect this uPrising but
was unable to Figure out a way to stop this Phcnomc~
non.

The Druidic Order is now alive and active
once more. A!tlﬁouglﬁ lacking the internal organisation
of the hermetics, it has many rapidly growing groups
all over Europe. These small groups are called cov-
ens and are the cells 1Corming the Order. [ ach coven
contains witches, that is heathen magicians, who hold
the lcadership of the coven, as well as mortal followers
interested in serving and Preserving the pagan faith.
Jn the old dags heathens loathed to share their se-
crets with the common folk, ruling them throug}ﬁ their
ignorance. Times have changcc{ though and the hea-
thens need all the allies and the suPPort tl'leg can

muster.

The Seelie Court

The history of the 566|ic Courtis the history of Mu
itself, the ancient land of the faeries that is lost in the
mists of the past. Mu was the first attempt made }33

the faeries to form an organisea nation to Provi&e

sa]ccty and Prosperitg for all its citizens. T his re-



quircd a great deal of effort, a|ong with organisation
and laws. ]t mostlg aPPea|ed to faeries with respect to
ethics and laws; othcr, more undisciphncc{ faeries
found the idea too cumbersome and restricted. How~
ever, as the fame of Mu and its wealth reached every
faerie in the world, even the most chaotic ones would
sometimes force themselves to acccpt set standards
in order to be a part of that Parac{ise on carth.

So, the great wave of immigration towards Mu
created a substantial minority of faeries who pre-
tended to go bg the rules but in rcality cared little
about them. TI"I@SC Potential troublemakers were
identified by a few of Mu’s lawkccpcrs, but the gen-~
eral aura of Prosperity inhibited them from acting
against them.

With the rise of Kathadastro and its At-
lantian minions, the faeries of Mu came face to face
with a dangerous enemy. T}'}e Higlﬁ Kings of Mu
organiscd a boclg clrawing members from all levels of
facric society to unite the facries against the common
threat and Put up an effective defence. That’s how
the Seelie Court was born.

|n its bcginnings, the Scclic Court was a very
diverse group with a noble goal: the Protectfon of Mu
from outside threats like the Atlantians. Jts leaders
and agents even contained many of the wild, unru13
faeries. AFtcr the defeat of the Atlantians, the
Popu|arit5 of the Seelie Court rose so much that it
was decided to maintain it Pcrmancntlg to defend the
land. With increased power and influence, the Court
gaincc{ in imPortance and there was a time that it had
even High Kings as its puppets.

Somctimc after the defeat of the Atlantians,
imPortant members of the Court were contacted 133
the Fowcrs of “goocl”. Thc Fowcrs turned the faer-
ies’ attention to one of their old concerns, the wild
troublemakers. Although thcg had gought against the
Atlantians, no one could say for sure that tl'aeg didnt
rcprescnt a threat which could tear Mu aPart from

the inside. ] he Powers convinced the faeries to use
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the Court’s power and resourced to vanish those
“evil” faeries.

Thus, the Scclic Court bcgan to take inter-
est not on!g in the outside threats, but also at inside
ones. |t used its considerable resources to persecute
facries it regarded troublesome and used heavy
Propagar\da tojustilcg its actions. Some of the unrulg
faeries were ac’cua”g members of the Cour‘t, but were
helplcss while the Court harassed their friends and
kin. T}weg soon resignecl from their Positions and
formed the Unscclic Court as a countermeasure.
Eventua”y, the Figlﬂt between the two Courts esca-
lated to the I:aerian Wars and c{estroycc{ Mu.

The Seelie Court survived the destruction of
Mu, as did the Urxscclic. |t followed the faeries to
their ot}werworlc”g realms. Todag, the Seelie Court
has a strong presence in many faerie realms. Ohne
realm in Par‘ticular is comP!etelg dominated by it, serv-
ing as its hcadquartcrs. From their base in the Castlc
of a Hundred Spires, the Seelie faeries continue
their ancient rivalry with the Unscclic Court, trying
to bring all of the facerie realms under their rule.

The SCclic Courtis composcd of three inde-
Penc{ent divisions, each with its own function: the Sil-
ver Brigadcs, the Silcnt Circde and the [ merald
Circde. The Silver Brigades are the army of the
Court. Thcy ride out of the SCChC realm in times of
war with the (nseclie, but also contain elite units
trained in the undcrtaking of covert missions in times
of relative peace. The Silent Circle are the Court’s
ambassadors, agents and spies. T hese faeries spcnd
most of their time in other facrie realms or even on
carth, gathering any useful information, strcngthcm’ng
the Court’s Positfon and unclermining the (nsecelie’s
oPerations. Last|3, the | merald Circle is the smallest
but not less imPortant division. ] he |~ merald fae are
kxwowlcdgeable in sorcery and Providc the Court with
magical assistance.

Each of the three divisions is organisccl in the

same hierarchical manner. T here are three levels in



each division. T he first and lowest contains the bulk
of the Court’s members. | heir activities are coordi-
nated }33 the members of the second Icvcl, who are of
course less numerous (there are about 20 first-level
members for every second-level one). Fina”y, the sec-
ond-level members are supewisecl and directed }39 a
singlc third-level faerie. Jn the Silvcr Brigadcs, the
three levels of I'n'erarchg are the Silver Brigaées, the
Brigadicrs and the Knight of the | ance. |n the Si-
lent Circle, there are the Silent Circle, the (Guild-
masters and the Ovcrsecr. Thc three levels of the
I merald Circle are the | merald Circle, the Magi5~
ters and the | _ord High Magic.

Above all three divisions and their levels
stands the r’iigh Court, the brain of the Scclic
Court‘ The fﬂigh Court has absolute power over
the entire Seelie Court and it’s what unites and
keeps togetlﬁer its three components‘ ]t’s made of 12
mcmbcrs, whose identities are a]ways kePt secret.
The three faeries of the third level report to the
High Court and in turn receive their orders from it.
The T‘ligh Court also aPPoints members to their po-

sitions and decides over Promotions and demotions.

The Unscclic Court

The Unscelic Court is the Primarg organisation of
evil facries that inspires fear in the hearts of both
mortals and faeries alike onlg }Jg the invocation of its
name. It was formed after the Seelie Court, as a re~
sponse to its Pcrsccution of the wild, chaotic faeries.
After the disaster of the [Faerian Wars, the Un-
seelie Court took a great interest in power and a de-
sire to aestrog the Seelies and extract their revenge
on them.

Toc‘ay, the UHseelie (Court extends its sway
over a great part of the evil faeries of the world.
These faeries comPrise the Host of the Court, its
army and servitors. Thc Host is not very effective as
an army, as its members are scattered around earth

and the faerie realms, but this means that the arm of
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the Court can extend even to the farthest Point of
the world. The Courtis till ruled in a aespotic way }Dﬂ
Princcs and generals, but its sorcerers possess great
power also. T!’xeﬁ are responsible for the foul magics
and evil creations that have given the Court its terri-
ble fame and have caused much harm to both faeries
and mortals.

The base of the Unseehe Court is said not
to lie on this world, but on a faerie realm of darkness.
T here, in its dark, haunted woods lies the main }Jocig
of the Host. ln the centre of the rcalm, upon the
5creaming [Hill, rises a stone castle, the fortress of
the Court where its lords Plan their next movements.

The Urxseelie Court is comPosed of two
parts: the army and agents of the evil faeries, that is
called the Host or the Sluaglﬁ, and the sorcerers of
the Court that form the Sidhe Cabal. The Sidhe
Caba! may be much smaller than the Host, but the
magical powers it possesses command the respect of
all the Court.

Each one of these parts is |argcly inclePcncL
ent and is ruled }33 a different council. T he Sluagh
are ruled }33 a council of 30 Jarls that are the Coun-
cil's finest strategists. The Cabal is ruled bg a coun-
cl of 10 Foisoncrs (Foisoncr bcir\g a term used bg
the (Church for witches). | ach council has no author-
ity over the other, however both are under the author-
ity of the !'xiglﬁ council of the UHseeIie Court, the Ri
Damhna. The Ki Dam}ma is composcd bg 5 Jarls
and 5 Poisoners, who are permanent members and are
rcplaccc{ only in cases of treason or death (of course
incompetent members tend to vanish quickly) Jt must
be noted that the each member of the Ki Dam}ma
gets two votes on the lesser councils and it is tlﬁeg
who choose the other members of the lesser councils
every now and then. Theg are the most PowerFuI
faeries in the Usteclic Court, c|ccting one of their
own to be the Ard R, the Higlﬁ King‘ The Ard Ri
gets two votes in the high council and can veto any

decision taken !33 it, except from decisions about his



rcplaccmcnt. [He is trulg the king of the Urxscclic
Cour‘t.

Thc structure of the Court seems very organ-
ise and stable, but in realitg faeries of the Court
stand rcacly to backstab, exPloit or even assassinate
their superiors to gain their Position and status.
Thcsc means are Frcquentlg used for ascending the
levels of autlﬂoritg and are si!ently recognisec{ bg most
members. | his Practicc creates a constant chaos and
inner turmoil inside the (Court that has been de-

scribed as an unseen civil war.
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Achi"cs’ Heel

Divination

chc|: Sor/\/\/iz 2

ComPoncnts: \/, 5

Casting Time: 1 action

Kangc: Medium

Targct: Icreature

Duration: 1 round/level

Saving Throw: None

SPc" Resistance: No

This sPe” allows the caster to discern the weak
Pofnts of his target. While the spe” is active, the
caster can take a -2 penalty to his attack and attempt
to strike a weak Point‘ By doing so, the critical range
of his weapon is doubled. Thc sPc” shows no weak

Points when caston a target immune to critical hits.

Ascension

T ransmutation

chc|: Sor/Wiz 9

Componcnts: \/, 5, XF

Casting Time: 1 dag

Kangc: Fersonal

Target: Selmc

Duration: Permanent

Saving T hrow: None

Spc” Resistance: No

Ascends a coven of magicians into a }wig}'}er form of

combined consciousness. The sPc” needs to be cast
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}33 a minimum of two and a maximum of five magicians

caPablc of casting it. When it is comPIctcd, thcy tran-
scend human limitations and their SPirits merge to cre-
ate a singlc bcing of which everyone is but a part.
The magicians need to be of similar (but not identi-
caD alignmcnts, beliefs and Pcrsonahtics, else the
combined consciousness may prove sc}ﬁizophrenfc.
The bodies of the magjcians become mere cartHg
servants of the combined consciousness, which dwells
in each one of them but acts as one mind.

The combined consciousness functions with
the Physical abilities of the bodies (Strcngth, Dex-
terity and Constitution). [ts ]nte”fgence, Wisdom and
Charisma is the average of the magician’s original
abi!itg scores. |~ ach bodg retains its hit Points. The
consciousness has access to all skills Posscssed bg
the magicians; skills common to two or more of them
dort add their ranks, onlg the best aPPlics. Likcwisc,
it has access on all class abilities, feats and the sPeIL
casting powers the magicians had and can use them
from any bodﬁ (for example, i one of the magicians
was also a cleric, the consciousness is able to cast
divine sPe”s with all bodies). |ts base attack bonus
and base saving throws are the best among those of
the magicians. When casting spells, the conscious-
ness can select its caster level from among the magj-
cians.

The ascended mind is able to control all the
bodies sfmultaneouslg with ease. Ang boclg that dies
can be casily rePIacccl bg a clone (as per that sPc”,



but there is no decrease in level). T he consciousness
can be destrogec‘ only i all bodies are clestrogecl.
Ang mincLagccting sPc” cast at one boc]g affects the

consciousness as a WI"IOI@.

XFP Cost: 10,000.
Ban

Divination

chc|: Sor/\/\/iz i

ComPoncnts: \/, 5

Casting Time: 1 action

Kangc: (lose

Targct: I creature

Duration: 1 week/level

Saving Throw: Will negates

SPc" Resistance: Yes

This spc“ P|accs a ban on the target. A banis some-
tlﬂfng the target must never do, like never drink, never
harm anyone, never cast a sPc” etc. Although the
SPell has no way to Prevent the target from breaking
the ban, the caster becomes aware of the violation
the moment it lﬁaPPens. Once the spe” affects the
target, its range is unlimited as Iong as he remains in

the same Plane with the caster.

bcas’c of Thorns

T ransmutation

Level: Drd 6

Componcnts: \/, S, M

Casting Time: i round

Rangc: Fersonal

Target: SelF

Duration: 1 turn/level

Saving T hrow: None

Spc” Resistance: No

Tl’]is spe” causes massive thorns to grow on the
caster’s }Jodg. Thc thorns give a +3 armor bonus to
the caster's AC and Protect him from unarmed at-
tacks: anyone stril<ing him unarmed suffers 1dé dam-
age, while anyone grappling him suffers 2d6 damage

per round. T he caster is also able to activcl\lj use the
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thorns in the Fo”owing ways:
i. T"le can fire a thorn to an enemy as a ranged at-

tack. Thc thorn has a range increment of i5 ft and
deals 1d3 clamage.

2. e can use them for unarmed strikes, which
cause 1d8 c]amage and count as armed strikes.

3. Hc can extend two of them as thorned tentacles
that attack indePenclently of him, !aslﬂfng out to 10 ft
away. Thcsc tentacles can Pcncorm 2 attacks (which
are in addition to the caster's own attacks or SP6”~
casting) at the caster’s initiative, with each attacking
with the caster'’s melee attack bonus and causing 1ds
c]amage.

A” attacks made with the tlﬂoms, excePt from the
rangcc{ one, get the caster's Strcngth modifier as
bonus clamage.

Materia[ component: A circlet of thorns, worn over

the head.

Blast from the Fast

Corjuration

chcl: SOr/Wiz 4

Componcnts: \/, 5

CastingTimc: i action

Kangc: Personal

Targct: SeH:

Duration: 1 hour/level

Saving T hrow: None

Spc" Resistance: No

This SPecfa!izec{ sPe” is used to cle|ay the onset of
another spe”. Thc next sPcll the caster casts will onlg
take effect on the ACsignatec{ target or area when the
duration of blast from the past ends. Thc caster is
also able to end bfast from the past before its maxi-
mum duration c|aPses with a simplc thought. Ang de-
cisions which should be made about the cle|agec1 sPe”,
like the designatcd target or area, are made at the
time of its casting. The cielaged sPe” activates from
the point you were at the time of its casting; this

means that it's Perf:ectlg ok for you to leave its maxi-



mum range before it activates, as the sPc” will actua”y
appear at the Point you were standing at the moment
you cast it. For examp|e, a magician could use blast
from the past to blow up a tower with a firehall after
he has salcclg walked away.

Blast Fowclcr

E_nchantmcnt

chc|: Sor/\/\/iz 3

ComPoncnts: \/, 5, M

Casting Time: 1 turn

Kangc: T ouch

Targct: i Pint of sulfur/% levels

Duration: 1 hour/level

Saving Throw: None

SPc" Resistance: No

This spc” enchants sulfur Powc{er so as to possess
explosive Properties when exposecl to fire. One Pint
of this magical gunpowdcr does 4dé damage to any-
one within 5 ft of the exP!osion and 2d6 clamage to
those up to 15 ft away. Angone inside the cxPlo~
sion’s affected area can make a Reﬂex save (DC ZO)
to suffer half damage. [ xtra pints add 1dé dam-
age/Pint, +% Ft/ant to the radius for full c{amage and
+5 ft/pint to the radius for half damage (up to 15dé
&amage and a total 70 ft radius for 12 Pints). Exp!o~
sives are very effective against doors, walls and other
such constructions: double the Aamage to determine
if thcy break. Each Pint of sulfur remains enchanted
for 1 hour/level, afterwards losing any sPecia| prop-
erties.

Material component: T!’xe sulfur to be enchantecl,

grindec] to a fine dust.

Blood Visions
Divination

chc|: Sor/Wiz 2
ComPoncnts: \/, 5, M
Casting Time: 1 round
Kangc: Unlimited
Targct: I creature
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Duration: 15 minutes/level

Saving T hrow: Will negates

Spc" Resistance: Yes

By Forming a link througl’l the target’s blood (the ma-
terial componcnt of the sPc”), the caster can see and
hear evergtlﬂing the target sees and hears for the du-
ration of the sPc”. Note that this doesn’t cause any
disorientation to the caster, because he can “switch”
back and forth to his own senses whenever he wants,

but as |ong as he uses the target’s senses the caster

is considered deaf and blind.

Brcath of f:ou| Transmutation

T ransmutation

]__cvcl: Drd 3

ComPonents: 5, M

CastingTimc: i action

Rangc: 5 ft

Target: 0.5 cubic ft of liquid/level

Duration: 1 hour/level

5aving T hrow: None

SPc“ Resistance: No

A liquic{ the caster breaths on is transformed into a
potent Poison‘ Altlﬁouglﬁ the !iquid retains its color,
taste and smc”, anyone drinking even a sample will be
affected }35 a Poison (ingestecl DC i5, initial dam-
age 1c|§ Str + ID§ Con, sccondary damagc 1ds
Con). Mu!tiple doses aren’t cumulative, but as soon
as the poison inflicts its sccondary damagc someone
can be again affected }33 another dose. T he liquid
retains its Poisonous Propcr’ties for 1 hour/level.
Material component: Gar!ic, which must be chewed
before the caster exhales on the targctcd liquid.

Brcath Stealcr

Necromanc3

Level: Sor/ Wiz 3
ComPonents: \/, 5, M
CastingTimc: I action
Rangc: Close

Targct: i Iiving creature



Duration: 5 rounds/level

Saving T hrow: [Fort special

Spc” Resistance: Yes

Kobs the air out of the target’s |ungs‘ On every
round, the target needs to make a [Tortitude save
against the SPCH‘ A\ successful save enables him to
take a breath (negating any suffocation results). A
failed Fortitude save means that he’s unable to
breath for the next dio rounds (no saves are at-
tempte& cluring this PeriocD‘ This is rePeatecl until
the sPc”’s duration c!apscs or the target drops dead.
Material Component: A handkerchief, held over the

caster’s mouth.

By Decree of Magic

E_nchantmcnt

| evel: Sor/\Wiz 6

ComPoncnts: \/

Casting Time: i round

Kangc: 5 ft

Targcts: Anyonc hcaring the caster

Duration: 1 hour/level

Saving Throw: Will negates

SPc" Resistance: Yes

This sPcH allows the caster to make a declaration
that will be believed 133 those lﬁearing him (and Fafling
their saving throw), no matter how absurd it may be.
Tl’xe caster may declare “l am the King of Englanc{”,
“This wall is red” or “This beer sucks” and others will
believe him and act as if that was to’ca”g true, even if
someone else tries to put some sense in them. They
onlg realize the deception after the spe” expires.
This spe” may be used to convince someone to do
sometlﬁing obviou5|3 very clangerous (lil(ejumping off
a clhcg. Jn this case, the saving throw has a +4 bonus.

Catch the WhisPcr
Divination

chc|: Sor/Wiz 2
ComPoncnts: \/, 5
Casting Time: 1 action
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Kangc: Personal

Arca; Cfrcle of 100 ft/level radius centered on the
caster

Duration: 1 turn/level

5aving T hrow: None

SPc" Resistance: No

The caster becomes able to hear any sound or con-
versation taking Place in the open air within the spe”’s
area of effect. Although many sounds may reach his
ear tl—urough the spe”, he’s capable of {:ocusing on the

most interesting of them.

ChamPion of Sorcery

Corjuration

| evel: Sor/\Wiz 6

ComPonents: \/, 5

CastingTimc: i action

Rangc: Personal

Targct: SCIF

Duration: 1 round/level

Saving Throw: None

SPc“ Resistance: No

This PowerFul sPc” is seldom used, for it often means
the end of the casters career in sorcery. ]t’d on!g
used }33 dcspcratc magicians with nothing to losc, as
a last chance to invoke some Powencu! sPeH to save
themselves or take revenge. V\/hcn cast, the caster is
imbued with terrible magical forces, mu|tiplging his
magical abilitg. For its duration, he casts spc”s with
his caster level increased bg 10 (For the purpose of
makixwg caster level checks and dctcrmining the vari-
able, numeric effects of sPeHS, like duration, range
and c{amagc). T his increase comes at a great cost,
however.

After the sPc” ends, the magician needs to
make a Will save with D 25. On a failure, the re-
treating magical energy leaves him CFfPPICd: he can
never again cast an arcane spe” on his own (although
he can still use scrolls and other magical items). On a
successful save, the caster is unable to use arcane

spe”s for one month; afterwards, his spc”casting abil-



it}j returns.

Countcrmagic

Abjuration

chc|: Sor/Wiz 8, Magic 8

ComPoncnts: \/, 5

Casting Time: 1 action

Kangc: Personal

Targct: Sclmc

Duration: Fermanent (until aepleted)

Saving Throw: None

SPc" Resistance: No

Ohne of the most imPor‘tant sPc”s in an archmagc’s
arsenal, countermagic allows him to lauglﬁ against hos-~
tile magjc. Countcrmag/c gives the caster the abilitg
to instinctive!g react against Foreign magic cast in the
vicinity. An active countermagic informs the caster of
any spe” cast within 50 ft/level from himjust before it
takes effect. The caster learns of the spcn’s typc,
nature and effect and may, if he wishes so, counter it
before it takes effect. T his is an instinctive reaction
which counts as a free action (which doesn’t Provo‘(e
an attack of OPPortunit5> that can be taken anytime
&uring the round (even if the caster is surPrisecl or
flat-footed, but not if he is unconscious). (Counter-
magic counters other spe”s as a d/spe/ magic sPe”
(when cast as a countcrspc”). An active counter-
mag/c can counter up to one sPe”/‘1~ levels before it
deplctes its Protectivc capabilities. A deplcted coun-
termagic immec‘iately ends, but the caster can cast a
new one, if he wishes so. }ﬂowcvcr, a caster can not

have more than one countermagic at any time.

Cou nterstrike

E_nchantmcnt

chc|: Sor/Wiz 7, \War 7
Componcnts: \/, S
Casting Time: 1 action
Range: Close

Target: SCl]C or | creature
Duration: 1 round,/level
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Saving Throw: \Will negates (harmless)

SPc" Resistance: Yes (harmless)

This spc” can turn any warrior into a Frightcning bat-
tle machine, increasing his reactions and nearlg auto-
mating his movements and strikes. (nder the effect
of the sPeH, the warrior seems to move accor&ing to
the sPcll’s wishes and not on his own, stri‘dng without
even turning to look on his opponents. While the sPe”
endurcs, any melee attack on the target, whether suc-
cessful or unsuccessful, Provokes an attack of oppor-
tunity against the attacker. Thcse attacks of oppor-
tunity do not count against the ones a character is
norma”y allowed to make each round (usua”g one,
unless the character has certain feats or special abili-
tics). Howevcr, the sPe”’s target can not Pcncorm
more attacks of oPPortunitg than one/? levels (on13
one attack can still be made against one opponent,
unless he strikes you again &uring the same round).
Thus, a Fightcr affected }33 the spcll when cast by a
H—th level wizard, would be able to make up to 4 at-
tacks of oPPortunity against oPPoncnts who at-

temptecl to attack him in melee combat.

Crimson Death

T ransmutation

chcl: Sor/Wiz 6

Componcnts: \/

CastingTimc: i round

Kangc: Close

Targct: I creature

Duration: 12 hours,/level

Saving T hrow: Fortitude negates

Spc" Resistance: Yes

This SPC” inflicts a cleac”g curse with a very specipfc
purpose: c{estroy the target either bg scorching his
internal organs or causing him to starve or delﬂgdrate
to death. Thc sPe” turns anything the victim con-
sumes (Foo& or even water) into a combustible mate-
rial which can cause serious internal organs. Evcry
swallow inflicts 2dé clamage on the target. T he caster
is able to end the sPc” at any time he wishes.



Crimson chqcctions

T ransmutation

chc|: Sor/\/\/iz 3
Componcnts: \/, S, M
Casting Time: 1 action
Range: Close

Target: i livfng creature

Duration: [nstantancous

Saving T hrow: [Fort half

Spc” Resistance: Yes

This SPeu targets a Iiving creature, causing a wound
to re-open and bleed. Thc target of the sPc” suffers
Aamage eciual to half of the original Aamage suffered.
For examplc, if the spc” targets a wound caused }33 a
sword that inflicted 8 Points of clamage, the sPe” will
cause 4 Points of clamagc. A successful Fortitude
saving throw halves the Aamage inflicted bg the spe”‘
Thc wound targetecl bg the sPc” must have been
inflicted bg a Piercing or slaslﬁing weapon (or another
source that causes blood loss) and in the round Prior
to the casting of the sPe”.

Matcria| component: A thread that has been used to

SEwW a wouncl‘

CrumHing Roots
T ransmutation

chc|: Drcl 5, Flant 5

Componcnts: \/, S, M

Casting Time: 1 turn

Kangc: Close

Target: i seed

Duration: [nstantancous

Saving T hrow: None

Spc” Resistance: No

The sPe” affects a seed Placecl inside a wall (it does-
m't have to be very dccp inside it; 1 inch will be
enougl—u). The seed must be intact and alive. T he
sPell causes it to sprout roots which grow and cxPanc]
within seconds; clestroying the wall from the inside.
To see if the sPc” c{cstroys the wall, make a d20 roll
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ac]cling double the caster level and compare this to
the wall's Preak DC. Fven if the wall isnt outrig}ﬁt
destroycd, it still suffers heavy damagc (1d1o/devel).
Ohne casting of the spe” is enougl’x to harm a 1000
cubic ft wall (or a 1000 cu ft section of a larger wall).
Material component: A seed capable of giving birth
to a 1argc, Powchul tree (like an oak).

Co"aPsc

Nccromancy

]__cvcl: SOr/\/\/{z 2

ComPoncnts: \/, 5

CastingTimc: i action

Rangc: Medium

Targcts: i living creature,/3 levels

Duration: 1 round/level

5aving T hrow: [ortitude negates

SPc“ Resistance: Yes

This sPc” }Jrirxgs great exhaustion on someone. A
target Fai|ing his saving throw is considered to be ex-

hausted for the duration of the sPe”.

Cursc of Nosfcratu

T ransmutation

| evel: Clrs, Fuil 5

ComPonents: \/, 5, M

CastingTimc: I action

Rangc: (Close

Targct: i Iiving creature

Duration: 1 dag/|evel

Saving T hrow: Will negates

SPc“ Resistance: Yes

(Caston a Iiving creature, this sPc” inflicts a horrible
curse: for its duration, on!g the blood of a sentient
creature will be able to sustain its target. Ang other
food will be unable to satisxcg his !ﬂunger or meet his
dietarg needs. J o stay fit, the victim must consume
one liter of blood from a sentient creature cach Aag
(an average human has 5 liters of blood; of course
tal(ing more than 2 liters may be fatal for him).
Material componcntz A tooth from a natural Prccla~



tor.

Dissolve

T ransmutation

chc|: Sor/\/\/iz 4

ComPoncnts: \/, 5

Casting Time: 1 action

Kangc: T ouch

Targct: i objcct up to 3 cubic ft/level 1arge (or a
Por‘tion of a Iarger object)

Duration: 1 round,/level

Saving Throw: Will negates (object)

Spc” Resistance: No

This strange SPC” makes a targetea item incorporea!,
but onlg with respect to the caster. [Tor cxample, a
dissolved wall would cer‘tain!g hold a house and ap-
pear normal to onlookcrs, but the caster would be
able to see and pass tl’;rougl’l it. Or, a dissolved
sword could still hurt somebody, but it would seem to
pass tlﬁrough the caster without alcmcecting him.

E_yc of the Typhoon
[ vocation

Level: Drd 6

Componcnts: \/,S,M

Casting Time: 1 action

Kangc: oft

Arca: 15 ft circle centered on the caster

Duration: 1 round,/level

Saving T hrow: None

Spc” Resistance: No

This spe” protects the caster (as well as those inside
its area of effect) by erecting a barrier of hcavg
winds. Angone attemPting to enter the spe”’s area of
effect must succeed in bcating the winds (an opposcc{
Str c}weck; the winds have Streng’clﬁ equal to 10 + the
caster’s lcvcl). If he fails he is rcpcﬂcd bg the winds
and cannot enter the area (Iﬁe may trg again of
course, each attempt being a move action). Rangcd
attack with a Pl—ugsfca| weapon (eg an arrow but not a

magjc missile) are likewise rcPc”cd by the winds: the
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attack is Pcnalizcd by -1 percaster level.
Material comPonent: A seep of alcohol thrown to the

wind.

Fish

T ransmutation

Level: Sor/ Wiz 4

ComPoncnts: \/, 5, M

CastingTimc: i action

Rangc: Medium

Targct: i Iiving creature

Duration: 1 turn/level

5aving T hrow: [Fort negates

SPc" Resistance: Yes

The target of this sPc” will soon discover that he’s
become pretty much like a fish: air can no longer sus~
tain him and he can on!g get oxygen from water. | he
spe” is ineffective against someone with water breath-
ng.

Material component: A fish (dead or alive).

F|ammabi|it5

T ransmutation

chcl: Fire 2, Sor/Wiz 2

Componcnts: \/, 5, M

CastingTimc: i action

Kangc: Touch

Area: | object i cuft/level

Duration: 1 hour/level

SavingThrow: Will negates (object)

Spc" Resistance: No

This spe” imbues an object with the abilitg to burn,
even though it may be non-flammable b3 nature. [t can
make stone, water or nearlg angt!—]ing else flammable.
As long as the sPcH endures, the item can be ignitcc{
tl—xrough normal means and it will burn for as long as an
cqual amount of wood would. Note that although the
item is made flammable, it may not be harmed when it is
set on fire. [Tor cxamplc, water set on fire after ren-
dered flammable by the SPC” will eventua”g evaPorate
from the heat Proc{uccc{. Stone however, will burn



supchicia”g but is unlikely to suffer any harm unless
the heat Proaucea is enougl’x to melt it.

Matcrial component: A Pint of sulfur which must be
rubbed on the )Cinger or the hand of the magician be-
fore touching the item.

Hcart of the Woocl

T ransmutation

| evel: Drd 8, Flant 8

ComPoncnts: \/, 5

Casting Time: i round

Kangc: Personal

Targct: Sclmc

Duration: up to | da3/|evel

Saving Throw: None

SPc" Resistance: No

This sPc” must be cast within a forest. As soon as it
is completecl, the caster c{fsappears (along with any
Posscssions) and his life force dissolves and cxpan&s
to every corner of the wood, fnhabfting trees and any
other Plant life. Whi[c in this state, the caster cannot
act in any way, but he gains the benefits of resting
and he remains aware of any presence in the forest.
He can be harmed onlg bg the complete destruction
of the forest, somcthing which kills him. As Iong as
even one tree remains alive, his life force is sustained.
Ang time he wishes to (or when the spcn’s duration
e!apsef,) he can return to the real wor|d, reaPPearing

at any spot in the forest (this ends the sPc”).

Hidden Desires

Divination

chc|: Clr 5

ComPoncnts: \/

Casting Time: 1 action
Range: Close

Targct: I creature
Duration: |nstantancous
Saving Throw: Wil negates
SPc" Resistance: No

This sPc” reveals to the caster the thing the target
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covets above anything else. A subtle spc”, it can be

of great elcf:icfencg in the hands of a clever sPe”caster.

chp Going

Abjuration

Levcl: Clr 7

Componcnts: \/, 5

CastingTimc: i action

Kangc: Personal

Targct: SeH:

Duration: 1 round/level

Saving T hrow: None

Spc" Resistance: No

This sPell bugs the caster some time, sustaining him
even after su]cxccring clcac”g irjurics. As long as the
sPe” is in effect, the caster can’t be killed or rendered
unconscious by loss of hit points, even if his hit points
drop below ~10. T he on!g way to kill him is to com-
Plctely dcstrog his body (with a a//}smtcgraf/bn spe”
for example)‘ When the sPeH expires, the effects of
the caster’'s wounds immcdiately take effect. A wise

caster takes care of them before this happens‘

]__cy Drain

T ransmutation

| evel: Drd 6, Sor/Wiz 7

Componcnts: \/, 5

CastingTimc: I turn

Kangc: Close

Targct: i |e£j line

Duration: 10 minutes,/level

Saving T hrow: None

Spc" Resistance: No

Tlﬁis sPe” must be cast within 50 ft of a !eg line. Jt
drains magical power from the line to case the effects
of a PowerFul spe” the caster intends to use. Tl’]e
next Bth or 9th level sPc” used }33 the caster requires
on|3 half the usual amount of magica| s!eep to avoid
backlash. |n order for this to applg, the spc” must be
cast within 10 minutes/level from the casting of /ey
drain and within 50 ft from the lcy line.



ch | eech

T ransmutation

chc|: Drd 4, Sor/Wiz 4

ComPoncnts: \/, S

CastingTimc: i action

Range: Close

Targct: i ley line

Duration: 1 minute/level

Saving T hrow: None

Spc” Resistance: No

This sPe” must be cast within 50 ft of a Ieg line. T he
caster taps the line’s power, c{rawing it to power his
spe”s‘ T he next sPe” used }33 him is cast as if he was
2 levels highcr. |n order for the bonus to take effect,
the sPe” must be cast within 50 ft of the leg line and

within 1 minutc/lcvc| from the casting of /cy Jeech.

Lcy Track

Divination

chc|: Drd 2, Sor/Wiz 2

ComPoncnts: 5

CastingTimc: I action

Range: Close

Target: i leyline

Duration: |nstantancous

Saving Throw: None

SPc" Resistance: No

Thc caster becomes immediatc|3 aware of all 163 lines
within 10 miles/level, as well as of the Pat!'] theg fol-

low.

Lcy Vision

Divination

chc|: Drd 4, Sor/\Wiz 3
ComPoncnts: \/, 5

Casting Time: 1 tumn
Kangc: 50 miles/level

E_FFcct: Scrging
Duration: 1 round/level

Saving Throw: None
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Spc" Resistance: No

This spe” can on!g be cast within a mile of a Ieg line.
T he caster becomes able to see distant lands as if he
was standfng on another Pofnt of the leg line (uP to
50 miles/level away).

Living Flames

[ _vocation [[Fire]

| evel: Drd 5, Sor/ Wiz 4

ComPoncnts: \/, 5, M

CastingTimc: i action

Kangc: Medium

EFFcct: Magical fire

Duration: 1 round/level

5aving Throw: Ref half (objcct)

SPc" Resistance: Yes (to avoid &amage)

This spc” brings to existence a form of “intc”igent”,
almost sentient magfca! fire that on!g targets humans

and their constructions. Thc magical flames cause no

ch Lines

Lcy lines are invisible conduits of magical en-
ergy running inside the earth, Forming a net-
work sPanning the globc. These Pathwags of
magic carry the residues of chaos that are
used }33 magijcians to power their spcns. The
heathens have known the importance of leg
lines for a long time and have erected great
monuments, like Stonelﬂenge, to mark the
Points where two or more lcy lines meet, form-
ing a nexus.

Spc”s which somehow use the power

running inside the 163 lines are among the most

useful. [However, thcy require Proximitg to a

ley line to work. ]n most cases, the caster
should only be close to the gcographical loca-
tion below which the Ieg line runs; after all,
most lcy lines are dccp undergrouncl and ma-

gicians could never trulg aPProaclﬁ them.




harm to Plants, animals or natural materials (dead
branches, rocks etc), but are Fu”g effective against
humans and their constructions (wooden furniture,
hewn rock etc). Im’tia”g, the flames appear ina foft
radius circle but thcg cxpanc{ rapidlgz add another 5 ft
per round to the radius. Angone or angtl’ling caugl’lt
in the flames suffers 2dé damagc per round of expo-
sure (a successful Reflex saving throw halves this
damagc). Thc flames never cause harm to the caster
and die out after the SPCH’S duration e|aPses‘

Material comPonent: A wooden Piccc from a tree

that was burnt bg humans.

Magmax

[ vocation [[Fire]

| evel: Sor/Wiz 6, Fire 7

Componcnts: \/, S, M

Casting Time: 1 action

Range: Close

Arca: Path 15 ft wide and 10ft/level long

Duration: |nstantancous

Saving T hrow: Ref sPecia]

Spc” Resistance: Yes

Sends erupting flames in a straigl’lt forward Patl’l.
The flames travel with astonishing spccd and force,
imqicting 4+dé Aamage to anyone in their Patl‘l‘ Some-
one who succeeds in a Reflex save takes half damagc
and holds against the flames. Angone Failing however,
suffers full damagc from the flames and is Pushcd by
them along the Patlﬂ, sugering another 1d6 damage
per 10 ft. Tor cxamplc, is the flames are going to
cover a total distance of 180 ft and meet someone
who fails his save after the first 60 ft, they will push
him along the next 120 ft and he’ll suffer an additional
12dé c{amagc. A Reflex save is allowed to take half
of the additional damage.

Matcrial component: A Picce of colc{, solidified lava.

Manifest

Conjuration

chc|: C|r 4 Drd 4, 5or/\/\/iz 4
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Componcnts: \/, 5

CastingTimc: i round

Kangc: Close

Targct: | spirit

Duration: 1 turn/level

Saving T hrow: Will negates

Spc" Resistance: Yes

Causes a spirit to assume a material form without a
largc manifestation of its nature near})y bcing neces-
sary. The sPe“ doesnt Place a manifested SPirit un-
der the control of the caster. After its duration
e|apses, the SPirft returns to its incorPoreaI state or

to the ethereal Planc.

Mcmorg Unlock

Divination

]__cvcl: Sor/Wizo

ComPonents: \/

CastingTimc: i action

Rangc: Personal

Targct: SCIF

Duration: [nstantaneous

Saving T hrow: None

SPc“ Resistance: No

T urns the casterinto a living |i}3rar3. |t enables him to
instantlg recover one of his memories, no matter how
distant or vague. |n this way, he has access to every-

t}wing he has ever read, seen or hearcl, no matter how

}Jricﬁg.

Mirror of Wonders
Divination

| evel: Sor/\Wiz 5
ComPonents: \/, 5, M
CastingTimc: I turn
Range: Touch

Area: 2 mirrors
Duration: 1 dag/|evel
5aving T hrow: None
SPc“ Resistance: No

This Powchul sPc” enchants two mirrors, creating a



sPccial link between them that enables the caster to
view tlﬁrouglﬁ a mirror what transpires at the other’s
location, as well as to cast sPc”s through them. Thc
caster's field of vision when Iooking into one mirror
depends on the orientation of the other mirror (the
caster can on|3 see what is reflected on the mirror).
Ang sPe” can be cast through one of the mirrors at a
target reflected on the other mirror; distance between
the mirrors is irrelevant but the sPe” will not function if
the mirrors are on a different Plane of existence.

Material componcnt: Thc two mirrors enchanted.
Tl’xey must be of suPerfor qualfty, having double the

normal cost.

Mnemonic Surgcry

E_nchantmcnt

chc|: Sor/\/\/iz 3

ComPoncnts: \/

Casting Time: 1 action

Kangc: Close

Targct: I creature

Duration: 1 claﬂ/levd

Saving Throw: Will negates

SPc" Resistance: Yes

This spc” rcplaccs a Pcrson’s memory of a sPcciFic
event, scene, person, Place or object with another
one, fabricated by the caster. T he fabricated mem-
ory lasts for the sPe”’s cluration, afterwards wearing

out to be rcp]aced bg the original one.

Osmosis

Nccromancg

| evel: Sor/ Wiz 6
ComPoncnts: \/, 5, M
Casting Time: 1 action
Kangc: Medium

Targct: i living creature
Duration: 1 hour/level
Saving Throw: [ort spccial
SPc" Resistance: Yes
This horriblc, dark spe” causes the target’s bodily
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fluids to exit through his skin pores. This process is
slow but in many cases, all that is left behind is a dried
husk. Evcrg hour, if the target fails a Fort saving
throw, he loses 1d% (Constitution and 1d2 Strengtl’l
Points (this loss is not Pcrmancnt). [f the saving throw
is success?u!, the target doesnt suffer any damage
for that hour. charc“css of the saving throw’s rcsult,
the target is considered Fatigued for the duration of
the spcn. Thc caster can end the sPc” Prcmaturely if
he wishes so.

Materia[ component: An orange, which must be
squas}'}ecl with the caster’s hand.

Pass to the Othcr Side

Nccromancy

Levcl: Sor/ Wiz 4+

Componcnts: \/, 5

CastingTimc: i action

Kangc: Medium

Targct: i |iving creature

Duration: Permanent

Saving T hrow: [Fortitude negates

Spc" Resistance: Yes

Also called “Puslﬂ to the other side”, this spe” forces
someone dging to pass to the realm of the dead. |f the
dﬁing target fails to resist with his saving throw, the

spe” immcdiatel3 claims his life.

Fotent Brcw

E_nchantmcnt

Level: Sor/Wiz 1

ComPonents: 5

CastingTimc: i round

Rangc: Close

Targct: 0.5 liters of alcohol/level

Duration: 10 minutes/level

5aving T hrow: None

SPc“ Resistance: No

This spell turns any drink containing alcohol into a
Potent concoction ma‘(ing People more vulnerable to

the casters suggestions. The drink’s taste isn't al-



tered but anyone taking even a small seep must make
a [Fortitude save (multiple sceps aren’t cumu!atfve)
with DC 15; 5Pc” Rcsistancc can also counter the
effect. A failed save means that the person is intoxi-
catcc{, while a successful one means that he’s unaf-
fected }33 the beverage. While intoxicated, the caster
has a +2 bonus on any Charisma check or any skill
check using (Charisma as its !(63 ability against the
person. |ntoxication lasts for one hour, while the alco-

hol remains potent for 10 minutes/level.

Sacrifice of Blood

T ransmutation

chc|: Sor/\/\/iz 2

Componcnts: \/, S, M

Casting Time: 1 action

Kangc: Touch

Avrea: Blood inside a container

Duration: 1 clay/lcvel

Saving T hrow: None

Spc” Resistance: No

Tl’xis spe” allows the caster to use blood in order to
power his spcns, using the life force contained inside
it. T he SPe” enchants blood, which can then be used
as an additional material component for other arcane
SPells (even for sPe”s that do not norma”g have mate-
rial componcnts). |f it is used in this way, the sPc” is
cast as if the caster was two levels higlﬁer (the blood is
rendered Powerless cluring the Process). The blood
remains enchanted for | claﬁ/leveL

Matcrial component: Thc blood, which must be ex-
tracted from a single creature in sufficient quantfties
and Placcd in a suitable container. |f the caster drains
all the blood from a creature, he gets enoug!ﬁ for one
casting of the spc” from a Sma” creature, 2 doses
from a Medium creature, 4 from a Iarge creature, 8
from a Hugc creature, 16 from a Gargantuan one
and 32 from a Colossal (drafnfng more than one-third
of a creature’s blood gcncrany proves gataD. Tiny
and Diminutive creatures don’t contain enouglﬁ blood

for the sPc” to work. Thc arcane Potential of the

6%

blood dcpends on the creature it comes from. | he
blood of an animal can be used to cast 0 or 17 level
spe”s, the blood of a human can be used for Z”d level
sPe”s, the blood of a magfcal creature (a Feg for exam-
Plc) can be used for §rd level sPe”s and the blood of a
mytl’xical beast of great power (like a c]ragon) can be

used for 5th level sPc”s.

SuPchucl

Corjuration

| evel: Sor/\Wiz 3

ComPoncnts: \/, 5

CastingTimc: i action

Rangc: Fersonal

Targct: SCIF

Duration: 1 turn/level

Saving Throw: None

SPc" Resistance: No

This sPc” enhances the caster’s magical abilitg, but
also raPicuy clepletes his power. For its duration, his
caster level is increased bg i, for purpose of caster
level checks and for determining the variable, numeric
effects of the sPeII (incluc{ing range, duration, damage
etc). After the spe” expires, his caster level is de-
creased bg i for 1dé hours.

T abula Rasa

E_nchantmcnt

| evel: Sor/Wiz 7

ComPoncnts: \/, 5, M

CastingTimc: i action

Rangc: Medium

Targct: I creature

Duration: Permanent

Saving T hrow: Will negates

SPc" Resistance: Yes

This spc” allows the caster to wiPc the entire memory
of the target clean. [f the target fails his saving throw,
his memory is erased: he can’t use any class abilities
and all of his skills (except from !anguages) are re-

duced to zero ranks. Basc attack bonuses and saving



throws are halved.
Material component: A clag tablet engravecl with any

text, which is broken in two.

T he Beloved Dead

Nccromancg

chc|: Sor/Wiz4, Death 3

ComPoncnts: \/, 5

Casting Time: 1 action

Kangc: Personal

Area: Circlc of 50 Ft/lcvcl radius centered on the
caster

Duration:3 rounds,/level

Saving T hrow: None

Spc” Resistance: No

This dark sPe” reinvigorates the cater with the es-
sence of the c]ging in the ncarby area. Evcrg time
someone dies within the SPe”’s area of effect, a part
of his Flccting life force is claimed 133 the spc” and the
caster is fmmedfately healed of i hP per level or HD
of the deceased.

The E xact Science

Divination

chc|: Sor/\/\/iz e}

ComPoncnts: \/, 5

Casting Time: 1 action

Kangc: Long

Targct: i objcct or concentration of material
Duration: 1 round/level

Saving Throw: None

SPc" Resistance: No

Thc caster is able to measure any one concentration
of a material he looks on for the duration of the spe”
For cxamplc, he can gaze on a Pilc of golc] coins and
instant|3 tell that it has 5,781 coins. Or he can learn
that the stone golcm about to crush him wcights
2,541 Poun&s.

64

Thc Weird Fath

T ransmutation

Levcl: Sor/Wiz 6

Componcnts: \/, 5

CastingTimc: i action

Kangc: Long

Area: 1 elemental concentration up to 2 cubic
F’t/|evc1 (or a Portion of a largcr conccntration)
Duration: 1 turn/level

Saving Throw: None

SPc" Resistance: No

This sPc” is used to imbue one of the four natural
elements (air, earth, fire or water) with unnatural ciua|i~
ties. | hus, it is Possible for the caster to create cold
fire, cause stone to lose its colﬂerencg and become a
liquid, soli&i{g air or make a flammable fuel out of wa-
ter. Tl‘le exact details of a transmutation &epend on
the caster's imagination and the Judgmcnt of the
Game Master.

This spe” is also very effective against ele-
mental SPirits. A successful casting inflicts 1dé/level
clamagc or Possiblfj has othcr, more creative effects
depending on the way the caster uses it. SPfrfts how-
ever, get a Wl” save to negate any sPc” effects.

Thought Stcalcr

Divination

Level: Sor/ Wiz 3

ComPonents: \/

CastingTimc: I action

Rangc: (Close

Targct: I creature

Duration: [nstantaneous

Saving T hrow: Will negates

SPc“ Resistance: Yes

This spc” “steals” all knowlcdgc of the target about a
matter concerning him at the moment. |t traces all in-
formation Posscsscc{ by the target and connected in
some way to his Primarg thouglﬁt‘ For examPle, i the
target worries about the duke’s c{cclining health, the



caster can learn cvcr}jthing he knows about the
duke’s illness and the Polftica! intrigues reso!ving

around his health condition.

Thought Stealer Revisited

Divination

| evel: Sor/\Wiz 5

ComPoncnts: \/

Casting Time: 1 action

Kangc: (lose

Targct: I creature

Duration: |nstantancous

Saving Throw: Will negates

SPc" Resistance: Yes

As t/mught stca/cr, but the caster can choose what
he'll Iearn, which doesn’t have to be related to the
targct’s Primarg thought. Thc caster selects a spe-
cific topic and learns whatever the target knows

about it.

T ransmute magic

T ransmutation

chc|: Sor/Wiz 7

ComPoncnts: \/

Casting Time: 1 action

Kangc: Long

Targct i sPc”

Duration: Permanent

Saving Throw: None

SPc" Resistance: No

This wondrous sPe” allows the caster to changc
magica| effects, transmuting them to other effects.
| ransmute magic targets one arcane sPe” effect
within range. The targetecl sPe” may be altered to
resemble another spc” of equal level or multiplc sPc”s
with a total level equal to the level of the affected
sPcH. For cxamPle, if transmute magic targets a po/y—
mor/:u’7 other SPC” (a ‘ijh level spe”) that has turned a
man into a pig, the caster may decide to alter it into a
Ioo/ymor/:)ﬁ any o/j@ct SPC” (a!so a 4% level sPe”) that

will turn a ncarbg sword into a gauntlet or to an /nvisi-
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5///@ spe” (a an level spclb that will affect him and two
magic missiles (17 level sPe”s> that will strike his ene-
mies.

T}"Ié new sPe”s Proéuced bg the altered
spe” can have different targets than the original and
are considered to be cast bg the caster (For purposes
of dctcrmining range, duration, sPc” effects etc). T he
caster is unable to transmute a sPeH into something
that he doesn’t know (doesn’t have in his spc”book in
the case of a wizard or isn’t among his known spe” in
the case of a sorcerer) or is above his power to cast.
An arcane SPCH can’t be transmuted into a divine one
in any case.

llc the sPe” to be altered has been cast b3
another magjcian, the caster must first succeed in a
clispe| check (IchO +1 per caster IeveL up to +10,
against DC 11 + the sPc”’s caster level). [f he fails,
the sPe” isn't altered.

Whir|sand

[ vocation
Levcl: SOr/Wiz 3
Componcnts: \/, S, M
CastingTimc: i action
Kangc: Medium
Targct: I creature
Duration: 1 round/level
Saving T hrow: Ref special
Spc" Resistance: No

This spe” causes sand or dirt from the
ground to rise and rotate with great spccc] around the
target. Tl’]e sand or dirt becomes ultra-hard and each
Particlc can cause a minute wound at the sPccd it ro-
tates. |n effect, the target is ﬂagecl alive. On each
round, the target suffers 1d4 damagc and is blinded
from the dust cloud. A successful Reflex save allows
the target to retain his vision, but the damagc remains.
Movfng is more or less futile, as the miniature whirl-
wind homes in on the target, unless he submcrgcs in
water (in which case the whirlwind dissipates harm-

1655[3). The sPc” natura”y needs sufficient amounts



of sand and dirt to cast; it can’t be used indoors or on
a Paved road, for example‘
Material component: Some sand blown in

the air.

Vein Barrier
[ vocation
chc|: Sor/\/\/iz 5
Componcnts: \/, 5
Casting Time: 1 action
Kangc: 5 ft
E_gcct: Magical barrier » square ft/level Positioned
in front of the caster
Duration: 1 minute/level
Saving Throw: None
SPc" Resistance: No

This sPc” erects a mgstical barrier by en-
clﬂantfng the caster’s blood. At the completion of the
sPcll, the caster tyPicaﬂg cuts himself and sPrians
his blood in the air. T his inflicts d3 clamage on him,
but since it's done at the sPc“’s completion a concen-
tration roll isn’t necessary (oxc course, the caster can
carry an alrcady Preparec{ vial with his blood). T he
blood remains suspenaed in the air, Forming an intri-
cate web made of fine red filaments (its exact shape is
decided bg the caster, but it can’t exceed a total sur-
face greater than » square ft/level). Anyone coming
in contact with the filaments is affected !33 a potent
poison (contact D 20, initial damage 2dé Con,
secondarg damage 2dé Con). Mu|tiP!e doses of the
Poison aren’t cumulative, but when it has ran its
course (after clealing its secondarg clamage) someone
can be again affected by contact with the filaments.
The web has no real strength, 50 anyone can walk
through it (if he survives the Poison). Jtis very flexible
}wowever, and the filaments reconnect after someone
walks through thcm, retaining the web’s integrity. The

web is impervious to winds, fire or Phgsical attacks.
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The cosmos is divided in three concentric rings: the

outer, the middle and the inner ring.

T he inner ring

Thc inner ring lies at the center of the cosmos, al-
tlﬂough it was the last to be created after the victory
of order over chaos. Within it lies the so-called Physll
cal or mortal worIc{, but also many ot}'}ers, like the
ethereal and the astral P!anc and the realms of the
fae. Order is at its strongest here, so magic exists at

its weakest.

Thc “real” world

T he “real” world is called this way because its Primarg
inhabitants, the humans, believe it to be the only world
in the whole cosmos. Tl’le denizens of other worlds
know better of course. Also called the P]ﬁysical or
mortal wor|d, the real world lies at the very center of

the cosmos.

Thc ethereal Planc

The ethereal Plane is a Place of mists toucl’u’ng the
mortal world. Bcings in the ethereal Plane are not
Fu”g in the Phgsical world, but can nevertheless view
the events taking Placc there without bcing noticed.
Theg are also able to pass through any material ob-
stacle as if it wasn’t there and are imPcr\/ious to any
Physica! harm.

This hazy, disoricnting dimension is the prov-
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ince of ghosts, wraiths and other creatures with an
incorPorcal existence, includir\g of course the sPirits
of the land (w!’xo are able to travel between the two
worlds). Gatcs to the ethereal Planc from the Phgsxl
cal world are very rare, altl—zough some mortals may [Jg
accident find one |cacling to it and never be seen

again in their corporeal form.

Thc astral P]anc

The astral Planc is an even stranger Placc then the
ethereal P|ane. Onlg magicians with access to potent
sPe”s will ever cxPcricncc existence in this Planc.

[ xistence in the astral Plane is Pure|9 spirftual.
Thosc that enter it have left their bodies behind and
can move around unhindered }33 any limitation of the
flesh. Theg are comp]ctclg immaterial and no form of
matter can inhibit or damage them. Theﬁ are able to
move at normal specc{ towards any direction, even
against gravity. Among a few magicians it has been
Proposed thatif a way to increase the spccd of move-
ment and overcome some other obstacles could be
found, someone might be able to leave earth behind
and travel to other celestial bodies, at least SPfrftuaug

Numerous gates to the middle ring can be found here.

T he middle ring

Beyond the cthereal and the astral P|anc lies the
gigantic middle ring of the universe. Order is PowerFuI

here, but there are still cnough remnants of chaos to



Provic]e the middle ring with a potent magical aura,
giving birth to every kind of enchanted creatures.

The middle ring is a spinning wheel of inter-
connected worlds. (Chief among those are the nether-
worlds, home of the angc!s and demons. | he middle
ring contains some gates leadfng to the astral Plane,
since that's the closest part of the inner ring. \/crg
few gates lead clirectlg to the Plﬁgsical world.

The worlds of the middle ring function under
different laws than the inner ring. Fundamental Princi~
Ples dor’t changc; there is still gravity, action and re-
action, ligl’xt and darkness. T hese laws, however, may
be bent a little, due to the high amounts of magjcal
energy )qowing tlﬁrough the middle ring. This magic
also has a Progound effect on 1iving beings, shaping
their evolution. A human that could spend some dec-
ades in the middle ring would be mutated bg magic

towards something e!se, more bizarre and enchanted.

T he outer ring

The distance seParating the outer ring from the mid-
dle ring is ten times that between the middle and the
inner ring. The outer ring is the farthest reach of
creation, a mysterious Placc that is home to the great
E_tema| Fowers. No one has ever traveled there and
no gates are known to lead there. ]t is spcculatcd that
the outer ring is an endless void sPannec{ onlg bg the
FPowers or that it changcs 50 swhctly and random!y
that evades any attempt to describe it., Order is
thought to be at its weakest hcrc, although still hold-

ing tiglﬁt reins over the remnants of chaos.
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Acriko

Mcclium—Sizc ]:cy

Hit Dice: 5d6 (18 hP)

|nitiative: +8 (+4 Dex, +4 imProvecl initiative)

Spcccl: 30 ft

AC: 14 (+4 Dex)

Attacks: Shor’t sword +2 melee

Damagc: Short sword dé

Face/Reach: 5 ft by 5ft/5 ft

Spccial Attacks: Spe”s

Spccial Qualities: ]nvisibilitg, shapcchangc, SR is
Saves: [Tort +2, Ref +8, Will +5

Abilities: Str 10, Dex 18 (+4), Con 10, [nt 15 (+2),
Wis 12 (+1), Cha 14 (+2)

Skills: Climb +3, Hide +7, Listen +5, Spot +5
Feats: Aler’mess, ]mprovec{ |nitiative
Climatc/Tcrrain: An3 city

Organisation: Solita ry

Cha"cngc Kating: 2

Trcasurc: Standa rd

Alignmcnt: An3

Aclvanccmcnt Rangc: Bg character class

Aerika (sing. Aeriko) are the sad remnants of the
faeries’ Perfod of domination on [~ arth. When the
time came for humans to rule Earth and the faeries to
move on, some of them couldmt abandon their home-
land and stagcd behind, Iiving among men, hidden bg
their magic. But a life among mortals isn’t natural for
any faerie, so with time these faeries became de-

tached from the world, in the same way with the faerie
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realms, and Fina”y faded in the shadows of the mor-
tals’ cities and vi”ages.

Acrika have widcly different appearances, but
all of them when Perceived seem Par‘tia”y insubstantial
and removed from the mortal world. A careful watcher
may notice that aerika seem somehow connected with
buildings and city 1ocalcs, as if thcg have become
parts of the city. T heir behaviour varies as much as
their form. Some of them hate humans, considering
them responsiHe for the downfall of the faeries.
They seek to cause trouble and harm humans in any
way t}weg can. On the other hand, aerika can be qufte
friendly and playful, playing pranks and practical

jokes on humans. [f you hear the distant sound of

lutes and bells cluring a boring, dcprcssing day, itjust

migl’lt be that an aeriko is somewhere close.

Combat

Most aerika, even mallgnant ones, tend to avoid di-
rect confrontations, instead re|3ing on their natural
invisibility to conceal them. Thcg only strike at unpre-
Parea foes and are very adept at utilising the clement
of surPrise to their best advantagc. Thcg are also
quite creative sPe”casters, often using their spe”s in
an unconventional way.

Invisibilitg (Su): Acrika are natura”3 invisible, as a
continuous /}TTPfOVCd /nv/s/[)///zy spe” cast }35 a IZth
level caster. However, tlﬁeg can choose to make them-
selves visible to mortals whenever they wish to (as a
free action). Aerika can alwags Perceive other aerika.
Shapcchangc (Su): Aerika can shapccﬁangc, as per

the sPe”, at will, into any small, urban animal (aog, cat



ctc).
SPc”s (SP) Aerika cast sPeus as a ‘i*th level sor-

cerer.

AIPJuachra

Medium-Size (Jndead

Hit Dice: 6di2 (39 hp)

lnitiativc: +0

SPcccl: 30 ft ﬂying (goocl)

AC: 11 (+1 deflection)

Attac‘(s: Farasite +% melee

Damagc: Farasitc 0

Facc/Rcac]'l: 5 ft by 5ft/5 ft

Spccial Attacl(s: Parasite

SPccial Qualitics; ]ncorporeaL undead

Saves: [Tort +2, Ref +2, Will +5

Abilities: Str 10, Dex 10, Con —, |nt 10, Wis 10,
Cha ¢ (-2)

Skills: | isten +6, Spot +6

]’:cats: Alcrtness

Climate/T errain: Any

Organisation: SOhtar‘}j

Cha"cngc Kating: %

T reasure: None

Alignmcnt: Alwags neutral evil

Advanccmcnt Kangc: 7-10 HD (Mcdium~5izc)
A1P~|uachra are dreadful SPirits of hunger and famine
that feed on the |iving, causing them irresistible hun-
ger that can’t be satiated }33 any amount of food.
Thcg come from another dimension which is said to
be a world where no crops have grown for centuries.
Alp—luachras are the sPirits of the cursed denizens of
that wor|cl, who now roam other worlds in search of
food and satisfaction. | he only way to satisfy their
ravenous }wunger is to enter the bodies of mortals and
steal their nourishment. Theg care for nothing more
than new victims, but evil magicians have been known
to bind them and use them as assassins that can ef-
Fectiveb 5133 their targets without any suspicions of

murder or Poisoning.
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Common monster abilities

To save space, the most common creature
abilities are summarized here. T hese abilities
applg to all creatures of the same “tgpe”.
T hose with the “Feg” type are discussed with
more detail later on.

Aberration: Darkvision 60 ft.

Dragon: Jmmune to sleep and Para|3sfs ef-
fects.

Firc subtch: ]mmune to fire damage, but
takes double clamage from cold unless a sav-
ing throw for half damage is allowed (in which
case it still takes half damagc on a successful
save).

Giiant: Darkvision 60 ft.

IncorPorca|: Tlﬁis creature has no Pl—rgsical
boc]g and can be harmed only bg other incor-
Poreal creatures or }33 +1 or better magical
weapons and bg sPc”s, sPc”Jikc abilities or
supematural abilities. |t is immune to all non-
magical attack forms. Evcn when attacked
with magical weapons or spe”s, it has a 50%
chance to ignore any clamagc froma corporeal
source (except from force effects or attacks
made with a g/nost touch sPc”). An incorPo~
real creature has no natural armor but has a
deflection bonus Cqual to its (_harisma modi-
fier (alwags atleast +1 ) lncorporea| creatures
pass through solid objects at wi”, but cannot
pass tlﬁrough force effects. Their attacks
pass through natural armor, armor and shic!ds,
ignoring them (deflection bonuses and force
effects still work). Thcy move silcntly and
cannot be heard with | isten checks. Tlﬂeg
have no Strcngth scores, so Dcxtcrity is
used as a modifier to both melee and ranged

attacks.




Combat

AIPJuachras alwags strive to enter a mortal’s boc]g.

Parasite (Su): By succeeding in a melee touch at-
tack, the A|P~1uachra can enter someone’s boc[g
through his mouth and nostrils if the target fails a
Fortitude save (D 20). When inside the bodg,
AlpJuachras are not visible and coil around the stom-
ach, stealing any nourishment the victim gets. | his
causes an insatiable Eunger and the victim soon
wastes away unless the Alp—]uachra is driven from his
boclﬂ. This can onlg be done with the help of magic: a
dispel evil spell will succeed in this task, as will placing
the victim inside a magic circle against evil (the spirit

will be left outside the circle).

Bachlach

Largc (Ta") Giant

Hit Dice: 10d8+50 (95 hp)

lnitiativc: +0

SPcccl: 40 ft

AC: 17 (+8 natural, -1 size)

Attacks: Huge greatc!ub +14/+9 melee

Damagc: Huge greatclub 2dé+10

]:acc/Rcacl'l: 5 ft bg 5ft/10ft

Spccial Attacks: Spc”s

SPccial Qualitics; Blinclsight, SR 15

Saves: [Tort +12, Ref +3, Wil +5

Abilitics: Str25 (+7), Dex 10, Con 20, (+5) |nt 10,
Wis 15 (+2), Cha 13 (+1)

Skills: [ntimidation +8, | isten +12, Sense Motive
+8, Spc”cralct +8, Spot +12

]:cats: Fower Attacl(, WeaPon ]:ocus (greatclub)
Climate/T errain: Ang

Organisation: Solita ry

Cha”cngc Rating: 6

Trcasurc: Stancla rd

Alignmcnt: (/lsuauy lawful evil

Aclvanccmcnt Kangc: 10-12 HD (Large), 135-18
HD (Huge)

Bachlach are facries resembling black-skinned ogres.
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Magical bcastz Darkvision 6o ft and Iowlight
vision.

Qutsider: Darkvision 60 ft. A slain outsider
cannot be raised or rcsurrcctcc/, a|tl’lough a
miracle or wish sPe” can restore him to life.
Unclcacl: Jmmune to Poison, sleep, Paralﬂsis,
stunning, discasc, death effects and necro-
mantic effects. Theg ignore minchmquencfng
effects (charms, compulsions, Phantasms, Pat~
terns and morale eFFects). TI’ICH are not af-
fected }33 critical hits, subdual damagc, abi!ity
clamage, abihtﬂ drain or energy drain. Theg
have no (Constitution scores and are immune
to any effect requiring a [ortitude save
(unless it affects objccts). thn making Con-
centration cl’xecks, an undead spellcaster uses

his Charisma modifier. ( Jndead have darkvi-
sion 60 ft and can be healed }33 negative en-

ergy (such as an inflict wounds SPCID- (ndead

are clestroged if theg’re reduce to O or less hit
Points and cannot be raised Kesurrection

can affect them, however.

Tlﬁey are both tall and wide, with a ﬂabbg, muscular
bodg. Tusks emerge from the lower Part of their
mouth and bend to reach towards their nose.

These Physica”y intimic]ating faeries are used
}33 the Unsee!ie Court to guarcl enchanted Places
like faerie groves, gates and other Places of interest.
Tlﬁeg’re not very quicl( or inte”igent but possess the
strength requircd to deal with intruders. They are
savage and sinister beings, always striking to kill and
are said to consume the bodies of their opponents in

bursts of uncontrollable Iﬂunger.

Combat

Bachlach trust in their huge club to fell their enemies.
Tlﬁeg erﬂjog cruslﬂfng the bodies of intruders and use




their magical abilities onlg to soften them, Prcxccrring
to deal the Finishing blow themselves. Theg dont for-
get their c{utg however; if intruders retreat outside the
P!ace t}weg Protect, theg won’t pursue them.
bhnc’sight (Ex): Bachlach have an incredibly acute
sense of smell. Tlﬂeg are able to smell even the tiniest
insect from 100 ft away and their sense is sharp
enough to reveal to them the exact location of any
intruders.

SPc”s (SP) Bach!ach cast spells as 7% level sorcer-
ers. They draw their power from the enchanted Place
theg guarcl‘ T his means that if a Pachlach leaves the
Placc and travels more than 100 ft away, it is unable

to cast any SPC”.

BenVa rrey

ak.a. Ceasg, Dinng Mara, Merman, Merrow
Mcdium-—Sizc Fcy

Hit Dice: 4dé+8 (22 hp)

lnitiativc: +7 (+3 Dex, +4 improvec[ initiative)

SPcccl: 30 ft, 30 ft swim

AC: 13 (+3 Dex)

Attac‘(s: Shor’c spear +2 melee

Damagc: Short spear dé

Facc/Rcac]'l: 5 ft by 5ft/5 ft

Spccial Attacks: Spc”s

SPccial Qualitics; SEaPechange

Saves: [Tort +3, Ref +7, Will +4

Abilities: Str 10, Dex 16 (+3), Con 14 (+2), |nt 12
(+1), Wis 10, Cha 14 (+2)

Skills: | isten +6, Sense Motive +4, 5P0t +6, Swim
+14

Feats: ]mProvecl |nitiative

Climate/T errain: Ang sea

Organisation; SOIftary, Pair, Pack (»-10) or band
(25-100)

Cha"cngc Kating: 2

Trcasurc: Standard

Alignmcnt: USuang neutral evil

Advanccmcnt Kangc: Bg character class
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(ommon ch abilities and weak-

NESSES

I:eﬂs, also called faeries, fairies or fae, are
among the most impor‘tant creatures in | ran-
scendence, so their abilities and weaknesses
will be given more detail here.
]:635 have lowlig!ﬁt vision.
Thcy are able to s/oeak with animals, as
per the spe”, at will.
char&lcss of Damagc Reduction,
weapons made of cold iron will a[wags
hurt a Fey. Moreover, as Fcys are espe-
cia”g sensitive to that element, cold
iron weapons will deal an extra +2 dam-
age on them.
COH iron may also be used in another
fashion against Fegs. Cold iron dust
may be sprir\klec{ in a line ]CC\ljs will find
impassable‘ The 1[63 cannot cross the
linc, unless it makes a successful WI”
save (D 15), nor can it_jump over the
line. [However, the faerie can bgpass
the line }33 going around it or bg ﬂging
overit (if it is able to Fly)
Most faeries, befng magfcal }33 nature,
are able to wield a form of raw, chaotic
and undfsciplfned magjc. They call this
magic of theirs “'glamour”. As it resem-
bles the natural magic wielded }33 sor-
cerers, in game terms most faeries are
able to cast speus as if theg were sor-
cerers of a certain level (the sPc”cast~
ing powers of faceries differ from kin to
l<in; more information can be found in

each Fey’s entrg).




Pen \/arrcgs are a race of mermen and mermaids
&we”ing in the waters near the coasts of E_urope.
Thcg are capricious creatures that consider all land
creatures and esPeciang mortals to be insignhcicant
forms of 1hcc, existing orx|3 to amuse them. Thcy erjoy
using seéucing magic to lure mortal men and women to
a watery death. Theg also make Frcqucnt but short
Joumeys to land to wreak their mischief and havoc.
Bcn \/arregs are suPPortcrs of the Ur\scclic Court,
but not fierce ones. Tl‘leg aid the Court’s Plans when
they feel like it and cspcciany when thcg have the
chance to put their specfal skills in use without leaving
water.

Roanes are their sworn enemies in the seas.
Pen Varrcy clans often clash with the SCkaCS tribes.
Ben \/arregs think of Roanes as abominations that
are an obstacle to their dominance over the scas.
Legends describe the common ancestry of Ben Var-
reys and Selkies and how the Pen \/arrcys broke
many laws of their PeoFJe and turned into sometlﬁing

else: not comPIctc|3 human but neither sea life.

Combat

Ben Varreys are usua”g armed with short spears,
which are very effective in the water. Bcing cowarc”g
at }weart, tlﬂey commonb flee when tl’xeg’re alone or
faced with numerous foes. On the other hand, a Pacl<
or band of Pen \/arreys attacks Fiercelg, using their
numbers to overcome their foes.

Shapcchangc (Su): A Den \/arrey can assume the
form of a human bcing whenever it wants (as a stan-
dard action). ln that Form, he takes human characteris-
tics but retains his gcncral appearance and is able to
breath in the air and walk on the land. [e can main-
tain this form for an unlimited duration, but most Pen
\/arregs get dePressed when t}weg’re away from the
sea for long.

SPc“s (SP) Ben \/arregs cast spe”s as 2™ level
sorcerers. Theg favour seduction and enchantment

SF'C”S, 111(6 charmperson‘

7%

Black Annis

Mcclium—Sizc Fcy

Hit Dice: 8dé+24 (52 hp)

Initiativc: +3%

Spccd: 30 ft

AC: 17 (+§ Dex, +4 natural)

Attacl(s: 2 Claws +9 mclcc, i bite +4 melee
Damagc: (Claw d4+4, bite dg+4

Face/Reach: 5 ft bg 5ft/5 ft

SPccial Attacks: Destrog beauty, spens, sPe”~!ii<e
abilities

SPccia| Qualitics: SR 16

Saves: [Tort, Ref, Will

Abilities: Str 19 (+4), Dex 16 (+3), Con 16 (+3), |nt
17 (+3), Wis 14 (+2), Cha 14 (+2)

Skills: |ntimidation +10, Knowleclge (arcane) +8, | is~
ten +8, Sense Motive +10, Spelleraft +12, Spot +8
Fcats: I:_mpower spe”, E_nlarge SPeu
C|imatc/Tcrrain: Tcmperatc forests or grasslands
Organisation: Solitarg, Pafr or Pack (3-5)

Challenge Rating: 6

Trcasurc: Sta ndard

A|ignmcnt: Any evil

Ac]vanccmcnt Kangc: 53 character class

These Unscclie facries are said to once have been
part of the T uatha De Dannan tribes. Beautiful
}chonc{ any dcscription, they were arrogant and
Prfc{e, often using their charms to get what theg
wanted. After a failed attempt to seize power, thcg
were forced into exile !33 the other T uatha and
cursed to assume visages of 1cgcnc|ar3 uglincss.
T}ﬁeg now roam the world without any purpose, envy-
ing every beautiful thing. Thcg onlg derive Plcasure
from Aestroging }Jeautg, either with their magic or

black-steel talons.

Combat

Black Annis are fearless creatures in combat, pos-
sessing the Phgsical prowess and magic necessary to

deal with most oPPonents. ]F theg have the chance,



they like to wound opponents with their claws, lcaving
them alive but Iﬁorriblg scarred forlife.

Dcstroy bcauty (F_x): The Annis’ talons are de-
formed and twisted, inﬂicting horrible wounds and
infecting them will all sorts of bacteria that inhibit
proper l’lealing‘ Every time someone is hit by the An-
nis’ claws and he fails a Reflex save (DC 15), the
claws hit him in a Par‘ticularlg visible area, like the face,

and cause a permanent loss of one Charisma Point.

SPc”s (SP) Annis cast sPe”s as 9th level sorcerers.
Spc”-likc abilities (SP): 5/c]a3 — animate dead, be-
stow curse, /orotect/on from gooc/, inflict moderate
wounds, 1/day ~ inflict serious wounds, polymorph
other. TI"IéSC are as the SPC”S cast 233 a iOth level
sorcerer (save DC i 2+5Pc”’s Icch.

Boobrie

Largc ﬂ_a”) Magical bcast

Hit Dice: 6dio (33 hp)

lnitiativc: +5

SPcccl: 30 ft, 60 ft ﬂying (goocl)

AC: i7 (+5 Dcx, +7% natural, ~1 sizc)

Attac‘cs: beak +5 melee

Damagc: Bcak ds+2

]:acc/Rcacl'l: 5 ft bg 5ft/10ft

Spccial Attacks: Curse

SPccial Qualities: -

Saves: [Tort +5, Ref +o, Will +4

Abilities: Str 15 (+2), Dex 20 (+5), Con 10, |nt 15
(+2), Wis 15 (+2),Cha 1o

Skills: | isten +8, Spot +8, Wilderness | ore +8
]’:cats: ﬂgby Attack, Track

(Climate/T errain: Temperate lakes, rivers and bogs
Organisation: Solitarg or pair

Cha"cngc Kating: 2

T reasure: None

Alignmcnt: A!wags neutral

Advancement Kangc: s-toHD (Largc), 11-15 HD
(Huge)

A Boobric is a hugc black water bird with faerie ori-
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gins, much feared for its abi]ity to curse those who
harm them orjust get in their way. Am’xough not evil,
thcg have a nasty disposition and are cxtrcmc|3 bad-
temperecl. Tl’l€3 feed upon the cows and slﬁeep of
Farmcrs, who know better than to oppose them. Bc~
ing arrogant and rude, tl'ley dont like other faeries
much and thcg’re not cspccia”g happy about humans
stro”fng across their territory either. T}weg are excel-
lent trackers and can Providc a lot of information

about woodlands if theg can be Persuaclecl to help‘

Combat

When angcrcd, a Poobrie will always take off and
return with a ﬂyby attack, if it has the chance. Other-
wise, it puts its beak into good use. Ar\yonc oppos-
ing itis certain to be cursed by it.

Cursc (Su): Boobrics are infamous for their abilit3
to curse their enemies. Once per round a Poobrie,
as a standard action, can curse someone as pera be-
stow curse SPe” cast }35 al Ith level caster. The boo~
brie can also use another tgpc of curse, again once
per round, while attacking with its beak. [f the attack
is successful, the Boobric can curse the wound it
causes so that it cannot be healed tl’xroug!n magica!
means (lil«i cure spe”s>. Natural hca[ing is still effec-

tive, however.

Caillech Bheur

Largc Fcy

Hit Dice: 14dé+56 (105 hp)

|nitiative: +O

Spccd: 40 ft

AC: 15 (+6 natural, -1 size)

Attacks: 2 (Claws +12/+7 melee or staff +i2/+7
melee

Damagc: (Claws d4+5 or staff dé+7
Facc/Kcach: 5 ft [33 5ft/10ft

Spccia| Attacks: Spc”s, sPe”Jike abilities
SPccia| Qualitics: 5K 20, turn into wind
Saves: [Tort +8, Ref +9, Will +15



Abilities: Str 20 (+5), Dex 10, Con 18 (+4), |nt 22
(+6), Wis 22 (+6), Cha 10

Ski"s: Hide +10, Knowlcdge (arcane) +18, | isten
+12, Sense Motive +1 6, SPe”craFt +138, Spot +12
Fcats: Empower sPe”, Enlargc spc”, Maximise sPc“
(Climate/T errain: Any mountain

Organisation: Solitary

Cha"cngc Kating: K¢}

T reasure: Doublc items

Alignmcnt: Ang

Advanccmcnt Kangc: Bg character class

The Caillech Bheur are among the most ancient and
Powcncul of the faerie folk. A race of gigantic hags,
they appear as enormous crones. Tl’leg live in the
highcst mountains of Europc, but sometimes come
down from their reucuges for their own purposes.
These joumcgs are almost always associated with
clﬂanges in the weatl—uer, for these l’lags are masters its
masters.

(aillech Bheur are a reclusive race that does
not usua”g interfere with the business of mortals.
Some of them are benfgn, some malicious and some
neither, but all have the same ancient wisdom and age

that insPires mortals with awe and fear.

Combat

Cai”cch Bheur are reluctant to enter combat, as
they deem it below them. [f such a case is unavoidable
howcver, thcg most Iikely relg on their spe”s and magj-
cal powers instead of their natural weapons.

Spcns (SP) Cai”cch thur cast sPc”s as 1| 7_th level
druids. T}weg favour sPe”s dealfng with the weather
and the four elements.

SPc"—likc abilities (SP) §/clag ~ control winds, ice
storm, sleet storm, 2/ c]ag — control weather, wind
walk, i/&ag whirlwind.. T hese are as the SPe”S cast
bg a 16% level sorcerer DC ]O+5Pc”’s level to re-
sist).

T urn into wind (Su): As a standard action, a Cail-
lech Bheur can assume a wind-like state. |n this state,

she is incorPorcaI (shc can’t pass through airtight
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obstacles howcvcr)cast }35 a Iéth level sorcercr) and
she can Hy with a movement rate of 80 ft (good). 5}16
can't however use any of her sPc”s or spc”—likc abili-

ties.

Cait Sith

Ting Magical Beast

Hit Dice: 2dio (i1 hP)

|nitiative: +4

Spccd: 30 ft

AC: 14 (+2 Dex, +2 size)

Attacks: 2 claws +6 melee, bite +1 melee

Damagc: (Claw d2-4, bite d3-4

Face/Reach: 2.5 ft }33 25ft/0ft

SPccia| Attacks: SPe”Jike abilities

Spccia| Qualities: Enlargc, incredible reflexes SR
10

Saves: [Tort +3, Ref +7, Will +1

Abilities: Str 3 (4), Dex 18 (+4), Con 10, |nt 10,
Wis 12 (+1), Cha 13 (+1)

Skills: Balance +10, Climb +8, [Hide +15, | isten +4,
Move Silcntly +10, Spot +5

Feats: Weapon Finesse (claw, bite)
C|imatc/Tcrrain: Any land

Organisation: Solitarg

Cha"cngc Kating: 2

T reasure: None

A|ignmcnt: Alwags neutral

Ac]vanccmcnt Kangc: 3-5 HD (Ting}

Cait Sith are enchanted, intelligent cats that accom-
pany many faeries and are rarelg seen bg mortal eyes.
Thcy have an cxtraorc{inary blue fur (sometimes with
black stripes) and Piercing red eyes with 3euow slits. |t
is said that they can communicate with their faerie
masters and sometimes talk to mortals tl’xeg encoun-
ter. Much like normal cats, Cait Sith are wild and
unPreclictable and caution must be shown upon meet-
ing one. Thcy like to Plag with their prey before de-

vouring it.



Combat

Cait Sith rarely enter combat, except to defend their
faerie masters. As most cats, t}weg tend to disappear
in front of any c[angcr, except if thcg are certain theg
can overcome it. |n any case, Cait Sith are inte”igent
cnough to follow clever tactics, surprising those who
assume tlﬁeg’re giglﬁting “lust another cat”. They are
prone to use their enlarge ability at the most advanta-
geous time.

E nlarge (Su): Cait Sith have the magical ability to
enlarge themselves, almost tripling in size. Theg dont
lose any of their litheness and grace in their new form,
but are considerably more aangerous. While
cnlargcc{, Cait Sith are of Medium Sizc (AC 12),
their Streng’ch is increased to 18 and theg get more
effective natural attacks (claw d4+4 damage, bite
dé+4+ damage) and t}wey gain a +2 Fortitude bonus
and 15 temporary hit points. Assuming this form (or
retuning back to the Cait Sith’s origfnal one) is a
standard action.

|ncredible reflexes (E x): A Cait Sith is never fat-
footed and cannot be ﬂankcd, cxccpt }33 a8th level or
}wiglﬂer rogue or assassin. If it saves successxcung
against a sPc” that allows a Rcﬂcx roll for half dam-
age, a Cait Sith takes no damage instead.

Spc”-likc abilities (SP): At will - /nvis/bi//tﬂ, faerie
fire. T hese are like the sPe”s cast bg a 5th level sor-
cerer (the DC toresistis 11 +sPe|1’s 1cvc1).

Coblynau

aka. Blue Cap, Knocker
Small Fcy

Hit Dice: 4dé+12 (27 hp)
|nitiative: +O

Spcccl: 20 ft

AC: 10

Attaclcs: Heavy Pick +4 melee
Damagc: Heavg Pick dé+2
Face/Reach: 5 ft by 5ft/5 ft
Spccial Attacks: Spe”s
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Spccia| Qua|itics: Darkvision 90 ft, meld with earth,
smell ore

Saves: [Tort +4, Ref +3, Will +4

Abilities: Str 14 (+2), Dex 10, Con 17 (+3), Int 12
(+1),Wis 12 (+1), Cha 11

Skills: Craft (stonecutting) +10, Craft (mining) +10,
Listen +5, Spot +5

Fcats: Alertness

Climate/T errain: Any unc]ergrounc{

Organisation: Solitary, Pack (2-8), tribe (15-500)
Cha"cngc Kating: 2

T reasure: Double coins

A|ignmcnt: USuaﬂg lawful neutral

Ac]vanccmcnt Kangc: 53 character class

Coblgnaus (sing. Coblgnau) are faerie miners that
dig |ong tunnels searclﬁing {:orgold and other valuable
metals. Grotcsqucb uglg, they are interested onlﬂ in
their mines and unc!erground cities, which are some of
the best fortresses in Europc. Thcg dislike other
facries and mortal races and are very Protective of
their unc{crgrounc{ realms.

Coblgnaus weren’t alwags |iving under the
carth. chcorc the faerian wars thcg lived in seclude
va”egs. When the war reached t}wem, theg were forced
to retreat in c{ccp caverns to avoid extermination.
T here, tlﬂey discovered a world tlﬁeg consider equa|
in beautg to the surface world. Thcy no Iongcr desire
to live on the surface, being happg in the under-
ground.

Combat

Cob!gnaus are Peaceful most of the time, but can
turn to violence in the rare instance that their tunnels
are invaded bg outsiders. \When going to war, t}'}ey
relg on their numbers and their suPcrior kxwowlcc{gc of
the unclergroun& world, Pre{:erring to lead enemies
into co”apsing tunnels and other such traps instead
of Figlﬁting directlg. T heir tactics usua”g make goocl
use of their meld with earth abilitg, for cxamplc to lead
their foes down a dead end and &isappear into the

stone,Just as their comrades seal the other end of the



tunnel.

Meld with earth (Su): As a standard action, a
Coblynau can meld with earth. This is similar to the
meld into stone sPe”, except that a Cob!gnau can
move through stone when melded with a specc] of 20
fr. A Cob|9nau can remain melded for up to one hour
per c]ag (this duration can be sPrcad over several
uses of the ability,)ust as Iong as the total duration
doesn’t exceed one hour per clay).

Smc" ore (E_x): Cobbnaus have an almost super-
natural ability to detect rich veins of ore. Thcy can
detect ore from 300 ft away and fnstantlg be able to
tell the type of mineral (go|c], silver, copper etc) and
the extensiveness of the vein. As a side-effect of this
ability, Coblynaus are never lost undcrgroun&, even
when t}ﬁeg’re melded with the carth.

Spcus (SP) Coblgnaus cast spcﬂs as 5"1 level sor-

cerers.

(oraniaid

Small Fcy

Hit Dice: 16dé6+32 (88 hp)

|nitiative: +2

Spcccl: 20 ft

AC: 16 (+2 Dex, +3 natural, +1 size)

Attacks: Daggcr +10/+5 melee

Damagc: Dagger d4-1

Face/Reach: 5 ft bg s5ft/5 ft

Spccial Attacks: 5Pens, sPe”Jike abilities

Spccial Qualities: ]nvisibilitg, shapechangc, SR 20
Saves: [ort +7, Ref +12, Will +15

Abilities: Str 8 (<1), Dex 14 (+2), Con 15 (+2), |nt
24 (+7), Wis 20 (+5), Cha io

Skills: Bluff +10, Gather |nformation +15, [Hide
+12, |ntimidation +13, Knowleclge (arcane) +20, | is-
ten +12, Movc Silcntly +12, Spc”crauct +15, Scnsc
Motive +14, SPot +12

Feats: EmPOWCr Spcll, Enlargc Spc”, Maximise
SPCH, Silent SPC”, Weapon [inesse (dagger)
Climatc/Tcrrain: Ang
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Organisation: Solitarg

Cha"cngc Kating: Xe}

Trcasurc: Doublc items

Alignmcnt: A!wags neutral evil

Aclvanccmcnt Kangc: 53 character class

Wl’}en the faeries retreated from the lands of the mor-
tals, the Unseclic Court left behind some of its most
Powergu! agents to cause trouble and maglﬂem to the
hateful human socicty. Thcsc Powchu! servants are
called the Coraniaids and are said to be 25 in num-
bcr, sPrcad across the world. Each one of them
works in&epen&entla and is in control of an extensive
spy nctwork, which allows it to gathcr a wealth of in-
formation about its targets.

The Coraniaids use this information, along
with their minions and formidable powers of illusion
and sorcery, to infiltrate human society and organisa-
tions and then (Jestrog them from the inside. Tlﬂey
are master manipulators and often use the weak-
nesses and Passfons of humans against them, causing
distrust and grccd to consume and c{cstroy their ene-
mies without revealing their presence.

(oraniaids are natura”g invisible, unless they
want to be seen }33 someone. [f their form is per-
ceived, thcy appear as horrible caricatures of humans
and faeries, combining distorted, Per\/erte& features
of both races. |n rcalitg, (oraniaids are a disgusting
}ﬁgbricl of human and facrie created by the greatest
sorcerers of the Ustcclic Court. |n this way, thcy
have the natural curming and subt|et3, as well as the
enchanted nature of faeries, combined with the mind
of a human that can understand human Personahty
and social structure better. The Coraniaids are very
successful in their task, Perlﬁaps being responsible for
many destructions Plaguing human realms, such as
wars and revolts. Wl’}at the Unseelie Court hasn't
yet realised is that (Coraniaids hate it as much as thcy
hate humans. After all, it was the Unsee|fe Court
that condemned them in such a warPcc{ existence.

Thus, the Coraniaids have began to work against



their masters, using their subtlctg and power to bring
the destruction of those who equippeci them with

those very powers.

Combat

Coraniaic{s don’t enter combat Frequenﬂg; most of
the times thcy Prcxcer to let their numerous minions to
deal with any Phgsica| threat. | his is not to say that
they’re weak; if the need arises, thcg can prove
&eacﬂg enemies in combat, using their many magfcal
powers to c{cstroy their foes.

lnvisibilitg (Su): (oraniaids are natura”3 invisible.
This function as a continuous improved invisibility
spe” cast by al 6th level sorcerer. rﬂowever, theg can
choose to make themselves visible if they want (this is
considered a free action). When AOing 50, theg can
also choose who will be able to see them and who
won’t.

Shapcchangc (Su): As a free action a (oraniaid
can shapechange, as per the sPell, into any human.
Spcns (SP) Theg cast spc”s as I‘%th level wizards
specialisfng in the [lusion school (theg usua”g take
I vocation as the Prohibitcd school).

Cu Sith

aka. Cwn Annwn

Medium-Size Magical Beast

Hit Dice: 3ds+¢ (19 hp)

|nitiative: +6 (+2 Dex, +4 imProved initiative)

Spcccl: 40 ft

AC: 16 (+2 Dex, +4 natural)

Attacks: Bite +5 melee

Damagc: Bite d6+2

Face/Reach: 5 ft by 5ft/5 ft

Spccial Attacks: 5P61|~lil<e abilities, howls in the
night

SPccial Qualities: E_nlarge

Saves: [Tort +5, Ref +5, Will +2

Abilities: Str 15 (+2), Dex 15 (+2), Con 15 (+2), |nt
8(-1),Wisi12(+1),Chaio
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S‘Lius: | isten +5, Spot +5, Swim +5, Wilderness
| ore +4

Fcats: Improvcd |nitiative, Track

Climate/T errain: Any land

Organisation: So]itarg or Pack (2-6)

Cha"cngc Kating: 3

T reasure: None

Alignmcnt: Alwags neutral

Aclvanccmcnt Kangc: -

Cu Sith are faerie hounds the size of a small bull with
a brilliant green fur and white eyes having no Pupils.
TI"I@SC dogs dort bark omcten, but when t!ﬁeg cio, theg
can be heard miles away. Thcy possess a ncarlg
manOlike intellect but are quite aggressive against
mor’tals, while bcing very |03al towards their faerie
masters. |t is said that these magfcal creatures can
speak the language of mortals if they want so, but

usua”g tl’;ey remain silent.

Combat
Be]corc cntcring combat, Cu Sith commonlg use

their magical power to increase their size. | heir
Frightcning howls usua”y cause their opponents to
flee in terror.

F_nlargc (Su): Cu Sith have the magical ability to
en|arge themselves, almost tripling in size. Tlﬁeg dont
lose any of their litheness and grace in their new form,
but are consicleraHg more dangerous‘ While
enlargcd, Cu Sft!’] are of Largc Sizc (AC 15), their
Strengtlﬂ is increased to 20 and theg get more effec-
tive natural attacks (bite di0+5 damage) and they
gain a +2 Portitude bonus and 15 temporary hit
Points. Assuming this form (or retuning back to the
Cu Sith’s original one) is a standard action.

Howls in the nig|1t (Ex): When in the presence of
Iﬂowling Cu Sith someone has a -2 morale Pena|t3 to
his WI” saves.

SPell-likc abilities (SP) At will -~ faerie fire, 5/&33 -
/nwls/bi//ty, true strike. | hese are like the sPc”s cast
bg a 5% level sorcerer (save D ]O+5Pe||’s level).



Cﬂhgarcth

ak.a. Panshee, Beamnighe, Bean Sidhe, Caofneg

Medium-Size (Jndead

Hit Dice: 10d12 (65 hp)

lnitiativc: +3%

SPcccl: ﬂy 30 ft (goo&)

AC: 16 (+3 deflection, +3 Dex)

Attac‘(s: Chill touch +8 melee touch

Damagc: Chx” touch d1 2+5Pccia|

]:acc/Reacl'l: 5 ft by 5ft/5 ft

Spccial Attacl(s: Chill touch, sPc”s

SPccial Qualitics; ]ncorporeal, sense doom, undead

Saves: [Tort +3, Ref +6, Will +12

Abilities: Str —, Dex 17 (+3), Con —, |nt 13 (+1),

Wis 20 (+5), Cha 16 (+3)

Ski"s: Concentration +10, Knowleclge (arcane) +11,

[ isten+12, SPeHcraFt +9, Spot +12

Feats: Doc{ge, Mobilitg

Climate/T errain: Ang

Organisation: So!iotarg

Cha"cngc Rating: 5

T reasure: None

Alignmcnt: A]ways neutral

Aclvanccmcnt Kang t -

Cﬂhgarcth (or banshees as thcg’re also ca”ed), are

SPiritS of the dead that are great13 feared }39 mortal

men. ] hese spirits resemble beautiful but ghostly

women. Tlﬁeg do not sPeak or communicate with any-

one and the onlg sound coming out of their mouths is

their Pithcul, terrible wail. T his wail is a warning that

someone will soon die. T his doom is not inevitable; it

scems that banshees on!g warn about the coming of

death. Sometimes, banshees “adopt” families, staying

close to them and divining the doom of their members.
Panshees are said to be a cursed race of

faerie Propl’xetesses who liked to made Proplﬁesies of

death and gloom. Thc other faeries cursed them for

this and thus tl’xey became undead creatures filled

with loneliness and sorrow. They still continue to do

what tlﬂeg knew best during their lives, that is to divine
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the death of other Pcoplc. This only gives thcmjoy in
their lonely world. When the moment of death divined
comes, thcg are overwhelmed b3 contrary Fcclings:
t}weg certain!y get a Feeling of success for their truth-
ful divination, but also feel that this ends their proph-
esy and t}weg must move to another person. Thus,
thcg never gain any satisfaction from their Prophcsics
and Perlﬂaps that's their curse. Nevertlﬂeless, theg
take their Prcdictions very scriouslg and will take
measures to ensure that t!’xeg’“ succeecl, not wanting

someone or somcthing ruining them.

Combat

A banshee will on|3 enter combat if she’s attacked or
to stop someone from ruining her divination bg trying
to avert the Proplﬁesisea death.

C"Il” touch (Su): A successful melee touch attack bg
the banshee deals di2 damage to the victim, who
must also make a [Fortitude save (D 16). Failure
means that he’s Paralgsed for d8 rounds.

Scnsc doom (Su): Bg looking upon a mortal, a ban-
shee can see how he will die. T his is not an absolute
fate; it’sjust a Possiblc version of the future. Often,
5teP5 can be taken to avoid cleatlﬁ, a|‘chougl’1 anyone
cloing so will earn the banshee’s enmity.

SPeus (SP) A banshee can cast spens as a 8" level

sorcerer.

Dragon

Colossal Dragon

Hit Dice: 32d12+320 (528 hp)

|nitiative: +6 (+2 Dex, +4 imProved initiative)

SPcccl: 50 Ft, ﬂy 200 ft (Poor)

AC: 24 (+2 Dex, +20 natural, -8 size)

Attacks: Bite +36 melee, 2 claws +32 melee, 2 wings
+31 mclcc, Tail sIaP +32 melee or Crush +3%6 melee
or | ail sweep +%6 melee

Damage: Bite 4ds+12, Claw 4dé+6, Wing 2d8+¢,
T ail slaP 4dé+18, Crush 4ds+18, T ail sweep
2ds+18



Face/Reach: 40 ft by soft/15 ft

Spccial Attacks: Preath weapon, spe”s

Spccial Qualitics: Damage reduction 10/+2, dark-
vision 1000 ft, fire subtype, SR 25

Saves: [Tort +28, Ref +20, Will +28

Abilities: Str35 (+12), Dex 15 (+2), Con 30 (+10),
Int 25 (+7), Wis 30 (+10), Cha 25 (+7)

Skills: Concentration +20, |ntimidate +25, \)ump
+20, Knowledge (arcane) +25, | isten +25, SCnsc
Motive +26, Speucrapt +20, Spot +25

]:cats: Alertncss, Clcave, Enlargc SPC”: Grcat
(leave, ]mproved |nitiative, Maximise SPe”, Weapon
Focus (claw, tail slap)

(Climate/T errain: Ang lﬁfg!’l mountain

Organisation: SOIitary

Cha"cngc Kating: 20

T reasure: Triplc standard

Alignmcnt: Usua”g neutral

Advanccmcnt Kangc:} 3-40 HD (Colossab
Dragons are a |egenc{arg race of omnipotent serpen-
tine bcings, Posscssing wings to ﬂg and a breath of
|fqufd flames. Tl’}eg can reach over 100 ft in |engtl’x
and their scales are harder than steel. T he Phgsical
might ofa clragon is unpara”eled.

An aura of mystery surrounds the draconic
race. T}'}eg seem to have been !iving on earth for ever
if wcjuc{gc bg some truly ancient faerie writings that
comment on the &ragons‘ Tl’le faeries swear that theg
were the first sentient bcings to be born on earth, but
the truth may never be known.

Whatcvcr the truth may bc, clragons seem to
be a static race, somehow living outside the c3c|es of
carth’s historg. Thcy are in the same condition as
t}ﬁey were described centuries ago. Thefj rarelg re-
Proclucc and don’t seem to die of old age, so their
numbers remain the same. ]n Fact, a clragon seems to
become more Powcncu| with age instead of dcclining
as most other beings do. T}'}ey SPCH(‘J their !ong lives
in their mountain lairs or scarching for lost, hidden

know|e&ge. Because of the years a c]ragon has |ive&,
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heis csscntia”g a living librarg of mundane and arcane
knowledge‘ [He has witnessed most of the major his-
torical events and the memories of lost civilisations
are still fresh in his mind, more valuable than the de-
tails of any historg book.

Mor‘tal legends Picture dragons as monsters
who revel in evil and destruction. This is cntirely
wrong,. Dragons are mostlg indifferent towards mor-
tals and most mundane things on carth. But t]"}C\lj are
also Friglﬂteningb old. T}'}eg are so old, wise and pow-
erful that all things seem so small in comParison to
them. T he life of a mortal or even a vi”age of mortals
— these are Petty things for a dragon. Thcg are ac-
customed to view tl—uings and other }Jeings from a Posi~
tion high above all. This mcntalit3 may seem selfish or
evil, but in realitg it isjust... draconic.

The same mgstcry that surrounds draconic
historg also covers their aims and motives. Dragons
are known to have a great interest for all kinds of
knowlec{ge, especia”g arcane lore, but it is unknown
exact|3 what thcg Plan to do with the lore thcy accu-~
mulate. 5ure|3 t}'}eg must have some aims, but magbe
our attcmPt to understand the thoughts that motivate
somet}ﬁing so old and wise are futile. Magbe mortals
and even faeries cannot catch even a glimpsc from the
mind of a creature that owns eternity.

Therc have been a few incidents of draconic
hostilitg against mortals and faeries. All of the at-
tacks had a dcvastating cﬁccct; after a”, a clragon can
level an entire cfty in his Furg. |n some cases the rea-
son behind the attack was clcar, but in others no rea-
son was aPParent. Ferlﬂaps tlﬂeg were Part of what-
evcrgrand Plan the dragons have.

Combat

A dragon’s weapons are legion. T heir favourite tac-
tic is to swoop down on their enemies from above,
cruslﬁfng them with his weigh’c or renc{ing them with his
claws. /\gainst Powchul enemies, dragons rclg on
their Fierg breath as an fntrocluctorg assault.

brcatl'l weapon (Su): Dragons can exhale a cone of



liquic{ flames to reduce most of their opponents to
ashes. | he cone is 70 ft Iong, %0 ft wide and %0 ft
high. Angone caught inside suffers 12d12 damagc,
half that with a successful Ke”ex save (DC ZO)‘ Tl‘le
liquid fire sticks on those that are hit and fail their
saving throws, inﬂicting diz2 éamage per round for
dio rounds or until it’s cxtinguishcd. A dragon can
use his breath weapon once per turn and for a total
of seven times cach clay.

SPc"s (SP) Dragons cast sPe”s as ZOth level sor-

CErers.

[~ chidna

Colossa| Aberration

Hit Dice: 35d8+245 (402 hp)

lnitiativc: +10

SPcccl: 50 ft, swim 40 ft

AC: 27 (+10Dex, +15 natural, -8 size)

Attacks: 7 bites +28 melee

Damagc: Bitc 2ds+9

FFace/Reach: 40 ft by soft/15 ft

Spccial Attacks: Pull apart, sPclls, spit Poison
SPccial Qualitics: Alien anatomy, damage reduction
20/+3, 9K 25

Saves: [ort +18, Ref +21, Will +28

Abilities: Str 28 (+9), Dex 30 (+10), Con 25 (+7),
Jnt 28 (+9), Wis 28 (+9), Cha 18 (+4)

Skills: Concentration +18, |ntimidate +15, Knowl-
edge (arcane) +20, Knowledge (nature) +10, Listen
+25, Sense Motive +20, Spelleraft +15, Spot +25,
Owim +15

Feats: Cleave, Combat Casting, (Combat Reflexes,
Maximise Spe”, FPower Attack, Weapon Focus
(bite)

(Climate/T errain: Ang lake or sca

Organisation: Solitarg or pair

Cha"cngc Kating: i8

Trcasurc: Doublc standard

Alignmcnt: Ang evil

Advancement Kangc:} 645 1D (Colossal)
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Coming straight from ancient Grcck lcgcnc{s, the
echidnas are said to be the Progenitors of many of
the monsters Plaguing the world. Thc origins of these
horrific entities are as obscure as those of the drag~
ons. Thcy have no aPParcnt connection to the faer-
ies, Some of the most ancient written faerie records
speak of these ravaging terrors along with reports of
dragons, so we must assume that echidnas are trulg
ancient bcings.

[ chidnas must be the spawn of hell's Pits, for
c]uring their lives on earth they have sPawncc{ many
mgt}iical monsters, such as basilisks or manticores.
They rcPrescnt the true essence of evil, for t]"}C\lj
hate and seck to clestrog all !ivfng creatures but their
own progeny. Fortunatcly, there are very few echid-
nas and most of them hibernate for Iong Periods‘

The power of echidnas is feared even b9
dragons. T}wey have a flat torso, suPPorted bg four
short, ﬂabbg lcgs and cnc{ing in a Iong tail. Seven
worm-like tubular aPPendages begin from the torso
and end to Iargc oPcnings full of thin and sharp cut-
ting instruments that resemble needles rather than
teeth. No sensory organs are visible. thn awake,
echidnas have a voracious aPPetite that requires a
largc amount of meat to be satisfied.

|n the past, the UHsee!ie Court tried to con-
tact these Powcncul entities to make them its allies.
None of the agents sent has returned and tlﬁeg are
considered dead, ecaten or worse. Any further at-
temPt to secure the suPPort of echidnas has ceased.

Combat
[ chidnas are tru!g Frightcning in combat, for their

seven “heads” a!ong with their magical powers can
decimate entire armies. Thcg reserve their Poison
attack for numerous oPponents who make the mistake
of surrounding them.

Alicn anatomy (E_x): An echidna has no discernible
vital Points and may have no vital Points at a”, so it's
immune to critical strikes, Poisons and diseases

(r\ormal and magical).



Fu” apart (Ex): A favourite tactic of echidnas is to
attack with two or more mouths a single target. If two
or more mouths succeeds in their bite attack, the
echidna then moves the “heads” at oPPosite direc-
tions, trying to Pun the target apart. Many of their
victims have been 5P|it in two parts in this fashion and
even if this doesn’t happcn, the victim will sustain hor-
rific injuries. For each mouth over the first that suc-
ccssucullg bites the same target, he will suffer an addi-
tional dio+9 damage as he’s being PU” apart (for
cxamplc, if someone is bit }35 4 heads, he will take an
additional 3dio+27 Aamage apart from the 4 bite’s
normal damagc).

SPc"s (SP) Echfdnas cast spe”s as 18th level sor-
cerers.

SPit Poison (Ex): Once per turn, an echidna can
sPit a nasty Poison from all of its seven mouths. ] o
do this, the echidna common13 rotates its “heads”,
while sPitting the Poison. The result is a lethal spray
covering a 40 ft radius circle around the monster.
Angone in this area is affected }35 the Poison
(contact DC 18, initial aamage 2di2 lﬂP+cH~ Con,
sccondarg c{amagc 2di2 hP+d"r 5tr>.

]:achan

Mcdium-—Sizc Fcy

Hit Dice: 4dé+12 (26 hp)

lnitiativc: +0

SPcccl: 30 ft

AC: 13 (+3 natural)

Attac‘(s: Heavg flail +7 melee

Damagc: Hcav3 flaildio+6

]:acc/Rcacl'l: 5 ft by 5ft.5 ft

Spccial Attacks:

SPccial Qualities: —

Saves: [Tort +4, Ref +4, Will +3

Abilities: Str 19 (+4), Dex 10, Con 16 (+3), Int 9 (-
1), Wis 10, Cha 7 (-2)

Ski"s: Jump +8, | isten +4, Spot +4, Wilderness
Lore +4
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Fcats: WcaPon I:ocus (hcavg ﬂaiD

Climate/T errain: Temperate or cold mountains and
highlands

Organisation: Solitary, Pack (2-10) or clan (15-200)
Cha"cngc Kating: 2

Trcasurc: Sta ndard

A'ignmcnt: USuaug chaotic evil

Aclvanccmcnt Kangc: 53 character class

The fachan is one of the strangest faeries. Most of
its characteristics are sfngu!arz it has one eye that lies
in the middle of its head, one arm emerging from the
centre of its chest and one leg grown from its }NP In
contrast to these obvious c{isadvantagcs, afachanis
very strong and equa”g quicl(, but its movement is
somcwhatjcrkg.

T his unmistakeable creature lives in mountains
and highlands, Forming warlike clans that revel in their
barbarism. [Tachans are bound bg a strange code of
honour that urges them to die in combat for the glory
of their clan. T his attitude has led them to numerous
conflict not only with other bcings, which thcy con-
sider as prey, but also with other fachans. \War be-
tween fachan clans is grcqucnt, violent and usua”y
ends with the total destruction of the opponent, no
matter how Iong this takes. Sometimes the fachans
a”g themselves with emissaries of the (Jnseclic
Court. SLJCh alliances are very short-lived and made

n OFCICF to overcome a more POWCFFUI ]COC‘

Combat

I battle, the fachans are quick, brutal and dcac“3.
Often entering berserking rages, the fachans drive
forward into the battleficld wiclding their favourite
weapon, a Iﬁeavg flail. Death is of no concern to them,
as long as thcg manage to slag as many enemies of

their clan as theg can.

Fcar Gorl:a

Mcclium-Size ch
Hit Dice: 8dé+16 (44 hp)



lnitiativc: +2

SPcccl: 30 ft

AC: 12 (+Z Dcx)

Attac‘(s: Slﬁor‘c sword +2 melee or shortbow +6
rangec]

Damagc: Short sword dé-2, shortbow dé
Face/Reach: 5 ft bg s5ft/5 ft

Spccial Attacks: |nflict hunger, spe”s

Spccial Qualities: SR 12

Saves: [ort +4, Ref +8, Will +6

Abilities: Str 7 (<2), Dex 15 (+2), Con 15 (+2), |nt
14 (+2), Wis 11,Cha 13 (+1)

Ski"s: Bargaiﬂ +6, (Concentration +5, Diplomacg
+6, (Gather |nformation +8, |ntimidate +8, | isten +6,
Spot +6
]:cats: Com bat
(Nccromancg)
(Climate/T errain: Any
Organisation: Solitary, group (2-6)

Cha"cngc Kating: 4

Trcasurc: Standard

Alignmcnt: Ang evil

Advanccmcnt Kangc: Bg character class

[Fear Gorta are the heralds of famine. Tl—aeg resem-

Casting, SPeH Focus

ble humanoid faeries, such as Flant Annwn or
T uatha, with their bodies weak and shrivelled, their
skin Pressed tight|3 on their bones, their facial char
acteristics distorted bg lﬁunger‘

During the [Taerian Wars or the wars with
mankind, some vi“ages were besieged or cut off for a
long time with limited resources. | heir faerie inhabi-
tants didn’t die, but suffered greaﬂg from hunger, 50
greatly that thcy didr’t ever recovered. Thcg became
skeletal Figures, shadows of their former selves that
are thirstg for revenge upon those thcy deem respon-
sible for their sumclcering‘ Fear (Gorta consider all hu-
mans or facries that were enemies of their old tribes
as guilty who must suffer in the same way. Thatis wlﬁg
they work to bring hungcr and famine to a community,
vi”age or city. T heir Plans involve sabotage of trade
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and food transportation, fouling of the crops ctc.
T}ﬁeg don’t want to kill anyone, but want to see them
suFFering as thcg did. T his is their only purpose in life
and the on|9 ‘clﬁing that gives them some Pleasure‘ To-
wards this goal, they like to use minions and manipu-
late Figures of imPortance, crushing any obstacle in

thcirway.

Combat

Fear Gorta Pre?er to deal with their enemies indi-
rectlg, through their agents and minions. [Jowever,
t}weg are reacl3 to Plﬁgsfca”y assault anyone attem‘:)t~
ing to ruin their Plans or expose them.

Jnflict hunger (Su): With a melee touch attack, a
[Tear (Gorta can instant]g cause terrible hunger to
someone Failing a [ortitude saving throw (DC 17).
The character is considered Fatigucd until he has a
rea”y goocl meal.

SPCHS (SP) I:car Gor‘ta cast spclls as 7th level sor-

cerers,

Fcndorcc

aka. Prownie, Pwea, Grogad—l, Fiskie, Fixie
Diminutive Fcy

Hit Dice: 1dé+3 (6 hp)

]nitiativc: +8

SPcccl: 1o ft

AC: 24 (+8 Dex, +2 cloc]gc, +4 size)

Attacl(s; Ting aagger +12 melee or tiny bow +12
rangccl

Damagc: Tin9 dagger d»-4, tiny bow d3
Face/Reach: 1 ft bg i ft/oft

SPccial Attacks: Magical dagger, sPe”s, sPeluike
abilities

SPccia| Qualitics: SR 15, superfa reflexes

Saves: [Tort +3, Ref +10, Will +5

Abilities: Str 3 (4), Dex 26 (+8), Con 16 (+3), |nt
20 (+5), Wis 16 (+3), Cha 16 (+3)

Skills: Climb +1, [Hide +9, K nowledge (nature) +10,
Listen +5, Move Silently +9, Spot +5



Feats: V\/capon [Finesse (dagger)

(Climate/T errain: Temperate or cold forests
Organisation: Solitarg or Familg (2-4)

Cha"cngc Kating: 4

Trcasurc: Standa rd

Alignmcnt: Usua”g chaotic goocl

Advanccmcnt Kangc: Bg character class

Fendorees look like tiny humanoids, barelg over half a
foot tall. These faeries Frcquent old trees in the
woods and some of them live in farmhouses near
wooc”ancls, sccretlg from their owners of course.
Tl’xougl’l theﬂ may seem small and weai(, tl'aeg can cast
Powcncu] magjic and usua”g mortals dom’t see them if
t}"lé!j don’t want to be seen. Tl’leg are gooanaturec{
but cam’t understand human psychology. They are
quicl( to curse or otherwise harm a mortal who insults
or crosses them. On the other hand, thcy are one of
the best sources of information cause tlﬁeg seem to

know cverything haPPcning around.

Combat

Fendorees are Peace~loving, but tl'aeg will attack i
thcy are threatened. Thcy usua”g attempt to inca-
Pacitate their opponents, rather than kill them, and
their magical daggcrs Provic]e alotof hclp in this.
Magical clag,g,cr: A fendoree’s magica| dagger will
cause slccp (as per the one Produccc{ by the 5/ccp
SF'C”) for 10 minutes to anyone stricken }Jﬂ it who fails
a Wl” save (DC 16).

SPc"s (SP) Fendorees cast sPe”s as 7th level sor-
cerers.

SPc"—likc abilities (SP) At will - /hv;'_s/b///iy This is
like the sPc” cast bg a 5th level sorcerer (save DC
15 +spell level).

Supcrb reflexes (Ex): A fendoree’s great quiclmess
and natural reflexes Provicle it with a +2 do&ge bonus
to his AC and his Reflex saves. A fendoree is never
considered flat-footed and easilg cloclges area at-
tacks or rays: any attack that allows a Reflex save for
half damage a|wags deals half damage to the fendo-

ree, except if he succeeds in his save (in which case no
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c]amage is dealt).

Fctch

Medium-Size Outsidcr

Hit Dice: 7d8 (31 hp)

]nitiativc: +0

SPcccl: Fly 50 ft (good)

AC: 15 (+5 deflection)

Attaclcs: -

Damagc: -

Facc/Kcach: 5 ft bg 5ft/5 ft

Spccial Attacks: Body double

SPccia| Qualitics: Damage reduction 20/+%, immu-
nities, incorporeal, spell-like abilities, SK 28

Saves: [Tort +5, Ref +5, Will +10

Abilities: Str —, Dex 10, Con 10, |nt 20 (+5), Wis
20 (+5), Cha 20 (+5)

Skills: | isten +10, Spot +10

Fcats: —

C|imatc/Tcrrain: A”y

Organisation: Solitarg

Challenge Rating: 5

T reasure: None

A|ignmcnt: A!wags neutral evil

Ac]vanccmcnt Kangc: ~—

Fctches are PowerFul sPirits aPPcaring close to a
mortal in &anger of awng (someone with onlg a few hit
Points left or scriouslg |1D T heir appearance matches
that of the A3ing person. |f at that time the mortal
looks at his doublc, he’s certainlg doomed. |t seems
that Fetcl’les needs to be feed from the frustration
and negative emotions Produccd }33 the person in
danger.

Fetches bc]or\gcd to an ancient order of sPir~
its entrusted with the clutg of guicling the souls of the
deceased to their resting Place. Some of these sPir~
its erjoyecl their Auty and became fascinated with
death. |n time, their addiction became so great that
t}weg found t}weg couldn’t live without the strong emo-
tions gencratcd at the moment of death. T hese fallen



sPirits became the f:ctchcs, destined to feed from the

last moments of mortals.

Combat

[Fetches dorn't have any power to harm material or
even ethereal creatures and use their te|ePor‘t abilitg
to retreat any serious confrontation. | heir only pur-
pose is to aPProach a dging victim and use their boclg
double abih’tg, Fceding of his anguish and strong emo-
tions.

boc’g double (Su): The appearance of the [Fetchis
similar to that of the c!ying victim, except that he looks
much Paler, as if alrcadg dead. |f the mortal ever looks
upon his double, he’s in serious trouble as his doom is
almost sealed. T he victim bcgins to lose one hit Point
per turn Passing and clropping to negative hit Points
immcdiatelg kills him, even is he’s not below -i0 hit
Pofnts. Tl’]is “curse” lasts for one clay after the mortal
has viewed the [Tetch.

|mmunities (E_x): A Fetchis immune to criticals, death
attacks, Paralgsis, magical slcep and enchantment
spe”s‘

Spelllike abilities (Sp): 3/day ~ confusion, im-
Ioroved /nwls/[?///iy, Jocate creature, tc/e/oort without
error. | hese are like the spc”s cast bg a 1Oth level
sorcerer (save DC i 5+5Pe|1 !evel).

Fir Bholg

ak.a. Firbolg

Largc Giant

Hit Dice: 10d8+40 (95 hp)

lnitiativc: +0

SPcccl: 40 ft

AC: 22 (+5 chainmail, +8 natural, -1 size)
Attac‘(s: Huge greatsword +1%,/+8 melee
Damagc: Huge greatsworc{ 2ds+10
]:acc/Rcacl'l: 5 ft by 5fti0ft

Spccial Attacks: Spcns

SPccial Qualities: -

Saves: [Tort +11, Ref +3, Will +3
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Abilities: Str 25 (+7), Dex 10, Con 18 (+4), |nt 12
(+1),Wis 10, Cha 12 (+1)

S‘Lius: |nitmidate +8, Know|edgc (hature) +10, | isten
+8, Sense Motive +6, Spot +8, Wilderness | ore +9
Fcats: Clcavc, Fowcr Attack

Climate/T errain: Temperate or cold mountains,
forests and grasslanc{s

Organisation: Solitarg, group (2-5), band (6-15) or
tribe (20-100)

Cha"cngc Rating: ¢

Trcasurc: Sta ndard

Alignmcnt: An3

Aclvanccmcnt Kangc: Bg character class

A race of faerie giants being the ancient rulers of
Jreland before the T uatha overthrew them. T he [Fir
Bl’}olg, as the legenc{ says, were the first sentient be-
ings to inhabit |reland, claiming it as their own. T heir
unru!g kfngc{om did not last for long. The numerous
Tuatha Dc Darman were Prcssing the Fir Bholg for
more and more space. E_ventua”g, theg took control
of ]rcland, while the fir Bho[g - hclplcss to act
against the migl’lt of the T uatha -~ found themselves
controlling a small portion of the land. T hey still hold
great enmity towards the | uatha for this and seek to
harm them in any way thcg can.

This gigantic faeries possess massive bodies
with great strcr\gth. Thcg are somewhat ugly when
comPareé to humans. [Fir b}ﬁolg are unrulfj and Primi~
tive Pcoplc. They dort express any interest in arts
or culture, but t!ﬁeg do have advanced in blacksmith-
ing, making steel weapon and armour for the dag
tlﬁey’” march against their sworn enemies. Tl’xey can
be described as barbaric, but thcy know the value of
Frienc‘slﬁip and |05a|t3‘ |ndeed, it is said that you can
be the friend of a [Fit Bholgjust as casily as you can
be his enemy and tlﬁeg remain true to both.

Combat

Y:ir Bholg are notorious and fierce warriors. ]n com-
bat, tlﬁey are honourable and tend to re!g more on

their P]ﬁysical prowess than their magjic, which thcy



consider inappropriatc for use cluring an honest bat-
tle.
Spc”s (SP) FFir Bholg cast sPc”s as }rd level sorcer

cers.

Fir Clcas

Mcclium—Sizc ch

Hit Dice: 5dé+5 (22 hp)

|nitiative: +8 (+4 Dex, +4 imProved initiative)

Spcccl: 30 ft

AC: i9(+5 chainmail, +4 Dex)

Attacks: 2 short swords +4 melee

Damagc: Short sword dé

Face/Reach: 5 ft by 5ft/5 ft

Spccial Attacks: Burst of speeé, rage, spells
Spccial Qualities:

Saves: [Tort +2, Ref +s, Will +4

Abilities: Str i4 (+2), Dex 18 (+4), Con 12 (+1), |nt
13 (+1), Wis 10, Cha 14 (+2)

Skills: Bargain +6, Climb +5, Diplomacy +4, Jump
+5, | isten +6, Spot +6

]’:cats: Ambidcxtcrity, ]mprovecl |nitiative, | wo-
Weapon I:fglﬂting, Weapon Finesse (short sword)
Climate/T errain: Ang

Organisation: 50|itar3, band (2-6) or squacl (10-20)
Cha"cngc Kating: 2

Trcasurc: Standa rd

Alignmcnt: Usua”y neutral

Aclvanccmcnt Rangc: Bﬂ character class

[Fir Clcas are faeries that bclongecl to a warlike tribe.
Tl’]eg alwags tried to Per‘Fect their combat skills and
excel at battle. T heir tribe was divided c{uring the
Faerian Wars, when theg battled for both sides.
From that time on, [Tir (leas ceased to exist as a
tribe and sought a mercenary life, se”ing their consid-
erable combat skills to anyone interested. As merce-
naries, tlﬂeg keep a distinct neutralitg and welcome all
Potcntial cmplogers. Thcy always sell their skills to
facries or other supematura| creatures. No [Tir

Clcas has ever approachcc{ a mortal. Duc to their
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battle skill and their logaltg as |ong as there is cnough
money, tlﬂey are Frequentlg emplogea }33 both the
SCclic and the Unscclic Court. Some say that [Tir
(leas are not actua113 interested in wealth but in the
battle itself.

I:fr C|eas resemble tall (theg can reach 7 Ft)
and thin, slender faeries, bald and with Pointg ears.
When marclﬂfng to battle, theg PreFer |1gl'1t armours
which allow them some ﬂcxibi[itg. Theg also like to
decorate themselves with troPHes, even with the

sl<u”s of dead oPPoncnts.

Combat

Fir Cleas, as experienced mercenaries, are caPable
warriors not above using c]irtg tricks to gain an advan-
tage. Tlﬁeg alwags use their burst of SPeecl before
entering combat, cutting down opponents in the blink
of an eye. T!’]eg onlg enter their infamous berserl(ing
rage if the situation is hopcless or if thcy feel thcg
can exit it alive.

Burst of spccd (E_x): Fir Clcas are incredib!g quick
in combat, adrenaline running }wiglﬁ in their blood. 53
taking a standard action, thcg can gain all the benefits
of a haste spe” (althouglﬂ this is not a magical abi|it3)
for one turn. Afterwards, theg are considered fa-
tigued for 3 turns.

Kagc (Ex): [ir (leas can enter berscridng rages,
much like barbarians. T his has all the characteristics
of a barbarian’s rage (+4 Strcngth and Constitution
etc) and can be used 3 times per clay.

SPCHS (SP) [Fir Cleas cast spclls as 4&' level sorcer-
ers. Tl’leg favour speus increasing their skill in com-

}Jat, like true strike.

FirDa rrig

ak.a. Rcc{cap

Sma" ]:cg

Hit Dice: 2d6+6 (13 hp)
Initiativc; +3%

Spccd: 20t



AC: 16 (+3 Dex, +2 natural, +1 size)

Attacks: C|ub +% melee orgrapp|e +% melee
Damagc: Club dé, grapplc ds

]:acc/Rcacl'l: 5 ft by 5ft/5 ft

Spccial Attacks: Rage, spells

SPccial Qualities: -

Saves: [Tort +3, Ref +6, Will +2

Abilities: Str 12 (+1), Dex 16 (+3), Con 16 (+3), |nt
8(-1),Wiss(-1),Chati

Skills: Climb +4, |ntimidate +2, JumP +4

]’:cats: —

(Climate/T errain: Any

Organisation: Pand (2-8), squad (i5-30) or clan
(50-200)

Cha"cngc Kating: i

Trcasurc: Standa rd

Alignmcnt: Ang evil

Aclvanccmcnt Rangc: Bﬂ character class

FFir Darrlg (also known as Rcdaps) are evil faeries
in}wabitfng deserted castles and other ruins. Tl‘leg
resemble stunted, twisted Parodics of men dressed in
a capes. T heir twisted ribs Proterucle outwards, form-
ing bong spikcs thcg use as lethal weapons when
grappling their enemies. Reclcaps derive their name
from the capes thcy wear, which are coloured by the
blood of their enemies. T hese vicious faeries are a
Proc]uct of dark magic Practiccc{ by the sorcerers of
the Urxseehe Court on imPrisoned faeries. | he terri-
ble spc”s twisted the good faeries into caricatures of
themselves, exceptiona”g strong but brutal and stu-

Pid. chcaps are used as soldiers and guardians by
the (Unseeliec Court.

Combat

A\ pack of redcaps in combat is a disturbing sight, as
tlﬁey’re guaranteed to go berserk, especia”g if faced
with a hateful enemy, like Scclic faeries. | heir stan-
dard combat tactic is to close in their enemies pum-
mcling them with their wicked clubs and then grappling
them to death on their bong sPil(es‘

Spcus (5[3) Rcdcaps cast spclls as 1° level sorcer-
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crs.

Fomhoire

ak.a. [Fomorian

Hugc Giant

Hit Dice: 13d8+91 (149 hp)

|nitiative: +O

Spccd: 40 ft

AC.: 18 (+10 natural, -2 size)

Attacks: Huge greatsworc{ +17/+12 melee, horns
+11 melee

Damagc: Hugc greatsworcl 2d8+1%, horns 2dé+9
Facc/Kcach: joft by ioft/15ft

Spccia| Attacks: Gaze, spe”s, sPc|1~|ii<c abilities
SPccia| Qualitics; Damage reduction 10/+1, dark-
vision 100 ft, immunities

Saves: [Tort +15, Ref +4, \Will +8

Abilities: Str 28 (+9), Dex 10, Con 25 (+7), |nt 20
(+5), Wis 18 (+4), Cha 13 (+1)

Skills: Concentration +12, Diplomacy +10, [Hide
+15, |ntimidate +10, Knowleclge (arcane) +i4,
Knowlcdgc (irnccmab +10, Knowlcdgc (nature) +12,
| isten +15, Spe”craFt +13, Spot +15

Fcats: Clcavc, Fower Attack, Weapon f:ocus
(greatsword)

C|imatc/Tcrrain: Any unc]ergrounc{

Organisation: Solitarg(, band (2-5), clan (10-30)
Cha“cngc Rating: 9

Trcasurc: Sta ndard

Allignment: Any evil

Ac]vanccmcnt Kangc: 53 character class

A demonic titan living with its kind in huge under-
grouncl complexes, worshipping evil powers and above
all the demon Ba!or. A fomorian stands over 15 ft
tall, with his Power‘Fu! boclg encased in darkness, so
that his characteristics are difficult to discern. Onlg
his Haming red eyes Pierce this darkness, but a Pair of
hugc horns on his head, bent like a ram’s, can be seen
at the edge of the shadows.

These “«Underdemons” have an unknown ori-



gin. Thcg seem to have been living unc]ergrounc] since
the faeries ruled the world. Tl‘leg sometimes climb to
the upper world to sPrcac] their evil for their own dark

PUI‘POSéS‘

Combat

Thcsc monstrous titans once comPriscd one of the
most feared armies in the worlc{, but that was before
their might was broken bg the Tuatha De Dannan
(with the helP of divine Powers). Theg are still effi-
cient warriors, combining their great strength with
their considerable magica| powers to great effect.
Gaze (Su): Fomorians are infamous for their gaze
attack. Aglance of theirleader, Palor, was said to be
able to kill entire battalions of armed facric knights.
[However, the average fomorian is notl’ling like Balor,
so his glancc can at best Paralysc for 2d10 rounds
someone Failing his Fortitude save (DC i 8).
Jmmunities (E x): Tomorians are immune to Para]ys—
ation, death attacks and magical s|eeP.

Spcus (SP) [Tomorians cast sPc”s as 7th level sor-
cerers.

Spc”-likc abilities (Sp): §/da3 ~ darkness, 5Ioikc
stones, stone 5/73/06, ]/clag - c//spe/‘gooc/, evard’s
black fcnfac/cs, stoneskin, wall of stone. Thcse are
like the sPe”s cast [33 a 9th level sorcerer (save DC
i1 +sPc” lcveD.

Fuath

Mcdium-—Sizc Fcy

Hit Dice: 8d6+16 (44 hp)

lnitiativc: +2

SPcccl: 30 ft

AC: 17 (+2 Dex, +5 natural)

Attacks: 2 claws +7 melee

Damagc: Claw d4-+§

]:acc/Reacl'l: 5 ft by 5ft/5 ft

Spccial Attacks: SPe”s, spc|1~|il<c abilities
SPccial Qualitics: Brew elixirs, SR 14, water
breathing
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Saves: [Tort +4, Ref +8, \Will +8

Abilities: Str 17 (+3), Dex 14 (+2), Con 14 (+2), |nt
16 (+3), Wis 14 (+2), Cha 14 (+2)

Ski"s: (Concentration +38, Diplomacg +9, Knowledge
(arcane) +6, Knowlcdgc (hature) +7, | isten +8,
SPe”cra]Ct +9, SPot +8, Wilderness | ore +7

Fcats: SPC” Focus (cnchantment)

Climate/T errain: Bogs, moors and swamps
Organisation: Solitarﬂ or coven (2-4)

Cha"cngc Kating: 5

Trcasurc: Doublc items

Alignmcnt: Usua”y neutral evil

Aclvanccmcnt Rangc: Bg character class

Fuaths are faerie l’lags, |egenc1arg for their ugliness,
that dwell in bogs and moors. Theg are |argc and
strong, lﬁavfng mfsshapen limbs and a horrible face
with horns and bent tusks. T]ﬁcg dwell in gilthy caves
where tlﬁeg PerForm their foul magic, but can be also
found |url<ing below the mud of a bog, waiting to am-
bush a Passenbg 50 theg can clrag him below the sur-
face and drown him.

T hese vicious faeries live solitarg lives. Tlﬁeg
sometimes form covens of 3 or 4 hags working to-
get!’xer. These hags search for rare herbs and living
victims to use in the creation of their elixirs. Th63 use
these elixirs to poison mortals or the land, to create
delusions, even to dominate the mind of their victims.
Organs from !iving befngs are a vital part of the elixir
creation and the hags are alwags on scarch for them.

The Unsee!ie Court has taken an interest in
the Fuaths and seeks to convert them to its purpose.
Some [Tuaths alreaclg enforce the Court’s will in
their bogs and moors. | he conversion is still slow
tlﬁougl’l, despite all egorts, because the ]:uaths are
solitary and selfish. As Iong as thcg manage to cap-
ture mortals and use them to make their elixirs, itll be
hard to convince a f:uath that it needs an alliance or
has sometlﬁing to gain from one. |t is wiclelg believed
that the existence of the Fuaths is closc]g linked to

their elixirs, which must be consumed in order to pre-



vent their passage from this world.

Combat

A fuath usua“g enters combat if herlairis exPosecl or
when hunting for victims to suppb her with the organs
needed for her elixirs. Altlﬁouglﬂ her claws can make
cleac”g weapons, her favourite tactic is to wait pa-
tientlg submergea in the muclclg water of a march fora
peasant or traveller to pass bg. Emcrging with great
speea, she surPrises the hapless victim, dragging him
to the depths of the swamp to drown him.

Brew elixirs (Su): T his is a fuath’s most Prizecl abil-
ity. |t enables her to brew most of the known Potions,
as if she was a 127 level caster. |nstead of an expense
in golc] Picces, every Potion needs a organ from a hu-
man, a faerie, or Possfblg some other sentient being.
Thc required organ is alwags tied to the Potion’s
function. [For examP!e, a Potion of love would require
a hcar‘t, while a Potion of vision might rchJirc an eye.
SPc"s (SP) A fuath casts spens as if she was a 8"
level sorcerer.

SPc"—likc abilities (SP) jdag ~ charm person or
animal, tree 5/73/06, summon swarm, 1/ c{ag — call /{g/n&
ning, /Dofson, tree strike. | hese are like the sPe”s cast
bg all h level sorcerer (savc DC i Z+SP611 lcch.
Water brcathing (Ex): A fuath can breath underwa-

ter as well as she can breath air.

(3anconcr

Medium-Size (Jndead

Hit Dice: 6di2 (39 hp)

lnitiativc: +3%

SPcccl: 30 ft

AC: 19 (+3 Dex, +6 deflection), 13 (+3 Dex) when
materialised

Attacks: Numbing touch +6 melee touch

Damagc: Numbing Touch c18+special

Face/Reach: 5 ft by 5ft/5 ft

Spccial Attacks: [Tacric madness, fascination, numb-
ing touch, spe”s

89

Spccia| Qua|itics: Incorporcal, materialise, undead
Saves: [Tort +2, Ref +8, Will +5

Abilities: Str - [10], Dex 16 (+3), Con —, |nt 15
(+2), Wis 10, Cha 22 (+6)

Skills: Bluff +12, Diplomacy +12, [ isten +4, Spot
+4

Fcats: SPC” f:ocus (Enchantmcnt)

Climate/T errain: An3

Organisation: Solitarg

Cha"cngc Kating: 4

T reasure: None

Alignmcnt: Usua”y chaotic evil

Aclvanccmcnt Kangc: —

TI"I@ (Ganconer is the strft of a faerie (male or fe-
male) that lived a life of seduction. T his Passion for
the seduction of mortals and the Pleasure of toying
with them was so strong that Prcscrvcd them even
after death, Ieacling to a strange unlife.

T hese evil ghostlg faeries bc[ong to any faerie
race that resembles humans (suclﬁ as the Tuatha).
They appear as exceptiona”y beautiful sPccimens
which are norma”3 incorPoreal but can assume a ma-
terial form in order to make contact with the living.
(Ganconers enjog notlﬁfng more than seducing a mor-
tal and manipulating him, imbuing him with strong emo-
tions or love and Passion‘ This “game” continues until
the mortal expresses his utter devotion to the (Gan-
coner. When this haPPens, the (Ganconer abandons
the mortal bg turning incorporcal and imbuing him with
faerie madness. Most victims attempt suicide after
the madness goes away, devastated from the bctragal

of their love.

Combat

A Ganconcr is a lover, not a warrior. thn faced
with lﬁostflitg, his instinctive reaction is to use his
magic, Prcuccrablg enchantment spc”s, to get him out
of a tiglﬂt spot. |f this fails, he tries to flee in incorPo~
real form, while using his touch attack to deter or
wound anyone getting in his way. [His faerie madness

ability is usua”y reserved for his chosen victims.



Faerie madness (Su): Usua”y reserved for his vic-
tims, althougl’x it can be used on anyone, this abihtg
allows the (Ganconer to induce a catalcptic state to
someone he touches (a melee touch attac!(). ]F the
target fails a Wl” save against DC i7, he instant!g
&rops to the groun& and becomes catatonic, fmpervi~
ous to any exterior stimu|ant, even the strongest Pain.
The victim wilUust stare in the horizon and must be
fed to avoid Aying from starvation. | his state usuany
lasts for 5& 10 weeks but can be Prematurelfj cured by
a al/'sloc/ magic (treat as a spcn cast 135 a IOth level
caster).

Fascination (Fx): A (Ganconer's outgoing manner
and beaut3 create an odd fascination effect on oth-
ers. Anyonc of the oPPositc sex spcnding more than
one hour in his presence will become fascinated }33
him. Such persons have a -2 Pcna[ty to their Will
saves against the Ganconefs enchantment sPe”s‘
This Pcnaltg is also apphec] to any Sense Motive
skill check against the (Ganconer.

Materialise (Su): While normany incorporeal, a (Gan-
coner has the abilitg to assume a material form as a
free action. |n this form, his Strcngth is 10. T he
(Ganconer can maintain a material form for a total of 6
hours per day.

Numbing touch (Su): The Ganconer’s touch can
drain heat from the bodies of his victims, causing hy~
Potl’xermia spasms. A successful melee touch attack
will cause one Point of temporary Dcxtcrity damage,
apart from the normal damage suffered.

SPc”s (SP) (Ganconers cast sPc”s as 6th level sor-
cerers. Theg tend to concentrate on enchantment
sPclls, although they Prcuccr to enslave others through
their charm and wit and not with the l'lelp of any sPeIL

(Gaoth Sidhe

Largc ch
Hit Dice: 9d6 (31 hp)

|nitiative: +11 (+7 Dex, +4 imProvec{ initiative)
Spcccl: Hg 8o ft (good)
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AC: 18 (+1 deflection, +7 Dex)

Attacl(s: Wind buffet +1 1 melee

Damagc: Wind buffetdio

Facc/Kcach: 5 ft bg 5ft/10ft

Spccia| Attacks: Envelop, spclls, whirlwind attack
SPccial Qualitics: Damage reduction 30/+%, incor-
poreal, immunities, SK 15

Saves: [Tort +3, Ref +13, Will +6

Abilities: Str —, Dex 24 (+7), Con 10, Int 12 (+1),
Wis 10, Cha 12 (+1)

Skius: Knowlcc{gc (gcographg) +12, |isten +7,
Opot +7

Fcats: Improved |nitiative

Climate/T errain: An3

Organisation: Solitarg, Pair or party (=-7)
Cha"cngc Rating: ¢

T reasure: None

Alignmcnt: Usua”g chaotic neutral

Advancement Range: 10-12 D (Large), 13-17
TﬂD (T‘luge), 18-20 HD (C]argantuan)

(Gaoth Sicnwc are incorporeal faeries Iiving in the
winds and clouds. T}weg sometimes can be seen as
Purplc and violet mist travc”ing with the winds. |n
other cases, tl'aey take the form of a miniature c3c|one
joumcying through the land in a chaotic pattern.

T hese mischievous faeries are masters of the
winds, which they use to interact with the physical
world. They are magical creatures in a corxs’tantjour~
ney, trave”ing where the wind takes them. T his makes
them a Potentfal source of information and knowl-
edgc, as thcy have visited a lot of P|accs and seen

tlﬁings unknown to most humans.

Combat

(Gaoth Siéhc usua”9 aren’t hostile creatures, but
t}wey will respond if assaulted. Some have also been
known to start a Fight forno Par’ticu!ar reason, getting
bored in the middle of the battle and leaving for more
interesting locations.

E_nvclol:) (Su): A Gaoth Sidhe that succeeds in a

melee attack ro”, causing no c{amagc, can cnvclop its



target and use its magical powers to send him away. If
the target fails a Will save (DC 18), he is whisked
away to a random faerie realm.

Jmmunities (F x): (Gaoth Sidhe are immune to critical
hits, cold and any attack or spc” targeting a living
creature.

Spcus (SP) (Gaoth Sic”m cast sPclls as 4'th level
sorcerers.

Whirlwind attack (Ex): By taking a full-round action,
a (Gaoth SEdlﬁe can strike everyone within 5 ft with its
wind buffer attack at a -2 Pcnaltg (each target is at-
tacked with a separate attack ro”)

(arimen

Mcclium—Sizc ch

Hit Dice: 6d6 (21 hP)

|nitiative: +4

Spcccl: %0 ft

AC: 14 (+4 Dex)

Attacks: Shor’t sword +7 melee

Damagc: Short sword d6+specfa!

Face/Reach: 5 ft by 5ft/5 ft

Spccial Attacks: Pardic powers, magical short
sword, wild dance

SPccial Qualitics: Jmmunities

Saves: [Tort +2, Ref +9, Will +38

Abilities: Str 10, Dex 18 (+4), Con 10, |nt 13 (+1),
Wis 17 (+3), Cha 20 (+5)

Skills: Bluff +8, Hide +6, | isten +7, Move Silentlg
+6, Perform + 14, Sense Motive +6, Spot +7

Feats: Weapon Finesse (short sword)

Climate/T errain: Ang lake or river

Organisation: Solita ry

Cha"cngc Rating: 3

Trcasurc: Standa rd

Alignmcnt: Usua”y lawful neutral

Aclvanccmcnt Rangc: Bﬂ character class

(irimen are enigmatic faeries Iiving in secret lairs near
waterfalls and small Pools‘ T hese mysterious beings

are only devoted to music and are considered masters
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of many instruments. Thc music thcg Producc is ca-
Pable of moving to tears even the most indifferent
person.

Tlﬂey are so!itarg befngs, shurming even the
company of other faeries. T!’wcg can be sometimes
found near the eclge of a waterfall or the shore of a
Pool, Playing some hauntingly beautiful melody, but a
mortal can only catch glimpses of (rimen, before
thcg sense his approach and Aisappcars. ]n a rare
occurrence, a (arimen will befriend a mortal of great
artistic Potcr\tial and teach him how to use his talent
in music. With such a teacher, the mortal can be ex-
Pcctcc{ to become one of the best bards of his age.
(Grimen are also renowned for the instruments tlﬁeg
construct. Thcir creations surpass in qua!itg any simi-
lar musical instrument made bg mortal or faerie and
the sound they Producc is simply quuisitc. Needless
to say, such instruments are souglﬂt out !33 all musi-
cians and aPPrcciators of art.

(arimen are very tall and human-like, with sharp
facial characteristics that never seem to calm down,
not even when they P!ag music. Theg are certafnlg
not beautiful, but have an imPosing appearance that

commanc]s respect.

Combat

u$ua”9 not hostile unless threatened, these facries
can turn cleac”g if Provoked to combat, using their
various magical powers to great cmcxcicicncy.

Bardic powers: (rimen have all the abilities of a 6t
level barcl, incluc{ing abard’s spe”casting abi|it3.
Jmmunities (Su): Agrimen is immune to the fascinate
or suggestion effects gcncratcc{ bg a bard as well as
to magica| sleep and charm sPe”s‘ T‘le has a +2 bonus
to saving throws against any enchantment spells and
takes half damage from sonic attacks.

Magica| short sword: The short sword carried bg
most (arimen is enchanted and causes s/celo (as per
the sPc“) for 10 minutes to anyone stricken who fails
a Will save (DC 16).

Wlld dance (Su): Onece per c]ag, 133 Plaging a wild



tune with his favourite instrument, a grimen can induce
others with a sudden desire of dance. |n effect, the
magica| tune makes the feet move on their own accord
in fact, cgclic patterns. T o use this abf!itg, the grimen
makes a Fchorm roll (DC 15+thc number of crea-
tures he wants to a)cxcect)‘ Angone affected (who must
be within sight) needs to make a Will save against
DC i 5+the amount bg which the grimen’s Perform
roll exceeded the necessary DC (eg if the grimen
wanted a 18 and rolled a total of 2%, the roll to resist
is 15+5=20). Angor\c 1Cai|ing is affected b}j an effect
similar to an (Oto’s irresistible dance cast 133 a i 8th
level sorcerer. This lasts for 1d4+1 rounds, but the
grimen can keep Plaging for the duration of the effect

(as a full-round action).

C-;ruagacl—r

aka. T roll

Largc Giant

Hit Dice: 6ds+18 (45 hp)

|nitiative: +O

Spcccl: 40 ft

AC: i4 (+5 natural, -1 size)

Attacks: Hugc greatclub +9 melee

Damagc: Huge greatclub 2dé+7

Face/Reach: 5 ft by 5ft/10ft

Spccial Attacks: -

Spccial Qualities: -

Saves: [Tort +8, Ref+2, Will +1

Abilities: Str21 (+5), Dex 10, Con 16 (+3), Int 7 (-
2), Wis 8 (~1), Cha 8 (-1)

Skills: |_isten +4, Search +4, Spot +4

]:cats: Weapon ]:ocus (greatclub)

Climate/T errain: Tempcrate or cold mountains
Organisation: 50|ftar5, Pack (2-5) or tribe (15-50)
Cha"cngc Rating: 3

Trcasurc: Standa rd

Alignmcnt: USuany neutral evil

Aclvancemcnt Kangc: Bg character class
A Gruagach (also called troll }33 the Scandinavians)
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is a c]is]cigurcc{, meat-eating humanoid that can reach
over 9 feet in Iﬂeiglﬂt. Gruagaclﬁ are hideouslg strong
and have tough skin that protects them like leather
armour. T}ﬁeg are aggressive and stupid. Although
thcg dorm't Fu”g deserve their nasty rcPutation as hu-
man-eating monstrosities, tlﬁeg are vicious and tend to
abuse weaker creatures. They Fancg themselves
lords of all tl—uings, with which theg can do as tlﬁeg
Plcasc. Thcg have no fear attacking groups of hu-
mans — and eating them. fﬂowever, theg can be rea-
soned with, if one knows what to say and offer. T rolls
usua”g live near mountains and moors or sometimes in

dense forests.

Combat

These violent creatures use Primitive weapons,
mostlg hugc cubs thcg wield with both hands.
T}ﬁey’re not very fnte”igent and their combat tactics
are rea”g lousy, but thcy’re Physica”g supcrior to

Iﬁumans ancl can be ver3 (Jangerous in numbers.

Gwragcdd Annwn

Mcclium-Size ch

Hit Dice: 10dé (35 hp)

|nitiative: +4

Spccd: 30 ft

AC: 4 (++ Dex)

Attacl(s: Qgiartcrsta]cmc +5 melee

Damagc: Quarterstaff dé+specia|

Face/Reach: 5 ft bg 5ft/5 ft

Spccial Attacks: Magical quarterstaﬁz, spe”s, sPeIL
like abilities

SPccial Qualitics: Become water, SR 18, water
breathing

Saves: [Tort +3, Ref+11, Will +12

Abilities: Str 10, Dex 19 (+4), Con 10, |nt 20 (+5),
Wis 20 (+5), Cha 22 (+6)

Skills: Concentration +12, Diplomacy +14, Knowl-
eage (arcane) +1 2, Know|ec{ge (l’listory) +13, K nowl-
edge (nature) +1%, | isten +10, Sense Motive +11,



Spe”craict +12, Spot +10
]:cats: SPeii Focus (Enci—:antment), SPeii [:ocus
(”iusion)
(Climate/T errain: Any lake
Organisation: Soh’targ or coven (2-5)
Ci’la"cngc Kating: 7
Trcasurc: Doublc standard
Aiignmcnt: Usua”g neutral gooci
Acivanccmcnt Kangc: Bg character class
Gwrage&ci Annwn are noble lake maidens that be-
iong among the most Powchui of the facrie folk.
Ti’xey are faeries of the rivers, lakes and islands.
Tiwcg have some connection to the Seeclic Court
and some of them are active suPPor'ters of it. Most of
them though, Prmccr to live in their island havens
Peacefu”g, interacting with the rest of the world oniy
when necessary. Tiwcg sometimes iwcip mortals indi-
rectifj, if it suits their ends too.

V\/hcn rising from the waters, a Gwragccici
Annwn can be seen as an exceptiona”g beautiful
maiden, with ﬂowing green hair and Piercing red eyes,

iﬁaving noble features that command resPect‘

Combat
Gwragccici Annwn, bcing among the greatest of

faerie kind, have several potent magicai powers and
defences at their ciisposai and never hesitate to use
them if ti’;eg’re threatened or their isles are invaded.
Tiwcg usua”g Preicer to incapacitate enemies, with
SPeiis like s/ecp or )[orcccage, but tiweg will resort to
cieaciig attacks if thcg have no other oPtion.

Become water (Su): At willl as a free action, a
Gwragccici Annwn can dissolve (aiong with any pos-
sessions) into a water-like |iquici. The iiquici can move
20 ft per rounci, Passing througi‘i any cracks or other
small oPenings and retains its coiﬁerencg regarciiess
of the amount of force exercised on it. I this form,
the Gwragecid Annwn has Aamage reduction 20/+2
but takes double ciamagc from fire. thn in water, a
Gwragecid Annwn in iiquici form is invisible (treat as

an continuous /)nprovca/ /’/W/S/Z)i/iiy spcii that cannot
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be ciispeiicci). Thc faerie can reconstruct its originai,
human-like form from iiqui& form as a free action.
Magicai quartcrstalq'-: The quarterstag carried i)g a
C]wragecia Annwn is a +2 weapon which increases
the save DC of any spcii they cast b3 +2.

SPc"s (SP) Gwrage&& Annwn cast spe”s as Hﬁ’

level sorcerers.

SPclLlikc abilities (SP) At will = controf water, de-
tect magic, c//'sloc/ magjc, fog cloud, %/ ciag — cure seri-
ous wounds, cone of cold, c//'sloe/ evil, na//uc/natory
terrain, /m/orovca/ //W/ls/bi//zy, mia/'or image, mirror image,
i/ ciay ~ cure critical wounds, g/o/ye of lhvu/nera/)///iy,
greater c/ispc//mg, verl T hese are like the sPciis cast
i)g a 16" level sorcerer (save DC i 6+5Pe|| level ).
Water brcati-ling (ExX): A Gwragecici Annwn can

i)reati'i in tiﬁC water as W@” as Si’"le can i)reath on ianci‘

ng"ion

Mcciium-Size ch

Hit Dice: 10dé (35 hp)

|nitiative: +4

Spccci: 30 ft

AC: 14 (+4 Dex)

Attaci(s: leartcrstaicic +5 melee

Damagc: Quarterstaff cié+speciai

Face/Reach: 5 ft bg 5ft/5 ft

Spccial Attacks: Magicai quarterstaici:, speiis, speiL
like abilities

SPcciai Qualitics: SR8

Saves: [Tort +3, Ref +11, Will +12

Abilities: Str 10, Dex 19 (+4), Con 10, |nt 20 (+5),
Wis 20 (+5), Cha 18 (+4)

Skills: Bluff +8, Concentration +12, Dipiomacg
+10, Knowiccigc (arcane) +12, Knowiccigc (history}
+13, Knowieage (nature) +13, Listen +10, Sense
Motive +10, Spelleraft +12, Spot +10

Feats: Speiis Focus (Iiiusion), Spe” Focus
(T ransmutation)

Climate/T errain: An3 mountain

Organisation: Soiitarﬂ or coven (2-5)



Challenge Rating: 7

Trcasurc: Double standard

Alignmcnt: u$ua”5 lawful evil

Aclvanccmcnt Rangc: Bﬂ character class

ng”ions are evil and horrible hags c]wc”ing in the
}wig}ﬁest Theg descend from evil
Gwragedd Annwn that sPied on their kin for the Un-

SC@“C COUF{L T!’!Cg were CUFSCd ané CXP@”Cd From

mountains.

the lakes they inhabited and now make their residence
in }wiglﬁ mountains. T!’xeg still have close ties to the
(Unseelie Court and are considered as high~rani<
members. ng”ions are responsible for many of the
sorcerous cxPcriments of the Court. Thcg like to
snare unsusPectfng travellers and use them in experi~
ments to Producc weird hgbrids of men, animals and
faeries. Mang of the abominations wa”cing on earth

are their creations.

Combat

Gwy”ions have retained most of the powers of a
Gwragec{cl Annwn, but have turned them towards evil
and l’larming others. T his makes them very dangerous
and capable foes.

Magical ciuarterstamcF: The quartersta{:uc carried bg a
Gwragedd Annwn is a +2 weapon which increases
the save DC of any sPe” tlﬁey cast }33 +2.

Spc”s (SP): 6wragcc]c] Armwn cast sPc”s as I‘Pth

level sorcerers.

Spc”-likc abilities (SP): At will = control water, de-
tect magic, c//spe/ magic, )[og cloud, 5/(:‘33 ~ cone of
co/c/, c//'spc/ cv//, ha//uc/natory terrain, improvca/ invisi-
[7/'//[’5, inflict serious wounds, maj’or image, mirror image,
i/ c]ay - g/obc of /nvu/ncrab//izy, greater c//spc//mg,
inflict critical wounds, veil | hese are like the speus
cast bg a 16™ level sorcerer (save DC H-+5Pc”

level).

Ka]i!carjaros

Sma" Fcy
Hit Dice: 2d6+2 (9 hp)
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]nitiativc: + 1

SPcccl: 20 ft

AC: 17 (+5 chainmail, +1 Dex, +1 size)

Attacl(s: Flintlock Pisto| +2 rangecl or short spear +1
melee

Damagc; Flintlock Pistol dio, short spear dé
Face/Reach: 5 ft bg 5ft/5 ft

SPccial Attacks: [and bomb, sPe”s

Spccia| Qualities: —

Saves: [ort +1, Ref +4, Will +5

Abilities: Str 10, Dex 12 (+1), Con 12 (+1), Int 17
(+3), Wis 14 (+2), Cha 12 (+1)

Skills: Hide +3, Know[cdgc (science) +6, | isten +3,
Move 5i|ent13 +% SPot +%

Fcats:»

Climate/T errain: Any underground

Organisation: SOIEtary, band (5-10) or tribe (50-
250)

Cha"cngc Kating: i

Trcasurc: Sta ndard

A|ignmcnt: u$ua”3 neutral

Ac]vanccmcnt Kangc: 53 character class

Kalikanjari (sing. Kalikanjaros) are faeries living in
undergrounc{ caverns or abandoned mines. Theg look
like wretched little creatures with c{irty clothes and
I’}ic‘eouslfj deformed bodies theg try to conceal under
their rags. |t is said that kalikarjari consider them-
selves freaks of the faerie society and that id the rea-
son they live in the darkness of the dccpcst caverns.

Cut off from the rest of the world, l(a!il(anjari
brood in their caves, inventing strange machines.
C|ear|9, tl—ueg are the most tecl’mologica”g advanced
of all races on [~ arth. Th63 have discovered the
power of steam, which is used to power most of their
inventions, as well as gunpowclcr, which thcg use for
demolitions and as a weapon.

These faeries live in undcrground scttlemcnts,
isolated from the surface world. Tlﬂeg are very sensi-
tive about their territory and dislike strangers. Thcy
can be described as hostile and umcriencug, but not



evil with the true meaning of the world. Thcg offer
their services to the one Paying the most. Tl‘leg are
most common|3 cmploycd b3 the Unseclic rather
than the Seelie Court, but this doesn’t mean t}weg
trust any of them. Kalikarjari are distrustful to the
Pofnt of Paranoia. Tl’ley take great Pafns to ensure

that their achievements will remain on]g theirs.

Combat

Although not extremelg capable warriors, because of
their size and little strcngth, kalikarjari have used their
&eve|opment of exPlosive materials to build a variety
of weapons. T]’wcg currcnt]3 have gunpowclcr~
Powerea muskets and flintlock Pistols, which are far
better than any bow or crossbow, as well as some in-
cendiary devices that can blast a bundle of enemies
to pieces.

Hancl bomb: Kalikanjari expecting trouble or in pa-
trol often carry these small round iron balls filled with
gunpowder. They are activated bg a fuse that is lit
before the device is thrown. The not~too~sturd5 iron
shell shatters to small Pieces }33 the force of the ex-
Plosion, thus the device acts as a small Fragmcntation
bomb. |t follows the rules for grenadeJike weapons
and has a range increment of 20 ft. A hand bomb
deals 4dé clamage with a direct hit and 2d6 SPIaSl’\
damagc in a 20 ft radius (half of this damagc is Picrc~
ing, while the rest is fire). A Reflex save (D 20) is
allowed to take or\|3 half damage.

SPc"s (SP) Theg cast spe”s as an level sorcerers.

| eanan Sidhe

ak.a. | hiannan Shee
Mcdium-—Sizc Fcy

Hit Dice: 6dé (21 l’lP)
lnitiativc: +4

SPcccl: 30 ft

AC: 4 (+4 Dex)
Attacks: Dagger +7 melee
Damagc: Daggcr d4
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Face/Reach: 5 ft }33 5ft/5 ft

Spccial Attacks: E_nthra”ing voice, Fascinating pres-
ence, soul Feeding, sPe”s

SPccia| Qualitics: Jmmunities, SR 12

Saves: [Tort +2, Ref +9, \Will +5

Abilities: Str 10, Dex 18 (+4), Con 11, |nt 15 (+2),
Wis 10, Cha 24 (+7)

Ski"s: Bluff +13, DiP!omacy +10, Hide +8, | isten
+4, Move Silcntly +8, Scnsc Motive +7, Spot +4
Fcats: Spe” Focus (Enclﬁantment), Weapon ]:i~
nesse (Daggcr)

Climate/T errain: An3

Organisation: Solitarg

Cha"cngc Kating: 5

Trcasurc: Sta ndard

Alignmcnt: USua”H chaotic evil

Aclvanccmcnt Kangc: Bg character class

| eanan Sidhe are malevolent faerie mistresses that
feed upon the souls of mortal men. Thcy are nick-
named “facrie vamPires” and resemble extremelg
beautiful women with some faerie characteristics, like
Pointecl ears or petite noses. Tlﬁeg seduce mortal
men }33 using their bcauty and magjc and slowlg drain
away their life. T he Unseelie (Court sometimes use
them as seductresses to take control of an important
mortal. | eanan Sidhe are believed to have de-
scended }33 a tribe of Tuatha that Plaged with mor-
tals as t!ﬁough tlﬁeg were their toys. These sinister

bcings became the torturers of men known as the

| eanan Sidhe.

Combat

A Leanan Sidhc is reluctant to enter combat, be-
cause this usua”g means that her cover has been ex-
Posccl, so she simplg flees to find other victims in a
new Place. Her potent magica| powers make it diffi-
cult for someone to best her.

E_nthra"ing voice (Su): 53 speaking to someone, a
| cana 5ic”16 can utilise the effects of a charm per-
son sPe” (save DC 17)‘ T!’lree times per dag, a

Leanan can create a suggcsf/on effect through her



sPcech (with the same save D). Both abilities are
as spe”s cast b3 al Oth level sorcerer.

]:ascinating presence (Ex): | _eanan Sidhe are casilg
among the most beautiful creatures in creation and
fascinate both mortals and other suPcmatural crea-
tures with their mere presence. ]? someone wants to
take a hostile action against one, he must first suc-
ceed in a Will save (DC 18). If the saving throw is
failed, he finds himself incaPch of hurting such a
beautiful creature and loses his action. T his save
must be attcmpted on every action someone takes
against a | ecanan. Hostile actions include attacking
in melee or with rangccl weapons and casting c{amagc~
inﬂicting 5P€”S (including area-effect speus that in-
clude the | eananin their area of effect).

|mmunities (Su): | canan are immune to all mind-
altcring sPc”s, as well as magical slccp.

Soul )ccccling (Su): E_ver3 time a |_canan makes love
with a mortal, she drains 1d% \Wisdom Points from him
(this is permanent Aamage)‘ The victim is unable to
notice the c{raining effect, Fccling instead intense
P|easure and a Fee!fng of bliss which lasts for clags,
but his friends may notice that he becomes less deter-
mined and focused on everg&ay acts. USuaug, a
| _eanan will continue to visit the victim, until he clrops
to Wisdom % or below. T hen, she will search for an-
other victim, having reduced this one to a weak
shadow of his former self.

SPCHS (SP) | canan cast sPc”s as 6th level wizards
with sPecialisation in the [~ nchantment school. Tl’leg
usua”g take [~ vocation as their Prohibitcc] school.

LCPI‘CC!’IaUH

Tiny Fcy

Hit Dice: 2dé (7 hp)

|nitiative: +6

SPcccl: ioft

AC:20(+6 Dex, +2 c]odge, +2 size)
Attacks: Tin9 dagger +9 melee
Damagc: Tiny daggcr d§~§ +5Pecia|
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Face/Reach: 2.5 ft bg 2.5 ft/oft

SPccial Attacks: Magical dagger, sPe”s, sPeluike
abilities

SPccia| Qualitics; SR 18, superb reflexes

Saves: [Tort +0, Ref +9, Will +4

Abilities: Str 4 (-3), Dex 22 (+6), Con 10, |nt 18
(+4), Wis 12 (+1),Cha i3 (+1)

Skills: Bargain +6, PBluff +4, Dip|omac5 +4, [Hide
+8, Move Silcntly +8

Feats: WeaPon [inesses (dagger)

C|imatc/Tcrrain: Temperatc or cold woodlands and
grasslancls

Organisation: 501itar3 or party (3-5), along with 2-8
Plant Annwn in their emplog

Cha"cngc Kating: i

T reasure: Triple coins

A|ignmcnt: USuaﬂg lawful neutral

Ac]vanccmcnt Kangc: 53 character class
LePrcchauns are tiny faeries, described in lcgcnc{s as
kind and generous. ]n realfty, theg’re greecly, ruthless
merchants. Thcg love golc{ like nothing else and seek
to obtain as much as tlﬁey can. Leprec!’xauns will deal
in cvcrgthing (esPcciany objccts of small size) and can
Provi&e someone with almost evergtl’ling ~ for the
right Price. Thcg’re not above taking advantagc of
the weaknesses or needs of any person tl—xeg’re deal-
ing with in order to increase their ProFit. Magic is their
favourite merchandise, in any form: books of lore,
magical items etc. Thc house of a |cPrcc}1aun is said
to be full of magic and treasures, but one should be
careful not to steal any Icprcchaun, for theg are dan-
gerous enemies, with the abilitg to magica|13 harm

someone.

Combat

Leprecl’launs a!wags take Precautions against thieves
and bar\dits, as their merchandise is very valuable.
Tlﬁey will usua”g leave any Figlﬂting to other faeries in
their cmplog, as thcg are a little cowarc“y, but thcg will
Figlﬁt to their best if their go!cl is threatened. |f cap-

tured or cornered, a lcprcchaun will Plca for its life in



return for the location of hidden pots oggold.
Magical c]a%cr: A leprechaun’s magical dagger will
cause slccp (as per the one Produccc{ by the 5/ccp
SF'C”) for 10 minutes to anyone stricken }Jﬂ it who fails
a Will save (DC 16).

SPc"s (SP) LePreclﬁauns cast sPe”s as 4" level
sorcerers.

SPc"—likc abilities (SP) At will - /hV/ls//)///tﬂ, 5/(:!33 -
dimension door, major image, minor creation. | hese
are like the spe“s cast bg a 7th level sorcerer (save
DC] i +5Pe” ICVCD.

SuPcrb reflexes (E_x): A ]epreclﬂaun’s great quick~
ness and natural reflexes Provide it with a +2 c]oclgc
bonus to his A and his Reflex saves. A Iepreclﬁaun
is never considered flat-footed and casi]y dodges
area attacks or rays: any attack that allows a Reﬂex
save for half c]amage always deals half clamage to the
|ePrecl’1aun, except if he succeeds in his save (in which

case no c]amage is dealt).

Nuckalcvcc

Largc ch

Hit Dice: 4dé+8 (22 hp)

lnitiativc: +2

SPcccl: 50 ft

AC: 15 (+2 Dex, +2 1argc shicld, +2 natural, -1 size)
Attac‘(s: Greatsworcl +6 me|ee, 2 hooves +1 melee,
bite +2 melee

Damagc: Greatsword 2d6+6, hoof d6+4, bite d1o+4
Face/Reach: 5 ft bg 1oft/5 ft

Spccial Attacks: Locking’]aws, sPe”s

Spccial Qualitics: Water breathing

Saves: [ort +3, Ref +6, Will +5

Abilities: Str 18 (+4), Dex 14 (+2), Con 15 (+2), |nt
1o,Wis 12 (+1),Cha 11

Skills: [Hide +2, [isten +4, Move Silently +4, Spot
+4

Feats: Wcapon Focus (bite)

(Climate/T errain: An9 sca or coastal lands
Organisation: Solitary, company (5-8), band (8-15)
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or tribe (20-200)

Cha"cngc Kating: 3

Trcasurc: Sta ndard

Alignmcnt: Usua”y chaotic evil

Aclvanccmcnt Kangc: Bg character class

These evil faeries inhabit seas and oceans and can
be considered water cousins of centaurs. Thcg are
fierce supporters of the (Unseclie Court and its
Prime allies in the underwater world (along with any
Ben Varreg caring to follow its orders). Unlﬂ(e Pen
\/arrcgs, Nuckalevee can exit water and do so in or-
derto SPread havoc and disaster in the land.

The appearance of a Nuckalcvcc is cxtrcmcly
Iﬂorrhtgfng. |t resembles a centaur with Iong arms that
reach the ground and the lower bocly of a shark in-
stead of a horse (altlﬁough its bodg is Positioned on
four hoofed 1655, much like a centaur). Thc greatjaws
of their shark half is Perlﬁaps their most horrible

WCaPOI’L

Combat

Nuckalevee are ferocious in battle, using their shark
jaws with great efficiency, as well as any artificial
weapons tlﬁey wield. Theg are esPecia”g ruthless
against enemies of the UHseelic Court or any good—
natured faeries of the seas.

Locking)’aws (Ex): A natural attack roll of 18-20
with a Nucka|evee’s)aws means that tlﬁeg lock on the
flesh of their target. Ohn each subscquent round, the
victim must succeed in a Strengtlﬁ check (DC 16) or
suffer dio+4 damagc (whilc thcjaws are locked on a
victim, the bite attack is unavailable to the Nuck-
alevee).

SPc“s (SP) Tl‘leg cast sPells as an level sorcerers.
Water brcathing (Ex): Nuckalevees breath both in
the water and on the land without any diﬁcicultg‘

Oakman

Sma" ]:cg
Hit Dice: 7d6+21 (45 hp)



lnitiativc: +3

SPcccl: 20 ft

AC: i7 (+3 Dex, +3 natural, +1 size)

Attac‘(s: Club +7 melee or miglﬂtg shortbow +7
rangcc]

Damagc: Club dé+3, mig!—]tg shortbow dé+3
Face/Reach: 5 ft by 5ft/5 ft

Spccial Attacks: Spe”s, sPe”~|il<e abilities

Spccial Qualitics: Domain

Saves: [ort +5, Ref +8, Will +9

Abilities: Str 16 (+3), Dex 16 (+3), Con 16 (+3), |nt
10, Wis 18 (+4), Cha 16 (+3)

Ski"s: [Hide +8, Knowlcdgc (hature) +8, | isten +10,
Move SEICr\tlg +8, SPot +10, Wilderness | ore +11
]’:cats: Alertncss, Track,

(Climate/T errain: Ang forest

Organisation: Solitary

Cha"cngc Kating: 5

Trcasurc: Standard

Alignmcnt: A!wags neutral

Advanccmcnt Kangc: Bg character class

An oakman is an ancient guardian of the wild that
watches over the animals of the forest and fields. [e
is a small, wild-haired man with g!owing red eyes,
dressed in barks and leaves, who dwells in the centre
of the forest in a cottage near some ancient oak that
is the source of his power. Oakmcn are solitary and
hostile towards mortals, especia”g those that seek to
harm the forest’s animals. Often the oakman vents his
anger on some hapless hunter or woodcutter. Theg
hate mortals for their blind expansion that has
broug}ﬂt much harm to nature and exPressecl their

hostilitg in various ways.

Combat

Oakmen are extremelg hostile against mortals tl'aey
deem resPonsiblc for harming the Placcs th63 protect
even in small ways. Woodcutters and hunters have
met ugly ends at their hands. They will not however,
harm any faerie or anyone in the company of faeries.

Bcing vcngcucul, they are esPecia”}j fond of using illu-
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sions to deceive their victim, making him lose the abil-
ity to focus on realitg until tl’xeg’re driven insane.
Domain (Su): [ ach oakman derives power from an
ancient oak and will protect it above all tlﬁings‘ When
within 300 ft of his oak, the power of an oakman in-
creases dramatical|3: he receives +6 Strengtl’l and
Dcxtcrity, 20 temporary hit Points and SR 18. [f the
oak is &estroged however, the oakman dies with it.
SPc"s (SP) Oakmcn cast spc”s as 7th level druids.
SPclLlikc abilities (SP) At will - entan‘g/e, 5/’7/’//@/35/;,
§/c1a3 — meld into stone, tree 5/73Pc. These are like
the sPe”s cast bg a 7th level sorcerer (save DC
i §+5Pc” lcvcl).

Peist

Huge Dragon

Hit Dice: 15di2+60 (157 hp)

]nitiativc: +2

SPcccl: Swim 40 ft

AC: 24 (+2 Dex, + 14 natural, -2 size)

Attacks: Pite +23/+18,/+1% melee

Damagc: Bite 3dé+9

Facc/Rcach: joft by 20ft/10ft

Spccia| Attacks: Swallow whole

SPccia| Qualities:

Saves: [Tort +13, Ref +11, Will +9

Abilities: Str 28 (+9), Dex 14 (+2), Con 19 (+4), Int
10, Wis 10,(Cha 9 (-1)

Skills: | isten +15, Move Si!entlg +15, 5Pot +15,
Wildcmcss | ore +i0

Feats: Aler‘tness, Weapon Focus (bite)
C|imatc/Tcrrain: Any lake

Organisation: Solitar9

Cha"cngc Kating: ¥e)

T reasure: None

A|ignmcnt: u$ua”3 neutral

Advancement Rangc: 16-20 HD (Huge), 21-25
HD (Gargantuan)

A FPeistis a |arge serpent that inhabits lakes of mod-

erate or largc size. ]t is sometimes referred to as a



“Joch dragon”, although it has no connection whatso-
ever with c]ragons‘ Peists have some faerie origins and
appear to communicate with facries of the lakes and
rivers theg inhabit. Theg are extreme!g territorial and
aggressive, but thcy wor’t harm any faerie bcing. On
the other hand, mortals are often devoured bg such
bcings. The onlg way one can be saved is onlg if he
tosses food to the Peist and then makes a hastg es~
cape. Fishermen have realised this and vi”agcs pro-
vide a Peist with regular “ogerings” in order to clam it
down and kcep it away from their fishermen.

Feists resemble great serpents with green and
grey scales and a |orxg neck that ends to an cnlarged
head l’lousing a mouth full of slﬂarp teeth. ]ts flat bodg
is cquipped with Powcncul FliPPcrs anowing it to move
with SPeeci in the water.

Combat

Fcists are bathcmPcrcc{ and prone to assaulting
boats and S}ﬁiPS i not given a sufficient distrac-
tions(such as some tossed food). Thcir Fangs are a
terri%ing natural weapon and theg have been known
to swallow whole men injust one bite.

Swa"ow whole (E_x): On a natural attack roll of 19~
20, the Pcist swallows whole a target of Medium size
or smaller. In subsequent roun&s, the target suffers
2dé6 clamagc per round from digcstivc acids. T o es-
cape, the target must deal 25 Points of damage to the
Pcist using a weapon of Sma” size or smaller (the

AC of the Peist’s interioris 18).

Phouka

Small Fcy

Hit Dice: 3dé+3 (1% hp)

Initiativc: +3

Spcccl: 20 ft

AC: 16 (+3 Dex, +2 natural, +1 size)
Attaclcs: Dagger +5 melee

Damagc: Dagger d4

Face/Reach: 5 ft by 5ft/5 ft
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Spccia| Attacks: Spcﬂs

SPccia| Qualitics; Shapeclﬁange

Saves: [Tort +2, Ref +6, Will +3

Abilities: Str 10, Dex 16 (+3), Con 12 (+1), Int 12
(+1),Wis 10, Cha 14 (+2)

Skills: Hide +7, | isten +3, Move 5ilent|3 +7, SPot
+3

Feats: Weapon Finesse (dagger)

C|imatc/Tcrrain: Temperatc or cold forests and
marshes

Organisation: Solitary, Familg (2-6), Pack (4-15) or
tribe (30-80)

Cha"cngc Kating: i

Trcasurc: Sta ndard

A|ignmcnt: USuaﬂg neutral

Ac]vanccmcnt Kangc: 53 character class

Fhoukas are mischievous faeries rarelg seen in their
true forms. Theg resemble slender humanoids with
bald skin the colour of a tree trunk and a hcight of 3-
4 feet. T heir heads are hairless with Piercing brown
eyes that never seem to blink. Fhoukas are usua“g
seen in some other form, using their shapeslﬂigting
skills. Thcg are reclusive and stay away from mortals
and other facries. Tlﬂeg usua”y dom’t mean any harm,
but their chaotic behaviour can make them c{angerous
when confronted.

FPhoukas live dcep in woods or marshes. Thcy
are excellent spies and observe and collect much in-
formation about other faeries. Theg are said to have
extensive information on both the Seelie and the
Ur\seclic Court. |t seems that P]ﬁoukas have been
betrayecl by both Courts and Plan their revenge by
spying and Providing information collected to anyone

who can use it to harm these organisations.

Combat

Phouka usua”g avoid combat, since thcg’re not terri-
b|9 effective warriors. | heir skills and abilities are
aimed towards eluding their opponents, not ?acing
them. T heir s!ﬁapec!ﬁanging power is a ghct they fre-
qucntly use to get themselves out of difficult situa-



tions or to spy on other creatures.

Shapcchangc (Su): FPhouka can sﬁapecr’vange, as
per the spc”, into any natural animal of Smaﬂ or
smaller size. Slﬂapechanging is a standard action and
it can be emploged as often as thcg wish.

SPCHS (SP) FPhoukas cast sPells as §rd level sorcer-

crs.

Flant An nwn

Mcdium-—Sizc Fcy

Hit Dice: 2dé (7 hp)

lnitiativc: +2

SPcccl: 30 ft

AC: 16 (+4 chainshirt, +2 Dex)

Attac‘(s: Longsworcl +1 melee or |ongbow +% rangecl
Damagc: Longsword CJB, longbow ds

]:acc/Rcacl'l: 5 ft by 5ft/5 ft

Spccial Attacks: Spc”s

SPccial Qualitics: SR o

Saves: [Tort +0, Ref +5, Will +5

Abilities: Str 10, Dex 14 (+2), Con 10, |nt 15 (+2),
Wis 14 (+2), Cha 13 (+1)

Skills: [Hide +4, [ isten +3, Move 5i|ent13 +4, Spot
+3 Wilderness | ore +4

]:cats: ~—

Climate/T errain: Ang

Organisation: Solitarg, Familg (2-4), group (%-20) or
tribe (50-400)

Cha"cngc Kating: i

Trcasurc: Standard

Alignmcnt: Ang

Advanccmcnt Kangc: Bg character class

Plant Annwn are human-like faeries, very similar to
the Tuatha Dc Dannan. ]n Fact, the two races have a
common origin, which is now lost in time. |n times so old
that even gods Forgct of thcm, the two races be-
|ongec1 to the same tribe of facries that J’oumegecl
across the world and Fina“ﬁ arrived at [reland. T here,

tlﬁeg encountered the demonic [Tomhoires and the

umcricnc”y Iir Bho!g, rulers of the land. Thc faeries
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that became the Tuatha acccptcd the lcadcrship and
aid of the god&ess Danu and managed to ciisplace
the Prcvious rulers of ]rclanc]. Thc Flant instead, re-
jecteci Danu’s offer, not wishing to be led by anyone
but to be free and on their own. Most of them left
]relan& and SPreacl to the rest of the world. Tl‘leg can
be encountered virtua”y angwhcrc.

TI"I@ F|ant are much more variable than the
Tuatha as a race and in this way thcg resemble hu-
mans. Tlﬁeg dorm’t have one and only ralm or resi-
dencg; there are several areas and realms ruled }33 the
Flant Annwn and tlﬂey can be found at most faerie
realms and locations on Earth. Also, thcy dor’t ex-~
hibit the “neutra!ftg” shown 133 their cousins. |ndeed,
thcg once more resemble humans in that there are
goocl, evil and neutral Flant. F|ant Annwn dor’t have
any kind of stable values and ideals to be followed }35
all members of their race. ]nstead, every Flant has its
own set of values that may differ astonishinglg from
one to the other.

Some Plant bclong to faerie organisations
such as the Seelie and Urxsee!ie Court. Tl’l€3 have
good relationships with the T uatha, although they
envy them a little because tlﬁey haver’t ever achieved

the level of civilisation nor the wisdom of the Tuatha.

Combat

Plant Annwn are efficient warriors, trained in the an-
cient art of war dcvelopcd bg faeries. Thcy favour
guerri”a tactics, using the terrain to their advantage,
and missile weapons, but thcg can also prove dcac”y
when forced to meet the oPPonent in open grouna

and in close combat.

SPe"s (SP) Tl‘leg cast sPells as 1”|level sorcerers.

Roane

aka. Selkie
Mcclium~5izc ch
Hit Dice: 3d6 (io EP)

]nitiativc: +%



Spccci: 30 ft, swim 20 ft (onig in seal form)

AC: 13 (+3 Dex)

Attacics: Bite +4 melee *01119 in seal form), short
sword +1 melee (onig in human form)

Damagc: Bite d3, short sword dé

]:acc/Rcacl'l: 5 ft by 5ft/5 ft

Spcciai Attacks: Spc”s

SPcciai Quaiitics; SIﬁaPeciﬁange, SR 13, water
breathing

Saves: [ort +1, Ref +6, Will +4

Abilities: Str 10, Dex 16 (+3), Con 10, |nt 14 (+2),
Wis 12 (+1), Cha 12 (+1)

Skills: [Hide +6, [isten +3, Move Siicntiy +4, SPot
+5, Swim +9

Feats: \/\/capon Finesse (bite)

(Climate/T errain: Aﬂg sca or coastal lands
Organisation: Soiitarg, Famiig (2-4), Pack (5-10) or
tribe (30-200)

Ci‘ia"cngc Kating: i

Trcasurc: Standa rd

Aiignmcnt: u$ua”3 chaotic gooci

Acivanccmcnt Rangc: Bﬂ character class

Roanes (also called 56”<ies> are faeries of the sea
that can take the form of a human or that of a seal.
Thcg live in underwater caves and cities located ciccp
in the oceans, but can be also found near the shores
for thcy like to travel and sPcnci much of their time
away from their homes. Roanes are gentie and peace-
ful bcings, sometimes even to the seal-hunters that
injure or kill their kind. [However, some of the Selkies
have grown tired of toicrating the mortal fishers and
scal-hunters and have made attacks against them as
an act of vengeance. (Until now, this “movement” is
not organised, but it i)egins to gain more followers,
cspcciaii9 among the younger Scikics.

Roanes live in a ciangerous environment. | his
doesn’t mean that ti‘xey are threatened bg sharks or
other creatures of the deeP. Koanes are in constant
conflict with the evil sea faeries, such as Nuckalevee

and Ben \/arreys. Ti‘lis old war is one of the reasons
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wi‘»y the Roanes i‘iavcjoincci the Scciic Court. De-
spite their good nature, the Selkies were too peace-
ful to enter such an organisation, but they were
forced to do so to Protect themselves from their natu-

ral enemies.

Combat

Roanes are Peace~ioving creatures, but the ciangers
of their environment and the threat of evil sca faeries
have forced them to receive some martial training and
organise a stanciing army.

ShaPcchangc (Su); As a standard action, a roane
can assume any of two forms: a human-like one (wiﬂ'ch
alw335 remain the same) or that of a seal.

Spc"s (SP) Selkies cast spc”s as 2,nd level sorcer-
ers.

Water brcati'ling (Ex): In both forms, a selkie can

breath on the land or in the water with equai ease.

Stoorworm

Largc Magicai Beast

Hit Dice: 5di0o+5 (32 hp)

Initiativc; +3%

Spccci: 20 ft, swim 20 ft, climb 20 ft

AC: 18 (+3 Dex, +6 natural, -1 size)

Attacks: Pite +6 melee

Damagc: Bite d8+Z+Poison

Face/Reach: 5 ft bg 1o ft/ 5t

Spccial Attacks: Poison

Spccia| Quaiitics: Eniargc

Saves: [Tort +5, Ref +7, Will +2

Abilities: Str 15 (+2), Dex 17 (+3), Con 13 (+1), Int
5 (3), Wis 12 (+1), Cha 4 (-3)

Skills: Palance +11, Climb +14, [Hide +11, [isten
+9, 5Pot +9

Fcats: —

Climate/T errain: Any

Organisation: Soiitarg

Cha"cngc Kating: 3

Trcasurc: None



Alignmcnt: USua”}j lawful evil

Advancement Kangc: 6-9 HD (Large), io-15 HD
(Huge)

Tl’xe stoorworm is an evi|, enchanted serpent bred by
malicious forces, like the Ur\scchc Court, to Poison
the water sources of their enemies. | hese serpents
can locate water dcposits, such as undcrground lakes
which feed wells, with unerring accuracy. When tlﬁey
locate an imPortant wc”, thcg Aig through the earth
until theﬂ reach it and then reside at its bottom.
Thcre, thcg secrete their venom in the water. W!ﬁolc
communities have been wiPed out from the violence
caused bg the subtle action of the Poison.

T he stoorworm appears as a red snake with a
head made of solid red bone. ]t reaches 10 feet in
|engtl’1, but can magica”g enlarge itself to reach 20
feet. Jts tongue splits in three ends instead of the

usual two seen in other snakes.

Combat

When faced with opponents, a stoorworm is certain
PP

to first enlarge itself, so it can deal with opponents

better. |t will then Procccd to bite them to death, in-

Jecting its potent Pofson in their blood stream.

E_nlargc (Su): Stoorworms can magica”y enlargc

themselves. While enlarged, stoorworms are of T‘luge
Size (AC 17), their Strength is increased to 20 and
their bite inflicts d10+5 clamage, P!us theg gain a +2
Fortitude bonus and 15 temporary hit points. As-
suming this form (or retuning back to the stoorworm’s
smaller version) is a standard action.

Poison (Fx): With any successful bite attack that
deals clamagc, the stoorworm injccts some of its Poi~
son in the victim’s blood stream. | he target must
make a [Tortitude save (DC 18) against the potent
ha”ucinogenic substance or suffer from extreme!g
vibrant hallucinations for 2d10 minutes. During this
time, he has a -+ Pena!tg to his attack rolls, skill checks
and AC and any sPc”casting rcquires a (oncentra-
tion skill check to be accomPIis!ﬂed (DC I§+5Pe”
level). After this Pcrioc{ c|apscs, the victim makes a
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WI” save <again, DC 18). Succcss means that the
Poison doesn’t cause any additional effects. [Failure
means that the violent hallucinations have left a mur-
derous rage in the character. ]:or the next d6 hours
the character is considered a chaotic evil character
with on|3 one purpose: to murder any other human,
friend or foe, he meets. ln this stage, the hallucina-
tions are more tame and the character doesn’t suffer
any Pcnalty. Note that while a person is under the
effect of the Pofson, multiPIe doses aren’t cumulative.
SOmCOﬂC drinking from the water of a source
infected bg a stoorworm is exposed to a much more
diluted version of the Poison. |n this case, there are
no sudden, violent hallucinations. |nstead, a victim who
fails his FPortitude save (D 14 due to the diluted
Poison) begins to see violent niglﬁtmares‘ If he contin-
ues to drink the water, over the next 3 clays his nighb
mares graclua“g begin to bleed in his daily life, becom-
ing dailg hallucinations. A]thr the three days clapsc,
the person must make a Wl” save (DC I‘l") or turn
into a chaotic evil b!oodthirsty Junatic for 4dé hours.

Swanmag

Mcclium~5izc ch

Hit Dice: 5d6+5 (22 hp)

]nitiativc: +4

SPcccl; 30 ft, ﬁg 60 ft (goocl) (onlg in swan form)
AC: 14 <+“r Dcx)

Attacks: Dagger +6 melee (onlg in human form)
Damagc: Daggcr d4

Facc/Kcach: 5 ft bg 5ft/5 ft

5pccia| Attacks: Spcﬂs
SPccial Qualities:
shapechange, SK 15
Saves: [Tort +2, Ref +8, Will +7

Abilities: Str 10, Dex 18 (+4), Con 13 (+1), |nt 13
(+1),Wis 16 (+2), Cha 20 (+5)

Skills: Hide +8, Know|edgc (hature) +5, | isten +6,
Search +5, Sense Motive +7, Spot +6, Swim +10,
Wilderness | ore +6

Magical Prohfbitfon,



Feats: Wcapon [Finesses @aggcr)

(Climate/T errain: Any

Organisation: Solitarg or pair

Cha"cngc Kating: %

Trcasurc: Standa rd

Alignmcnt: Usua”g neutral good

Advanccmcnt Kangc: Bg character class

Swanmays are facrie shapechangers. Their true
form is said to be that of a magnhciccnt snow-white
swan, one of the most beautiful siglﬂts any mortal can
witness. A swanmay can also appear in the form of a
comely young woman. [Her snow-white hair is her most
cxtraordinary feature in human form and is certain to
attract the attention of any mortal male. T heir hair is
only one of the swan attributes thcg maintain in hu-
man form. Among others are their excellent swimming
abilit\g and grace of movement.

Tl’]e dual form of the swanmays has been their
greatest ghct, but also their greatest curse. Swan-
mays were some of the very few facries that became
enamoured with the human race. ThC\lj loved the hu-
mans’ appearance, their Potential, their clgnamic ap-
Proach to matters and their determination. Thcir
shapeclﬁanging abi!itg was a way tlﬂey could sPenc{
time with their beloved ones. Jt had but one, critical
Haw: tlﬂey could onlg work magic in their true form.
T heir whole life became a dilemma: should they be-
come isolated from their beloved humans and be able
to live like faeries with access to the ghct of magic, or
should t}wey live in the world of mortals and deng their
faerie origins and magical hcritagc’?

The answer to such a dilemma is not sme!e
and most swanmays try to live both lives. |t is a dan-
gerous Path they tread, for tlﬁey must look after their
loved ones and in the meantime avoid bcing discov-
ered bg them. A swanmay can be encountered in any
human settlcmcnt, hving along with their mortal mate.
A child can be born from that union, but it will a|wa35
be a female one. As it grows o!dcr, the child will feel it
is different from other children. At her i 6th birthclays,
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her full swanmay powers shall be revealed and be-
come accessible by her. [Her mother usua”g informs
her of the sPecial hcritage she carries and secrctly
instructs her to the life of a swanmay, so that their

facade will remain intact.

Combat

5wanma35 usua”g are Peacexcu| creatures, but theg
will Fight to the death if thcg’rc beloved ones, espe-
cia”g their dauglﬁters, are threatened.

Magical Prohibition (Su): A swanmay can or\|3 use
her spe”s in swan form.

Shapcchangc (Su): A swanmay can 5/73pcc/73ngc,
as per the SPe”, between two forms. | he first is that
of a lovclg female human, while the second is that of a
snow white great swan. Switching between shapes
requires a standard action and can be done as fre-

ciuentlg as the swanmay wishes.

Spc"s (SP) Swanmaﬂs cast spc”s as 6th level dru-
ids.

T row

Largc Giant

Hit Dice: 5ds+i0 (32 hp)

|nitiative: -2 (Dex)

Spccd: 40 ft

AC: 12 (-2 Dex, +5 natural, -1 size)

Attacks: Huge greatclub +10 melee

Damagc: Huge greatclub 2dé+9

Face/Reach: 5 ft bg 5ft/10ft

SPccial Attacks: Discase, spe”s

Spccia| Qua|itics: Disease immunity

Saves: [Tort +6, Ref -1, Will -1

Abilities: Str 22 (+6), Dex 7 (<2), Con 15 (+2), |nt 7
(-2), Wis 7 (-2), Cha 11

Skills: Climb +8, [ isten +1, Spot +1

Fcats: Weapon I:ocus (greatc!ub)

C|imatc/Tcrrain: A”y

Organisation: Solitarg or Pack (2-4), usua”g along
with 10-40 fir darrig.



Challenge Rating:

Trcasurc: Standa rd

Alignmcnt: (/lsuany neutral evil

Aclvancemcnt Rangc: Bﬂ character class

T rows are giant faeries rcachir\g 9 feet in hcight.
Tl’xey carry the worst traits of all faeries, something
making them truly horrible in appearance. T heir skin
suffers from a disease similar to !eprosy‘ Crooked
horn and deformed lumPs of flesh Protruc{c from vari-
ous parts of their bodies. T heir Persona!itg is similar
to their appearance: malign, sadistic, devilish. T rows
could on|3 fit in the kind of social structure the (n-
seelie Court Proviclcs. T here, thcg’re used as lieu-
tenants that lead the Sluagl’l troops to battle. Tl’leir
cxccptional prowess suits such a task well and also
serves to intimidate and put in order the unru|3
troops. Not bcing terribly inte”igent, trows are casilg
manipulatecl and controlled bg their suPeriors. Tl’leg
are also used as bodgguards }35 imPortant Court

members.

Combat

T rows follow basic and simple tactics in combat, since
that’s all theg can handle. T}ﬁey usua”y cl'large the
enemy to gathcr momentum for a dcvastating blow
from their greatclubs‘

Disease (Ex): T rows are walking Pi|es of bacteria
and diseases. | hose Figlﬁting them in melee combat
need to make a [Tortitude save after the Flght is over
to avoid contracting a disease. A tgpica| disease
sPrcac] }39 trows would have DC 14, incubation 1d4
Aags and Aamage icb 5tr‘

Disease immunity (Ex): Trows would have died a
|ong way ago if theg hadm't developed a strong de-
fence system against diseases of all kinds. Thcg are
immune to normal diseases and geta +5 bonus to sav-
ing throws against magical ones.

SPc"s (SP) Trows cast spe”s as 1" level sorcerers.
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Tuatha Dc Dannan

Mcclium-Sizecl Fcy

Hit Dice: 3d6 (10 EP)

|nitiative: +2

Spccd: 30 ft

AC: 16 (+4 chainshirt, +2 Dex)

Attacks: Longsword +1 melee or longbow +% rangcd
Damagc: Longsworc! c!8, longbow ds

Face/Reach: 5 ft bg 5ft/5 ft

Spccia| Attacks: Spe”s

Spccia| Qualities: SR 15

Saves: [Fort +1 , Ref+5 , Will +5

Abilities: Str 10, Dex 15 (+2), Con 10, |nt 16 (+3),
Wis 14 (+2), Cha 15 (+2)

Skius: [ isten +4, Know[cdgc (historg) +5, Spc”crauct
+5, Spot +4

Fcats: AlcrtnCss

Climate/T errain: Temperate or cold forests, va”egs
and grasslands.

Organisation: 50|ftar3, group (2-6), band (5-10),
party (10-30)

Cha"cngc Kating: 2

Trcasurc: Sta ndard

Alignmcnt: Usua”y neutral

Aclvanccmcnt Kangc: Bg character class

TI"I@ Tuatl’]a De Darman (“tribe of the goddess
Danu”) are a noble race of faeries that once ruled
]relanc{. Tlﬁeg are among the most ancient of the Feg
folk. When their race was young thcg Participatcd in
the establishment of fabled Mu and there met a great
spirit, Danu. T he sPirit took an interest in them and
I’}@|Pea them in many occasions, omCFering her wisdom
and advice.

TI"I@ Tuatlﬁa were wise enoug}ﬁ to sense the
uPcoming Faerian Wars and the onslaught theg
would bring. Fo”owing Danu, their godc{ess, tl'leg
chose not to be a part of these wars and abandoned
Mu, joumeying across the world to settle [reland.
There thcg encountered the warlike [Tir Bholg, the
rulers of lreland, and the demonic fomhoires. \With the



hclp of Danu, thcy managcc{ to defeat both and claim
|reland as their own. T here theg created a |asting
kingc]om of peace and knowlcdgc. [However, when
tlﬂey sensed that it was the humans’ turn to rule
Ear’ch, thcy abandoned their domain and retreated in
hidden Places. With time, t}weg found that their re-
treat caused them to wane from the face of the
I arth, now !iving inan otlﬁerwor|d13 Place. Thus, tlﬁey
were the first to inhabit a faerie rcalm, which thcy
named Tir Nan Og, “Land of the E_ver Young”, a
name that fits its inmortal inhabitants.

The T uatha still inhabit their distant realm.
Thcg are a Prouc] and beautiful Pcoplc, said to be
the faeries most close to man, tlﬁougl’l their slender
characteristics and ancient wisdom Placc them far
from mortals. Theg love arts, poetry and music and
sometimes befriend mortals with the same interests.

T}wey leave their immortal realm Frequentlg to
travel to earth, but thcg dor’t meddle with the affairs
of mortals, or even faeries. T!’le Tuatl’la are not mem-~
bers of the SCCIfC Court, nor do thcg Plan to be-
come in the future. T}'}eg hold a neutral Positfon to-
wards both “good” and “evil” facries and have no de-
sire to Par‘ticipate in their disastrous conflicts. Onlg if
they feel that the balance and future of Earth is
threatened will t}weg act.

Combat
Although ?ricndly and ncutral, Tuatha have a 1ong

martial tradition and are masters of the art of war in all
its aspects. Thcir militarg discipline, superior arms
and armor and magica! power combine to form one of
the most effective armies.

SPc"s (SP) Theg cast sPe”s as 4~th level sorcerers.

Anathemas

Anathemas (sing. Anathema) are the accursed, Piti~
ful creatures resulting from the Burning. Thcg are
magicians with warpea, broken minds and souls. T heir
transformation has left them Paranoid Psgchopaths
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with an intense hatred for Iiving creatures and espe~
cia”g other sorcerers. Tl’}ey are semi-mad, semi-
logical bcings that should be dead, yet their bodies
are sustained [33 the very magic that destroged them.
The Buming has “blessed” the Anathemas
with many strange powers and fmmortalitg‘ [However,
in the same time it has taken from them their humanity
and their life. |t has condemned them in an everlastfng
semi-existence with bodies that cannot feel anymore
but can still move and act. T heir only purpose in this
new “ife” is to hunt down and dcstrog other magj-
cians. | hus, theg’re feared bg any living Practitioner

of arcane or divine magjic.

Anathcma tcmP]atc

« Anathema” is a tcmplatc that can be added to any
creature, provfc{ed that it’s capable of casting spe”s
and has suffered the Buming. The creature’s type
changes to “undead”. |t uses all of its old statistics
and sPccial abilitics, exceptas noted here.

Hit Dice: [ncrease to di 2.

Spccd: 5amc as the character.

AC: Same as the character.

Damagc: Samc as the character.

Spccial Attacks: An anathema retains its old special
attacks and also gains those listed below.

Mag/ca/ Pane (Su): At will, an anathema can ex-
trude an aura which negates magic in the area. | his
aura extends 20 ft around the anathema and func-
tions as an antimagic field cast bg a sorcerer of level
equa! to the anathema’s [H]D. Activating and main-
taining this aura is a full-round action. While the field
is active, the anathema can affect something or some-
one up to 120 ft away with a greater c//}spc///’ng sPc”.
T his is considered a free action, but only one greater
cﬁbpc///ngmay be used per round. Thcgfeatcr c//s,oc/»
//ng works as if cast bg a sorcerer with level equal to
the anathema’s HD. Onlg the targcted dispc| oPtion
oFgreai'cr d/s/oe///ng may be used in this fashion.
§Pc//5 6,0): The anathema can cast any sPc”s it



could cast while alive.

5]06// Mast@ry 6u); Anathemas, as masters of
magjc and of the ways it worl<s, can enhance sPc”s
with metamagic feats without exPencling higlﬂer level
sPcll slots. An anathema has a number of “ree” sPc”
levels each c{ag equa| to half its [D. |t is able to sub-
stitute these levels instead of using a highcr level sPc”
slot for metamagica”g enhanced sPe”s.

Spccial Qualitics: An anathema retains its old spe-
cial abilities and gains those listed below (it also gains
the undead tgpc).

Burn/ng Kesistance (Su): Since tlﬂeg’ve already
suffered the Burning, Anathcmas are less affected
b3 it. Tl’leg on13 need half the usual time to sleeP af-
ter casting a Powcncul sPcn. [However, if thcy suffer
the Buming for a second time, tl’xeg’re utter13 de-
stroycc].

5]06///?65/51&2/76@ 611) An anathema has SK equal
to 1o+half its HD.

Turn Kesﬁstance (Ex) An anathema has +4 turn
resistance.

Savcs: Same as the character.

Abilitics: An anathema has no (Constitution score
being undead. Otherwise, same as the character.
Ski"s: Same as the character.

]:cats: Same as the character.

(Climate/T errain: Same as the character.
Organisation: Solita ry.

Cha”cngc rating; Same as the character+2.

T reasure: Double items.

Alignmcnt: Ang evil.

Aclvanccmcnt: Bg character class.

Demons and Angcls

Demons and angels are suPernaturaL almost divine
beings living in worlds far away from [Carth, deep in
the middle ring of the cosmos, co”ectively known as
the Netherworlds. Jtis spccu|atcd that in the dawn of
time these beings were kin, descenc{ing from the same

race, but they were scparatcd soon a]ctcr, when An~
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gcls chose to follow the ideals of “gooc]” and Demons
those of “evil”. ]:rom that moment, the two races have
been clraggcd into a Iasting war, turning the nether-
worlds into a l’luge battlefield. T he war has been car-
ried to other worlds as wc”, including Earth, but on a

mUCI"I sma”er scale.

Summoning and travc”ing

Often, demons and angels can be found as servants
of strange and divine powers. T heir duties rcquire
them to travel a |ot, leavfng the netherworlds for other
realms of existence. [~ arth has its share of these mys-
terious befngs, summoned here by sPeHs and rituals to
serve their summoner or offer him power and longev~
ity. This is the way demons and ange|5 can Freelg walk
and act in the lands of the Phgsical world. |f they
travel tlﬁrouglﬂ their own power or magica| gates, tl"lé!j
face a strange environment with laws and Princip]cs
alien to them. T his leaves them weak: tlﬁeg can remain
on Earth for onlg one hour per HD (rctuming after-
wards to their Plane) and tlﬁeg suffer a 4+ Penaltg to
all actions. \When summoned by magjcians, their sPc”s
give them the abih’tg to sustain their forms and the
sorcerers offer them a part of their life force that ren-
ders them Partia”g human-like and therefore able to
endure the laws of the Physical world that seem so

strange to them.

Uniqucncss

Demons and Ange|s arer’t a race like humans, for
every one of them is different from the rest in some
way. Ohne Ange| could be a brilliant sPlﬁere of Iight,
while another a magnhciccnt human-like bcing. A De-
mon could resemble a great human warrior equippeé
with blood-dripping horns and a pair of bat-like wings
or he could be a disgusting insectoid or IumP of flesh,
or even a beautiful temptress.

" ach demon and ange| is a unique being with
its own powers and weaknesses. | his means that

there are no similar grouPings of these entities and



thcy can’t have any form of set statistics. |nstead,
every one should be created and treated indivi&ua”y.
Thc Fo”owing guiclclincs can be useful in the creation

OF a Aemon or ange| ]COFHOUF campaign.

(eneration

A demon’s or angel’s generation is a measure of its
relative power. (Generation doesn’t have anything to
do with the entity’s age. Rather, it describes the simi-
larity between the entity’s potency and that of an-
cient angels and demons.

Ancient demons and angcls were cxtrcmelg
Power‘Ful and potent beings, almost gocui!(e in their
might. Subscqucnt gcnerations were less PowchuI.
Fven toclag however, some demons and angels are
born with the power of the elder ones. Thus, if a de-
mon is said to be “of the third generation”, it doesn’t
ncccssarilg mean that he was born c]uring the reign of
the third generation. Jt usua”9 means that his power is
roughlg cquivalcnt to that of a true demon of the third
generation.

Thcre are five acknowlc&gc& gencrations. ]t
scems that the fifth generation entities are the least
Powchul a demon or angcl can ever be and it is be-
lieved that there won’t be a sixth generation. Statis-
tics are guidclincs are given for entities of the 2™ to
5% generation. Those of the first generation are very
few (most have died in the assault against the
Dragon) and their power is almost go&~|il<e (in&eecl,
many have Pricsts in the Ph}jsica| worlc{). No one has
ever been born with their power since their defeat at
the hands of the Dragon. Somc of the surviving enti-
ties of the first generation are described in the

“Gods and Powcrs” chaPtcr.

THPC and Size

I ntities from the Netherworlds are of course
treated as outsiders. | heir Size varies from Tfng to
Hugc and affects Strcngth, (onstitution and Dex-~
terity (apart from the usual modifications to AC and
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attack bonuses).

Ting: -6 Str(min 1), +8 Dex

Sma”: =3 Str (min 1), +4 Dex
Mcclium-Sizc: No modifications
]__argc: +4 Str, 3 Dex (min 1), +4 Con
Hugc: +8 Str, -6 Dex (min 1), +8 Con

Hit Dice

Angels and demons have classes and levels as char-
acters. Ncarlg all classes are open to them, but
Priests must follow one of the angelic or demonic
powers (see the “(Gods and Powcrs” chaptcr\cor more
details). Theg Frequentlfj multiclass.

Sccond (Generation: Characterlevel 20

T hird Generation: Characterlevel 15

Fourth (Generation: (Character level 10

Fifth Generation: Character level 5

SPccd

The SPeecl of a demon or angel is accorc]ing to its
size, as in the Fo”owing table. Furthermore, all such
entities are able to Hg, either t!ﬂrouglﬁ wings or
through some mystical effect.

Tiny: 20 ft, fly 50 ft (perfect)

Small: 20 ft, fly 80 ft (good)

Medium-Size: 30 ft, Flg 100 ft (average)

]__argc: 40 ?t, 1[]3 150 ft (Poor>

Huge: 50 ft, fly 150 ft (clumsy)

AC

Ange|s and demons may or may not have a natural
armor rating (this dcpenc[s on their spccial traits, see
below)‘ Theg do however, take ac{vantage of con-
structed armors and shields and any entity of fourth
or lower generation can be assumed to carry magical

items.

Attacks/ Damagc

Angels and demons may or may not have natural at-



tacks (this c]cPcnc]s on their spccial traits, see below).
Tl’xey can most certafnlg take aévantage of artificial
weapons and any cntit\g of the fourth or lower gen-

eration can be exPectea to carry magica| arms.

SPccial Attacks and Qualities

Ange!s and demons are Power‘Fu| and magica| }Jeings,
50 thcg have a lot of powers in their command. T he

most common ones {:O”OW:

Damagc chuction
Scconcl (Generation: 20/+4
Thirc] Gcncration: 20/+3%
Fourl:h (Generation: 15/+2
Fifth Generation: 10/+1

lmmunitics
Demons and angels are gcncra”g immune to Poisons,

diseases, Paralysation, Petrhcfcatfon and magical

SICCP.

SPc" Resistance
Scconc] Gcncration: 25
Thircl (Generation: 22
Fourth Generation: 18
Fi{:tl'l Gcncration: i5

Spells

Second Generation: (asts sPeHs as a 15% level
sorcerer.

T hird Generation: (asts sPe”s as a 10" level sor-
cerer.

]:ourth Gcncration: Casts sPe”s as a 7&’ level sor-
cerer.

Fifth Generation: (asts sPe”s as a 7th level sorcerer.

Spc”-likc Abilities
The Fo”owing 5P61|~1il<c abilities are common to all
ange|s.

Second Generation: At will = after self, charm per-
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son, command, cure mﬁ’or wounds, a’/sp/accmcm‘,
dominate person, greater a’/spe////g /'nvfsilyi//iy, non-
detection, Pcrsistcnt image, rainbow pattern, 3/ clag -
blade barrier, forbiddance, heal mass suggestion,
P/anc shitt, tc/cpori; i/ Aay — discern location, Jimited
wish, relou/sion i’e/e/oori’ without error. | hese are like
the spens cast }33 al 5tth level sorcerer.

Third Generation: At will ~ alter self: charm person,
command, cure //5/7[’ wounds, a’/spe/ magjc, c//sp/acc»
ment, /nv/s//)///ty, m:a/'or image, nondetection, sugges-
tion, 3/ c]ay — cure major wounds, dominate person,
greater d/s/oe//in‘g, /oersfstent image, rainbow pattern,
tc/cporf, i/ c]ag — blade barrier, forbiddance, mass
suggest/on, /o/ane shift. Tl’xese are like the SPe”s cast
}33 al }th level sorcerer.

Fourth Gcncration: At will - after se/£ charm person,
command, cure //5/7[’ wounds, al/'spcl magjic, misdirec-
tion, 3/ clag - c//sp/acement, /hV/Sllé///ty, m‘—a/or image,
nondetection, suggestion, 1/ da y - cure m@br
wounds, dimension door, dominate person, loers/stent
image, F/anc shift. T hese are like the sPc”s cast }39 a
i1 th level sorcerer.

FI‘F‘tI’I (Generation: At will — alter self, command, misdi-
rection, 3/ clay ~ charm person, cure //g/zi' wounds,
a’/spc/ magic, /nwlsib///ty, nondetection, 1/ Clag ~ ds-
/:)/acemcnt, m@'or image, suggestion. These are like

the spe”s cast bg a 8th level sorcerer.

The Fo”owing sPelLlil«i abilities are common to all
demons.

Sccond (Generation: At will = alter self, cause fear,
charm person, darkness, c//sloe/ magic, d/s/o/acemem‘,
dominate person, inflict mﬁ’or wounds, /’n\//lﬁ:/é///fy,
nondetection, /Ders/stent image, Pﬁantasma/ Liller,
suggestion, 3/ clay - Forcccagc, harm, P/anc shift,
stone to flesh, te/e/oort, i/ day ~ discern location,
[/ngcr of death, limited wish, tc/cloort without error.
T}ﬁese are like the sPeus cast by al 5th level sorcerer.
Thircl (eneration: At will = alter self, cause fear

charm person, darkness, c//sloe/ magic, d/s/o/acemem‘,



inflict //5/71L wounds, /’/W/S/Z)i/iiy, mia/'or image, nondetec-
tion, suggestion, 3,/ dag — inflict maj’or wounds, Pers/5~
tent image, /:)/hantasma/ Liller, tc/c/oorf, i/ dag ~ force-
cage, P/anc 5/1/)[15; stone to Hesh. Tl’xese are like the
sPclls cast }35 al §th level sorcerer.

FOUI"tI’I Gcncration: At will ~ after se/£ cause J[cear,
charm person, darkness, c//spc/ magic, inflict //g/n‘
wounds, misdirection, 5/&33 - d/sp/acement, invisibil-
ity, major image, nondetection, suggestion, 1/ clag -
dimension door, inflict major wounds, /Dersisi'eni' /m-
age, Io/anc shift. These are like the sPc“s cast }33 a
I ]th level sorcerer.

Fifth Generation: At will — after self, cause fear,
darkness, misdirection, 5/(:!35 ~ charm person, c//spe/
magjic, /'/7wl5ib///ty, nondetection, 1/ clag - c//sp/acc~
ment, mﬁ'or image, suggestion. These are like the

sPclls cast }35 a 8th level sorcerer.

Spccia] T raits

Until now, the powers and abilities of demons and
ange|s seem Prettg standard. Special traits can be
used to make a demon or angcl uniquc, bg Provicling
highla sPecialisecl and individual abilities under his
control. T here is no set number of special traits for a
demon or angel, but the Fo”owing are recommended:
Scconcl (Generation: 5-10

T hird Generation: 3-6

]’:ourl:h (Generation: 2-4

]:ncth Gcncration: -3

Abilitg drain: T he entity has an attack that causes
abilitg loss, either temporary or permanent. This usu-
a|13 requires an unarmed melee attack (or a melee at-
tack using a natural weapon, like claws or bite). When
taking this trait, the entity selects the abilitg it can
clamagc. Damagc is considered temporary, unless this
trait is taken twice, in which case the loss is perma-
nent. No entity can drain more than one abilitg.

i. [ifth generation entities can cause id4 tempo-

rarilg abi!ity damagc or one Point of Pcrmanent abilit\g
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drain.

2. Fourth generation entities can cause i1dé tempo-
rarily ability damagc or Icl} Permancnt abilitg drain.

3. T hird generation entities can cause ids tempo-
rarily ability damagc or 1d4 permanent abilitg drain.
4. Second generation entities can cause | di2 tem-
Porarilg ability damage or 1dé permanent abilitg
drain.

Armoring: The entity has a natural armor bonus,
which can take the form of hardened scales, a b|indfng
light aura Aistracting enemies or mgriac{s of other
forms. T he natural armor of the entity is +3 per gen-
eration counting backwards (e a 5th generation entity
has +3 natural armor, while a 2" generation one has
+12 natural armor). This trait can be taken mu!tiplc
times to Provfcle better Protectfon: cach extra time the
natural armor bonus is increased by +%.

Blinclsight; This creature is considered to have the
}Dlinc{sight cxtraorclinarg abihtg. This abihty can be
based on a lot of Principles: the creature miglﬁt have
an cxtraordinarg sense of scent or a sonar-like echo-
location abilitg (much like a bat). The range of this
ability is usua”g 60 ft, but it may be doubled if the
trait is taken again.

E_ncrgy drain: An entity with this trait has an energy
drain attack. T his usua”g requires an unarmed melee
attack (or a melee attack using a natural weapon, like
claws or bite). T his trait cannot be taken more than
once.

i. [ifth generation entities bestow one negative
level on their opponent.

2. Fourth generation entities bestow 1d2 negative
levels on their oPPoncnt.

3. T hird generation entities bestow two negative
levels on their oPPoncnt.

4. Second generation entities bestow 1d2+1 nega-
tive levels on their opponent.

E_ncrgg resistance or immunity: The entity is espe-
cia”g resistant against one type of energy (like fire,



cold etc). When Facing damage from that form of en-
ergy, the entity has damage reduction equal to five
times its generation counting backwards (i a 5th gen-
eration entity has DR 5, while a 2 generation one
has DR 20). |f this trait is taken twice for a certain
type of energy, the creature becomes tota113 immune
against that type. [owever, an entity cannot have
more than one energy immunity. Otherwise, tal(fng
this trait again can aPPIg to a different energy type.

[ vasion: Onlg entities of Large Size or smaller can
take this trait, which gives them the [~ vasion extraor-
&inarg abilit3 (like a rogue). |f taken a second time,
" vasion upgrac]cs to ImProvcd " vasion, but the
creature can not be greater than Medium-Size.

Fast healing: An entity with this ability repairs dam-
age suffered extremelg quick.

i. Fifth generation entities have [Tast Hcaling 3.

2. Tourth generation entities have [Fast Tﬂea!ing 5.
3. Third generation entities have [Fast Hea]ing 8.

4. Seconcl generation entities have [Fast Healing
10.

Fear: [ ntities with this trait radiate an aura of fear or
awe that terrifies mortals and other creatures with
less 1D or levels than them. This aura of fear is not
continuous: the entity can choose when to radiate it
and when not (as afree action).

i. [ifth generation entities radiate fear in a 15 ft
radius. Potential targets must succeed in a Will save
against DC 15 or become ?rightcne& for di2
rounds.

2. Fourt}') generation entities radiate fearin a 30 ft
radius. Potential targets must succeed in a Will save
against DC 18 or become ?rightcne& for diz2
rounds.

3. Third generation entities radiate fear in a 45 ft
radius. Potential targets must succeed in a Will save
against DC 20 orbecome Panickcd fordi2 rounds.
4. Second generation entities radiate fear in a 60

ft radius. Potential targets must succeed in a Will
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save against DC 23 or become Panicl«id for di2
rounds.

Gazc attack: This trait grants a gaze attack to the
entity. | ethal gaze attacks are on|9 gainecl if this trait
is taken twice and are of limited activations per day
(with each activation Iasting for one round). A lethal
gaze attacks usua”g consists of Pctrhcication or in-
stant death. Non~lethal attacks are usua”y charm
gazes or curse gazes (as the bestow curse sPcH) and
have more activations per dag than lethal attacks. A
creature can onlg have one tgpc of gaze attack. 5av~
ing throws against gaze attacks are [Tortitude against
Petrhcication or instant death and Wl” against charm,
curse etc.

i. Tifth generation entities can use a non-lethal
gaze ) times per clag and a lethal gaze one time per
c]ag. The save DC is 15.

2. Fourth generation entities can use a non-lethal
gaze 5 times per da3 and a lethal gaze % times per
clay‘ Thesave DCis 15.

3. Tifth generation entities can use a non-lethal
gaze 10 times per clag and a lethal gaze 5 times per
c]ag. Thesave DC is 18.

4. TFifth generation entities can use a non-lethal
gaze 20 times per day and a lethal gaze 10 times per
clay‘ The save D is 20.

lncorPorca|ity: Incorporeal demons and angcls are of
two kinds. | he first kind are those entities that can
switch between corPorca| and incorporeal forms at
will. These creatures are usua”g able to maintain an
incorporeal form for a number of hours per dag equa|
to their generation counting backwards (ie one hour
for a 5th gencration cntity and 4 hours for a Z”d gen-
eration entitg) The second kind are those entities
that are natura”y incorPorca| and do not have a cor-
Poreal form. T hese entities are Permanent!g incorPo~
real and might resemble anything from ghostly angcls
and demons to great spheres of pure energy. FPerma-
nently incorPorcal entities have a means of attacking

on|3 if tlﬁeg have taken the natural attack trait: in this



case, thcy use their Dcxtcrity modifier for their at-
tack bonus and t}ﬁeg are caPable of I’aarming corpo-
real creatures with their natural attack.

Magical power: Tl’le entftg can cast a sPe” as a SPCH~
like abilitg, in addition to the abilities standard for all
demons or ange!s. If this sPecfal trait is taken, the en-
tity selects one arcane or divine sPc” to use as a
SPelHii(e abilitg (with a caster level as that for its
other sPc”~|ii<c abilities).

i. [ifth generation entities can cast a 1 level sPe”
at will, a 2™ or §rd level sPc” three times per c{ag ora

4"% lCV@l SP6H once PCT‘ c{ag

2. Fourth generation entities can cast a 1% or 7_HCJ

level spe” at will, a §rd or 4 level sPe” three times per

day ora 5th level sPc” once per c{ag.

3. Third generation entities can cast a 1 2™ or §rd

level sPc” atwill, a 4th level sPc” three times per day or

a 5th or 6th level sPe” once per day.

4. Second generation entities can cast a i 26

r
§rd level sPe” at will, a 4% or 5% level sPeH three times
per c{ag ora 6" level sPc“ once per day.

Natural attack: Demons more common|9 than angels
have bestial characteristics that Provide them with
natural weapons, like claws or Fangs. Bg taidng this
special trait, an entity can select one natural attack
from the table below (taking the trait mu!tiPle times
enables more attacks to be chosen). T he basic dam-
age of the attack aepends on the size of the entity.
Bite: d» (ting), d4 (small), dé (medium-size), ds
(large), dio (}wuge)

Claws or talons: d2 (ting), d» (sma”), d4 (medium-
size), dé (Iarge), ds (lﬁuge)

Horns or tusks: d» (ting), d4 (sma”), ds8 (medium-size),
2dé (large), 2ds (l’xuge)

Stinger: d2 (tiny), d3 (small), d4 (medium-size), dé
(large), ds (}wuge)

Foison: An entity (usua”g a demon; very few angcls
have this trait) with this trait has a potent Poison at-
tack. Thc Poison is usua“g delivered through a natu-

ral attack, like a bite or stinger, which the creature
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must alrcady possess.

i. The Poison of a fifth generation entity is usua”g
DC 16 to resist and does 1dé Str initial and secon-
clar3 &amage‘

2. The Poison of a fourth generation entity is usu-
a”9 DC 18 to resist and does 1dé 5tr and Con

initial and scconc]ary damage.

3. The Poison of a third generation entity is usua”g
DC 20 to resist and does 2d8 hP and 1dé Str and
(Coninitial and secondarg clamage‘

4. The Poison of a second generation entity is usu-
a”g DC 22 to resist and has the same initial and sec-
onc]arg damagc as that of third generation entities
(2&8 ho and 1dé 5tr and Con)‘ Tﬂowever, failure to
resist the sccondary c]amagc means that one of the
Streng’clﬁ and (Constitution Points lost is a perma-
nent loss rather than a tcmPorarg one.

chcncration: An entity with this trait has the Re-
generation cxtraorc]inary abi!ity and heals a number
of hit Pofnts per round equa| to twice its generation
counting backwards (ie a fifth generation entity heals
2 hP/rounc‘, while a second generation one heals 8

hp/roun@.

Saves

A demon’s or angcl’s base saving throws are derived
from his class and leve!,just as for an ordinar3 charac-
ter. r’iowcvcr, because such entities are inhcrently
magical and Power‘Ful, tlﬁeg get a specia| +2 bonus on

any saving throw.

Abilities

A otherworHly entity’s abi!itg scores are determined
asfora Plager character: bg dice. T he more PowerFul
an entity is, the better its abilities will be and this re-
flects on the type of dice used to generate its abi!it3
scores.

Second Generation: 7d6, clroP the 2 lowest and use
the other 5 dice (default array: 25, 24, 23, 22, 21,



18).

Third Generation: 6d6, clroP lowest and use the
other 5 dice (default array: 23,22, 21,20,19,16).
Fourth Generation: 5d6, clrop lowest and use the
other 4 dice (default array: 19,18, 17,16, 12).

Fifth Generation: 5d6, drop the 2 lowest and use the
other 3 dice (default array: 17,16, 15, 14, 10).

Cha"cngc Kating

A demon’s or angel’s C}wa”enge Rating is equal to
his character level x3,/4. Evcrg two sPccial traits he
has increase his CR bg an additional one Point‘

5Pirits

SPirits are insubstantial entities living in the ethereal
P|ane that surrounds the Physical world. WI"I@FC mor-
tals and other creatures are composcd of soul and
bocly, spirits have no ultimate connection to matter in
the Phgsica! world, using it only when it suits them.
I ach spirit is associated with a natural element, a
manifestation of nature or a kind of creatures. | here
are sPirits associated with air, earth, fire and water,
Plants, animals or even with such terms as death, life,
}wealing, disease, Fertf!ftg ete. A sPirit’s Personalit3
and form c]ePcnc{s on its association.

The Persona!itg of sPirits is somewhat difficult
to describe. Spirits are ccrtainlg not mortals and
can’t un&erstanc{, much less affected by, the Passions
and weaknesses lcacling mortals to their fall. Thcy
can be described as gooé, evil or neutral, but again
these terms differ from those used }33 humans. Bc~
cause SPirits are not burdened }Dﬂ the affairs of cve-
rydag Ihcc, like humans are, the “evil” or “gooc{ncss” of
SPiritS (or even their neutralitg for that Purpose) if of
a more grand, pure scale. A sPirit will never possess
the petty evil of a mortal; its evil will be a cosmic one.
The immortality and timelessness of sPirits also make
them very Patient. Tl’l€3 tend to Forget the limited life
span of mortals anc{Just can’t understand whg thcg
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live such hastg lives. When a sPirit Plans somcthing,
its Plans miglﬁt take tens or hundreds of years until
thcg come to fruition. Also, some of the rewards a
human migl’lt achieve are of no use to spirits. Moneg
makes no sense to thcm, nor bcing a lord in a mortal
realm, since tl’aeg usua”g outlive many realms of men.

T his section Providcs game statistics for the
most common types of strftS: air, animal, earth, fire,
Plant and water sPirits. [ ach kind of spirits is divided
in three categories: mediocre (which are the weakest
and less PowerFul), Powencul and elder (which are the
most Powergu! but also less numerous)‘ Statistfcs for
the most PowerFul sPirits, the so-called great spirits,
are not given: such entitics are go&~!il<e and are de-

scribed in the “(Gods and Powcrs” chaptcr.

Common powers and abilities

All spfrits have the go”owing powers and abilities:

. Since sPirits dwell in the ethereal Planc, most of
the time theg’re ethereal in relatfons!’xip to anyone in
the Physical world. [However, sPirits also have the
ability to manifest themselves on [T arth. T his re-
quires a largc concentration of their associated ele-
ment on [ arth. [For example, a Iarge conﬂagration
might allow a fire sPirit to take a material form on
[ arth. Flant strfts can manifest themselves in great
forests and animal sPirits among Par‘tics of their asso-
ciated animals. Spirits can also take a material form
when summoned in the Physica! world }33 spc”s.

2. SPirfts are immortal in the sense that theg dont
age but can be dcstrogec]. SPirits that are killed in
the real world flee back to the cthereal P|ane where
their essence is reconstructed within di12 months.
SPirfts destroged in the ethereal P|ane however, are
Permancnﬂg dead.

5. All sPirits are immune to Poison, sleep, Paralgsis
and stunning. Most spirits, except animal sPirits, are

immune to critical hits.

4. SPirits have }Jlinc]sight %00 ft.



Air SPirits
Alir spirits usually appear as masses of air or fog. T hey can slip throusgh any crack or opening, no matter how
p 9 app g Y P ghany pening
tiny. O”lg airtight barriers prove to be an obstacle for them.
Jnvisibility (F x): As they're composed of air, air spirits are naturally invisible. T his functions as a continuous
Y Y P p Y
/mprovcc//nvis/éi//zy spe” that can’t be dispc”ed or negated (itismt magical in nature).
5 ells (5 ): Mediocre air spirits cast spells as 5th level sorcerers. Powerful air spirits cast spells as iOth level
P P P p P p
sorcerers. Eldcr air sPirits cast sPc”s as 15th level sorcerers. Air sPirits can cast spe”s of the Air clerical do-
main as if theg were sorcerer speus.
5 ellike abilities (5 ): Mediocre: 3/day obscuring mist, wind wall 1,/day ~ controf winds. | hese are like
P P Y s Y
the spe”s cast bg a 5% level sorcerer (save DC P +5Pe” IeveD.
Fowchul: % /day — control winds, obscurin mist, wind Wa//, i /day — control weather, lightning bolt. Thcse are
Y g Y g g
like the sPe”s cast bg al Oth level sorcerer (save DC I Z+5Pe|| leveD.
Elc]er: % /day — control winds, fightnin bo/f, obscuring mist, wind wa//, 1/day ~ chain Jightnin 8 control weather.
Y 'S g 5 Y g 'S
Tl’xese are like the sPe”s cast 133 al 5% level sorcerer (save DC I++5Pe” Ievel).
Whirlwincl attack (Ex): As a full-round action, an air spirit can attack everyone within 10 ft of it with a slam at-
p Y
tack. [ ach target is attacked seParately using the higlﬁest attack bonus of the spirit (however, each attack suf-
fers a -% Pcna!ty).

Animal SPirits

Animal sPirits appear as largc, archct}jpal sPccimcns of a spcchcic animal, like a bcar, a lion or an owl. E_ach
spirit is associated with one animal.

Spc”s (SP) Mediocre animal sPirits cast sPc”s as 5th level sorcerers. Powerful animal sPirits cast spe”s as 10
level sorcerers. [~ lder animal sPirits cast sPe”s as 1 5% level sorcerers. Animal strfts can cast speus of the Ani-
mal clerical domain as if thcy were sorcerer sPc”s.

SPc"—likc abilities (SP) Mediocre: 5/(:133 ~ calm animals, hold animal i/&ag ~ dominate animal | hese are like
the sPc”s cast by a 5th level sorcerer (savc DC i1 +5Pcll lcvel).

Powerful: §/éa3 — calm animals, dominate animal, hold animal, i/&ag ~ antilife shell re/oe/ vermin. | hese are like
the sPe”s cast by a IOth level sorcerer (savc DC i 2+5Pc” lcvcl).

F lder: 5/&33 ~ calm animals, dominate animal, hold animal, repc/ vermin, ]/clay — animal 5/73/(7@5, antilife shell.

Thcse are like the spe”s cast by al 5th level sorcerer <savc DC I‘Hspc” Icvcl).

[ arth SPirits

Ear’th sPirits appearas lumPs of earth and stone with a vaguclg human shapc and rocky aPPcnc{agcs.

SPc"s (SP) Mediocre carth strfts cast speus as 5th level sorcerers. Powerful carth sPirits cast spe”s as 10"
level sorcerers. Eldcr earth sPirits cast sPc”s as | 5th level sorcerers. I~ arth sPirits can cast sPc”s of the [~ arth
clerical domain as if H’xeg were sorcerer sPells.

Spc”-likc abilities (SP) Mediocre: §/c{a3 — soften earth and stone, stone shapc, 1/C1a5 — wall of stone.
Tl’xese are like the spe”s cast bg a 5th level sorcerer (save DC i1 +5Pe” level).
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FPowerful: §/c]a3 — soften earth and stone, stone
5/72,06, Wa//ofstone, i/&ag - slo/'Ae stones, transmute
rock to mud (or mud to rock). These are like the
spells cast }33 a IOth level sorcerer (save DC
I Z+spc” 1cveD.

E_Her: 5/&33 — soften ecarth anc/5tone, slofke stones,
stone s/hapc, wall of stone, 1/c1a9 - cartﬁquakc,
transmute rock to mud (or mud to rock)‘ Tl’xese are
like the spe”s cast by a 15th level sorcerer (save DC
H~+5Pe|l leveD‘

Fire SPirits

Fire spirits appear as Pi”ars of flames that may move
on their own accord. Thcg can attack either }33 ex~
tending tendrils of fire and Iashing out with them or }33
causing their bodg to cxPand and burst, buming
those around the spirit.

]’:lamc burst (Ex): As a standard action, a fire sPirit
can cause the flames of its bo&g to burst, reaching
outto 20 ft. Angone inside this area suffers 3dé fire
&amage in the case of a mediocre strit, 5d6 in the
case of a Powchul spirit or 7d6 in the case of an elder
SPirit. A successful Reflex save (D 15) halves the
damagc suffered. T his ability may be used once per
turn.

]:lamc tendril (Ex): A fire sPirit’s natural attack deals
energy c{amage (without the Strength modifier added
to damage) and can set things on fire. |f someone hit
fails a Reflex save (D 12), he is set aflame and suf-
fers dé damagc per round for the next dé rounds (or
until the fire is extinguislﬂed bg immersion in water
ctc).

]:laming l:)oclg (Ex): One of the fire spirit’s best de-
fences is its boclg of flames. AﬂgOﬂC striking it in me-
lee is affected as if the strit had a fire shield cast on
it by a sorcerer with caster level cqual to the spirit’s
HID. Note that the spfrft’s fire shield on|3 damages
enemies; it doesn’t confer any other effect of the
spe”.

Spcus (SP) Mediocre fire spirits cast spc”s as 5th

114

level sorcerers. Powerful fire sPirits cast spc”s as 1 Oth

level sorcerers. [~ lder fire sPirits cast sPe”s as 15%
level sorcerers. Fire sPirits can cast sPc”s of the [ire
clerical domain as if theg were sorcerer sPe”s.
Spc"~|ikc abilities (SP): Mediocre: §/dag - Z)um/ng
hands, /oroo/uce fame, i/&ag ~ wall of fire. T hese are
like the spc”s cast by a 5th level sorcerer (save D
P +5Pe” !evel).

FPowerful: §/c1a3 - éuming hands, Proa’uce Hame, wall
of fire, i/&ag ~ fireball fire seeds. | hese are like the
spe”s cast }33 a IOth level sorcerer (savc DC
i Z+5Pe” !evel).

Flder 3/ day - éuming hands, fireball Proc/ucc
flame, wall of fire, 1/ day ~ fire seeds, firestorm.
T hese are like the sPc”s cast bg al 5th level sorcerer
(save DC I++5Pe” level).

Watcr weakness: A bucket of water thrown at a fire
sPirft will cause 1dé damage. Larger amounts of water
will cause damagc accorcling to the)’udgcmcnt of the
(Gamemaster. | his also means that a fire strft can-
not enter bodies of water, as such an act would be

suicidal.

Plant SPirits

Flant sPirfts appear as old but sturclg trees that can
uProot themselves and walk across the land. Thcy
use their branches as aPPendages.

Spc"s (SP) Mediocre Plant sPirits cast spc”s as 5th
level sorcerers. Powerful Plant sPirits cast sPe!!s as
loth level sorcerers. I ider Plant sPirits cast sPcHs as
i 5th level sorcerers. [Tire spirits can cast sPe”s of the
Plant clerical domain as if theg were sorcerer sPc”s.
SPclLli‘cc abilities (SP) Mediocre: 6/cla3 — entan-
g/c, P/am‘growt/y 1/c{a9 - confro/lo/ants. These are
like the speus cast by a 5th level sorcerer (save DC
i1 +5Pc” lcvcl).

FowerFuL 5/&33 ~ control F/ants, entang/e, /o/ant
growt/y i/c]ay - rc/oc/ wood, wall of thorns. | hese

are like the sPe”s cast by a iOth level sorcerer (save

DC i 2+5Pcll lcveD.



Eldcr: 3/ clay — control F/ani’s, cntang/c, /:)/ant growi’/y
wall of t/70rn5, i/&ay -~ commandp/ants, repe/ wood.

Thcse are like the spe”s cast by a i 5th level sorcerer

(save DC H~+5Pe|l !eveD‘

Water SPirits

Water sPirits resemble great waves which move on
their own accord. Although they can not manipulatc
Phgsical objects, their liquid form enables them to
pass through cracks and other openings with relative
case.

E_ngu“: (E_x): Bﬂ making a grapplc attack against
someone, a water sPirit can engulF him with its watery
mass. Whilc grapp]cc{, the victim drowns in the sPirit’s
water.

Spc”s (SP) Mediocre water sPirits cast spc”s as a
5% level sorcerer. Powerful water spirits cast speus as
a ]Oth level sorcerer. Eldcr water spirits cast spcus as
a ]5th level sorcerer. Water sPirits can cast sPe”s of
the Water clerical domain as if theg were sorcerer
spe”s‘

Spc”-likc abilities (SP): Mediocre: §/da3 - ;[og
cloud, o[)scuring mist, i/&ag — controf water. | hese
are like the spcns cast by a 5th level sorcerer (save
DC 1 1+spellleved.

FPowerful: 3/ day — control water, )[og cloud, obscuring
mist, ]/c!ay ~ cone of cold, ice storm. | hese are like
the sPc”s cast bg a 1Oth level sorcerer (savc DC
i Z+5Pe|l leveD‘

F lder: 5/da3 — control water, )[og cloud, ice storm,
o/yscur/ng mist, ]/c!ay ~ acid )[o‘g, cone of cold.

Thcse are like the spe”s cast by ali 5th level sorcerer

(save DC H~+5Pe|l !eveD‘
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AirSPirits

Hit Dice:
[nitiative:
S pee d:
AC:

A ttacks:

Damagc:
Face/Reach:
5Pccia/ Attacks:

S Pccia/
Qualities:

53 ves:

A bilities:

Skills:

/: cats:

C limate/ | errain:
O rganisation:

C ba//cngc Ka ting:
A/l"gnmcnt:
A dvancement

K ange:

Mediocre
Medium-Size

O utsider (Alir)
s5dio+io (37 hP)
+0O

F]y 100 ft (Perpect)
10
Wind
melcc
Wind buffet dé+4
5ftbysft/sft

SPC”S, spe||~1il<e
abilities, whirlwind
attack

Damage reduction
20/+2,  invisibility,
spirit, SR is

Fort +6, Ref +4, Will
+6

Str 18, Dcx 10,

Con i4, |nt i4, Wis

i4,Chai2

Knowlcc{ge G’wistorg)
+6, Knowlcdgc (the
+6, | isten

Flanes)
+5, Opot +5

]mprovec] Bu” Rush

Al']\(j

Solitary or Pack (2-

10)
5
u sua”g neutral

buffet +9

Fowerful

Largc O utsider (Air)

iodio+30 (85 hp)
+O

F]y 100 ft (Perxcect)
10

Wind buffet
melee

Wind buffet di1o+5
5ttbysft/ioft
Spells,

abilities, whirlwind attack

Damagc

50,/+3, invisibility, spirit,

SR 17

Fort +10, RCF +7, \/\/1”

+10

Str 20, Dcx 10, Con
16,Int 16, Wis 16, Cha

14

Knowlcc{ge (history)
+12, Knowledge (the
Flanes) +12, Listen
+10, SPchraxct +6,
SPot +10

]mProveci Bull  Rush,
]mprovcd TriP

Ang

+14/+9

sPclLlikc

reduction

Solitary or Pack (2-6)

8
u sua”g neutral

[ Ider
! uge QO utsider (Air)

i5dio+45 (127 hp)
+0

FIQ 100 ft (Pemcect)
o)

Wind
+19/+14/+9 melee
Wind buffet 2d6+6
1ofthy toft/15 ft

buffet

SPCHS, spe”—like abilities,
whirlwind attack

Damagc reduction
30/+4, invisibility, spirit,
SK 20

Fort +12, Ref +9, Will
+14

Str 23, Dex 10, Con 16,
Int 20, Wis 20, ha 18

Knowledge (historg) +18,
Knowledge (the Flanes)

+18, | isten +15,
Spc”cra{:’c +10, SPot
+15

]mProvcc{ Bu” Rush,

]mProvcc] Trip, Mobilitg
Any
Solitarg

12
Usua”9 neutral
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Animal Spirits

Hit Dice:
[nitiative:
) Pccc/:
AC:

A ttacks:

Damagc.-
Face/Reach:

S Pccia/ A ttacks:

S Pccia/
Qualities:

Saves:
Abilities:

5 ki//s H

f: eats:

Climate/ T errain:

@) rganisation:

Chelliange
K ating:

A /l"gnmcnt:

A dvancement

K ange:

Mediocre
Qutsider

animal)

(Size as

As animal +2d10
\/arics

A's animal

Varies (natural armor
as animal)

As animal (attack

bonus varies)

As animal

Varies

As animal Plus sPe”s,
sPelLlike abilities

As
damage
10/+1, spirit, OR 15
Vary

Str as animal+2, Dex
Con as
animal +2, |nt 14, Wis
i4,Chai2

As Plus
Knowledge (l’xistorg)
+6, Knowledge (the
Planes) +6, | isten +5,
SPot +5), Wilclcrness
| ore +5

animal

P!US

reduction

as animal,

animal

As animal

Any

Solitarg or Pack (2-
10)

As animal +3

u sua”g neutral

/> owerful

Qutsider (Size as
animal Plus one
categorg)

As animal +éd10

\/arics

As animal

Varies (natural armor as
animal)

A's animal (attack bonus
varies)

As animal

Varies

As animal Plus sPells,
sPelLlike abilities

As animal Plus c{amage
reduction 15/+2, sPirit,
SK 17

Vary

Str as animal +4, Dex
as animal +2, Con as
animal +4, |nt 16, Wis
16, Cha 14

As

animal

Plus
Knowledge (historg)
+12, Knowleclge (t}we
Planes) +12, | isten +10,
SPeHcraFt +6, Spot
+10. \/\/ilclcrness lore
+10

As animal
Ang
Solitarg or Pack (2-6)

As animal +6

USuaHE neutral

[ /der
Qutsider

animal

(Size as
Plus two
categorics)

As animal +10dio

\ aries

As animal

Varies (natural armor as
animal)

As animal (attack bonus
varies)

As animal

\ aries

As animal Plus sPe”s,
sPe”Jike abilities

As animal Plus clamage
reduction 20/+3, sPirit,
SK 20

\/ar3

Strasanimal +6, Dex as
animal +4, (C on as animal
+6, |nt 20, Wis 20, C ha
18

As

animal

Plus
Know!eclge (historg)
+138, Know!eclge (the

Planes) +18, | isten +15,
Spe”crapt +10, SPot
+15, Wilc[erness
+15

As animal

Any

So!itarg

lOl‘C

As animal +10

u sua”3 neutral
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[ arth Spirits

Hit Dice:
[nitiative:
S pee d:
AC:

A ttacks:

Darnagc.-
Face/Reach:

5loccia/ Attacks:

S Ioccia/
Qualities:

Saves:

A bilities:

5 L/‘//S:

/: cats:

Climate/ T errain:

O rganisation:

Challe nge Ka ting:

A //:gnmcnt‘.-

A dvancement
K ange:

Mediocre
Medium-Size

O utsider ([ arth)
5dio+20 (47 EP)
+O

50 ft

18 (+8 natural)

Slam +10 melee

Slam dé+5
5ftbysfe/s ft
Spe”s, 5P6”~|il<e
abilities

Damage reduction
10/+1, spirit, SR
15

Fort +8, Ref +4,
Will +6

Str 20, Dex 10,

Con 18, |nt 14, Wis

i4,Chai2
Know|ec{ge (histo

rg)

+6, Knowleclge (the
Planes) +6, [ isten

+5, Opot +5
Fower Attack

Any

Solitary or Pack
10)

5
USuauy
neutral

(2-

lawful

Fowcrfu/
Large
(Eartl’r)
1odio+50 (105 hP)
+0

40 ft

O utsider

20 (+11 natural, -1 size)

Slam +16/+11 melee

Slamdio+7

5ttbysft/ioft
Spe”s,
abilities

Damage

5P6||~1fl<e

reduction

15/+2, spirit,SR 17

Fort +12, Ref 7, Will

+10

Str 25, Dex 10, Con
20, Int 16, Wis 16, Cha

14
Knowlec]ge

(history)

+12, Knowleclge (the

F|anes)

+10,

+12,

Spe”craxct
Spot +10

| isten

+6,

Cleave, Fower Attacl(

Any

Solitary or Pack (2-6)

8

U sua”g lawful neutral

F Ider
I uge Qutsider (F_arth)

15dio+105(137hp)
+0O

40ft

22 (+14 natural, -2 size)
Slam +2%/+18/+1%
melee

Slam 2ds+i0

1oftby1oft/ 15 ft
Spe”s, sPe“~|il<c abilities

Damagc reduction 20/+3,

sPirit,SR 20
Fort +19, Ref +9, Will + 14

Str 30, Dex 10, Con 25,
nt 20, Wis ZO,Cha i8

Knowledgc (historg) +18,
Knowlec‘gc (tl‘wc Flanes)
+18, | isten +15,
Spe”craft +10, SPot +15

Cleavc, ]mprovcd Bu“
Kush, Fower Attack

Any

Solitarg

12

u sua”5 lawful neutral




Fire SPirits

Hit Dice:

/ nitiative:

5Iocca’.-
AC:

A ttacks:
Darnagc:

Face/Reach:
5Pccfa/A ttacks:

S Pccia/
Q ualities:

Saves:

A bilities:

Skills:

/:ca ts:

Climate/ T errain:
@) rganisation:

C/m//cngc Kating:
A /{gnm ent:

A dvancement
Kangc.-

Mediocre
Mcdium~5izc
Outsidcr (Firc)

s5dio (27 hP)

+7  (+3  Dex, +4
improvcd initiativc)

50 ft

18 (+3

natura[)

Dex, +5
I:]amc tendril +5 melee

Flame tendril dio
5 by s fr/5 ft
Flame burst,
tcndri],sPc[[s,sPc[Llikc

Hame

abilities

Damagc reduction
20/+2, fire subt}jpc,
Haming bod\lj, spirit,
SR 15, water

WCal(HGSS

Fort +4, KC{: +7, Wlll
+6
Stri10,Dex 16, Con

io, Int 14, Wis 14,
Chaiz

Knowleclge (historg)
+6, Know]cdgc (the

FPlanes) +6, | isten +5,
Spot +5

]mProvcd ]nitiativc

A119
Solitary or Pack (2-
10)

5
USuaHg

neutral

chaotic

Fowcrfu/
Largc O utsider (T:irc)

iodio (55 hp)

D ex, +4
imProvcd initiativc)

40 ft

i8 (+‘1~ Dex, +5 natura[,

+8  (+4

-1 sizc)
Flame
melee

Flame tendril 2d3
5ftbysft/ioft

Flame
tcndri], SPCHS, SPC]HikC

tendril  +9/+4

burst, flame

abilities
Damagc reduction
30/+%, fire subt\gpc,

Haming bod\lj, spirit, SR

17,water weakness

[Fort 75 Kc{: +11, Wl”
+10
Str 10, Dex 18, Con
10, |nt 16, Wis 16, Cha
14

Knowledge (historg)
+12, Know]cdgc (t!’xc
Flanes) +12, Listen
+10, Spc[[cra)ct +6,
SPot +10

D odge, Improved
Jnitiative

Any
Solitary or Pack (2-6)

8
(/l sua”y chaotic neutral

E lder
H uge O utsider (Fire)

is5dio (82 hp)

+8 (+4 D ex, +4 imProvcd
initiative)

40 ft

17 <+‘+ D ex, +5 natural, ~
2 size)

Flame
+13/+8/+% melee
Flame tendril 2di0
1ofthy 1oft/15ft
Flame burst,
tendril, sPe“s, sPc”Jike

tendril

flame

abilities
Damagc reduction
30,/+4, fire subtypc,

Haming boclg, sPirit, SK

20, water weakness

Fort +9, Ref +13, Will
+ 14

Str 10, Dex 18, Con
10, |nt 20, Wis 20, Cha
18

Know|edge (l’}istorg)
+18, (the
Flanes) +18, | isten +15,
SPc”craFt +10, Spot
+15

D odge,
[nitiative, M obility
Any

SOIitarg

Knowledgc

lm Provccl

12
USually chaotic neutral
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Flant Spirits

Hit Dice:
Jnitiative:
Speed:
AC:

A ttacks:

D amage:
Face/Reach:
5 Ioccia/ Attacks:

S Pccia/
Qualities:
Saves:

Abilities:

5 ki//s H

f: eats:

Climate/ T errain:
@) rganisation:

Chelliange
K ating:

A /l"gnmcnt:

A dvancement
R ange:

Mediocre
Medium-Size

O utsider
5d10+25 (52 hp)
+O

%0 ft

17 (+7 natural)
Slam +7melee

Slam dé+2

5ftby s ft/5 ft
SPCHS, speluike
abilities

Damage reduction
10/+1, fire
weakness, sPirit,SK
15

Fort +9, Ref +4, Will
+6

Str 17, Dex 10,
Con 20, Int 14, Wis
i4,Chai2
Knowledgc (history)

+6, Knowlcc]ge
(nature) +6,
Knowledge (tl’)e
Planes) +6, [isten
+5, Spot +5
]mprove& Trip

Any

Solftary or Pack (2~
10)

5

u sua”g neutral

Fowerful
Large QO utsider

iodio+50 (105 hp)
+0

40 ft

i9(+i0 natural, -1 size)
Slam +14/+9 melee

Slamdi2+s
5ftbysft/10ft
SPCHS, speluikc
abilities

Damage reduction

i5/+2, fire weakness,

sPirit, SR iy

Fort +12, Ref +7, Will

+10

Str 20, Dex 10, Con
20, lnt 16, Wis 16, Cha
4

Knowledgc (histor\g)
+12, Knowlc&ge
(nature) +12,
Knowledge (tlﬁe
Planes) +12, [ isten
10, Spelleraft  +6,
Spot+i0

lmprove& Trip, Fowcr
Attack

Ang
Solftary or Pack (2-6)

USua”g neutral

[ /der
! uge QO utsider

i5d10+75 (157 hp)

+0

40 ft

20 (+12 natural, -2 size)
Slam +20/+15/+10
melee

Slam 2d8+7

1oftbhy ioft/15 ft
Spc”s, 5Pe||~lil<c abilities

Damage reduction 20/+3%,
fire weakness, sPirit, SR
20

Fort +i4, Ref +9, Wil
+ 14

Str 24 D ex 10, Con 20,
Int 20, Wis 20, Cha 18

Knowledge (history) +18,
Knowledge (nature) +18,
Knowleclge (the F!anes)
| isten +15,
SPe”craFt +10, SPot +15

+18,

Clcave, ]mProvecl TriP,
FowcrAttack

Any
Solitar3

2

USuaHQ neutral
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Water Spirits

Hit Dice:

[nitiative:

5/0@@0’.-

AC:

A ttacks:
Damagc.-
Face/Reach:
5Pccia/ Attacks:

S Ioccia/
Qualities:
53 vEes:

A bilities:

5 L/‘//S:

/: eats:

C limate/ | errain:
O rganisation:

C ﬁa//cngc Ka ting:
A/l"gnmcnt:
A dvancement

K ange:

Mediocre
Medium-Size
Qutsider (W ater)
5dio0 (27 hP)

+7 (+3 Dex,
improved initiative)
Swim 40 ft

15 (+3 Dex)
Slam +8 melee
Slam dé+3
5ftbyste/s ft

+4

E_ngulxc, sPcHs, sPcH~

like abilities
Damage
15/+2, spirit, 5R

reduction

15

Fort +4, RCF +7, \/\/1”

+6

Str 16, Dex

16,

Con 1o, |nt 14, Wis

i4,Chai2

Know|ec{ge (l’listory)
+6, Knowleclge (the

F|ar\es) +6,

| isten

+5, Spot +5, Swim

+8

]mprovec{ |nitiative

A119 water bod9

Solitarg or Pack (Z~

10)

5
u sua”g neutral

Fowerful

Large

(W atcr)
iodio (55 hP)
(+4r Dex,
improved initiative)
Swim 40 ft

1% (+4 Dex, -1 size)

+8

Slam +14,/+9 melee

Slam Cl]O+5
5ttbystt/ioft

Qutsider

+4

Eﬂgulf, sPeHs, sPclLlikc

abilities

Damage

reduction

ZO/+§,5Pirit,5R 17
Fort +7, Ref +11, Will

+10

Str 20, Dex 18, Con
10, |nt 16, Wis 16, Cha

14
Knowlec]ge
+12, Know|ec{ge
Flanes)

+i0,

+12,
Spe”craft
Spot +10, Swim +1
]mproveci Bull
]mprovec] Initiative

A”y water }Jocly

(l’n’storg)

(the

| isten

+6,
)

Rush,

Solitary or Pack (2-6)

8
u sua”y neutral

[ Ider
! uge O utsider (\W ater)

isdio(82 hp)

+8 (+4 Dex, +4 imProvcd
initiative)

Swim 40 ft

i2 (+4 Dex, -2 size)

Slam +19/+14,/+9 melee
Slam 2d6+6

1ofthy toft/15 ft
Engul]c, spens, 5PC”~M<C
abilities
Damagc reduction
25/ 44, sPirit, SR 20
Fort +9, Ref +i3, Will
+14

Str 2%, Dex 18, Con 10,
Int 20, Wis 20, Clﬁa i8

Knowlcc‘gc (historg) +18,
Knowlcc‘gc (the Flancs)

+18, | isten +15,
SPe”craFt +10, SPot
+15, Swim +138

Dodgc, ]mProved Bull
Rush, ]mProvecl |nitiative

An9 water bocly
Solitarg

12
Usua”y neutral
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Althougl‘u most E_uropeans now have a solid (more or
less) faith in Christianity and in the One (God, there
was a time when Pcop|e would pay homage to a multi-
tude of goc{s. T hese largely ICorgotten deities are still
there, watching over [_arth and its denizens.

The gocls of  arth do not claim to be the
creators of this world and are not goc{s in the true,
sincere meaning of the word. Theg seem goc”il«: be-
cause of their immense power, like men seem gods to
ants. Most of them are rea”g ancient and neither their
continued existence nor their power is derived from
mortals having faith in them. Theg do accept follow-
ers however, as a means of expanding their splﬂerc of
imqucncc, and grant sPc”s to the most onal and capa-
ble ones.

The goc”il«t entities one can encounter can be
divided in three distinct categories: great sPirits, an-
gelic and demonic powers and othergocls. T he names
given for cach here are not their true names: theg are
the most common names given to them by their mortal

or faerie worshippers‘

(areat sPirits

These uniquc entities dwell in the ethereal Plane sur-
rounciing the mortal world and are the most Potcnt of
all the sPirits of nature. [T ach is associated with a
natural element or Phenomcnon, an activity or a race
of creatures. (Great spirits are encountered with
many names, as many different cultures have wor-

slﬁiPPed them in the past. Fagans continue to revere
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them and their names survive in many tales and super-

stitions.

Arawn

ak.a. Anubis, [Jades, | ord of the Dead

N. Aftedife, Death, Mortalitg

Domains: Death, Know]cdge, | aw

Arawn is the great sPirit associated with death and

passing away from the mortal world. e Presides over
the Othcrworld, the Place where all dead souls go.
This mysterious Place lies somewhere in the ethereal
Plane andis guarded bg sPirits Iogal to Arawn. [tis an
intermediate station for the SPirits of the dead, which
remain there for a while before charting for whatever
P]ace consists their final destination (if one knows
where the dead go it's Arawn and he hasn’t ever
shared this know|edge). While many think of him as a
bleak Figure, in reality Arawn is a tota”y o}:jective god
who takes his duties very seriouslﬂ‘

Holy symbol: A mound.
Favourecl weapon: The scgthe.

Belenus

NG. l:crtilitg, Hcaling, Frospcrity, Sun.

Domains: [~ arth, Hcahng, Plant, Sun.

Belenus is a solar deity. UHM@ Lugh, who repre-
sents the sun in its full glor9 and the triumplﬂ of ligl‘it
over darkness, Pelenus is associated with the cura-
tive Properties of the sun and esPeciaug with Fertility.

Hc rePresents the sun as the source of life and thus



was one of the most well-loved deities, at least before
the appearance of Christfanitg‘
Ho|3 symbol: The sun b|azing over a great oak.

Brigit

NG. Crcativity, Fer‘tﬂity, Fire, Hcaling, Foetr3
Domains: [Tire, (Good, Hcaling, Plant

The great SPirit Brigit is above all a go&clcss of crea-
tivity, the protector of culture and civilised life. [er
followers claim that she invented many of the tools of
civilisation, including weaving and farming, While this
is higHg ciebataHe, Brigit is a benevolent c{cftg caring
for the poor and the weak. ]n Fact, she has been
added to the (Christian Pantheon as St Brigit, for
such was the love of the converted pagans for her.
Brigft is also associated with fire as a source of Puri~
fication and clcansing.

Ho'g sgmbo|: A tl’uree~tongued flame.

Builg

CN.Fir Bholgs.

Domains: [ arth, Strcngth, War

Builg is the barbaric, warlike god of the [Fir Bholgs.
A wild and unru|3 c]eity, Buﬂg rewards valour in com-
bat while he dislikes the tools and ways of the civilised
world. After the invasion of the T uatha [De Dannan
and the defeat of the [Fir Bl’wo[gs }33 them, Builg has
deve|opec1 great enmity for the T uatha and their
leader, Danu.

Holg syml:)ol: A full helmet with the horns of the ram
on cither side.

Favoured weapon: The greatsword.

Ccrnunnos

ak.a. Hemcs the Huntcr, Lorc{ of the Bcasts, Ma~
bon, Master of the Wlld Hunt

N. Forests, Hunting, Wild Beasts.

Domains: Animal, | arth, T ravel, WaR

(Cernunnos is the great sPirit associated with wild
beasts and forests. He is the Protector of hunters

but also the Punisher of those who Pcrsecutc beats
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on|3 for enjogmcnt. Clevcr hunters i<now|cclgcablc in
traditions make a silent prayer to Hernes before
Iﬁunting and always offertohima portion of their prey
afterwards. [Jernes is depicted in |egenc{5 as a pow-
erpu”y built man with a helmet decorated with antler
horns. |n this form he is believed to lead the Wlld
Hunt, a Pack of suPcrnatura| beasts racing across
the land to crush evil and the defilers of nature and
tradition.

Holy sgml:)ol: A white stag.

Favoured weapon: The lor\gbow.

Creidhne

ak.a. (Gofannon, (Giobhniu, Hepal’rcstus, | uchta,
Vulcan

LN. Crafts, Creation, Mcta|worl<ing

Domains: [ire, Knowlcdgc, | aw, Protection
A]tlﬁough (Creidhne is a patron of all crafts, he is
above all associated with mctalworking and was re-
vered by pagan blacksmiths and wrlghts who sent
prayers to him to lend strength to their creations.
(Creidhne is a goc] of Practical creations: he cmplﬁa~
sises on brutal cgicicncg over artistic or aesthetic
concerns. | he arms and armour utilised ]:)5 the
Tuatha De Dannan in their war against the fomori-
ans were constructed bfj him and could fell one of the
demonic titans in a sirxglc blow. Ang metal items
Forgec] bg (Creidhne’s followers is alwa35 of superior
qualitg and toughncss, having the blcssing of the
Master Smith.

Holy sgmbol: A hammer struck on an anvil.

Favoured weapon: T he warhammer.

Crom Cruach

ak.a. Bowcd Onc of the Mound, Lorcl of the
Mound

CE_ Destruction, Natural catastrophcs, Pestilence
Domains: (haos, Destruction, | vil, Strength

T his horrific dcity is a great sPirit of Pcstilcncc, dis-
ease and destruction. His natural Places of power

are gravcgards and nccroPolis, where the dead rot. A



blind, destructive and idiotic clcitg, Cromis onlg inter-
ested in the ritual sacrifices made to him 53 his follow-
ers. e has managcd to gain some 1Co”owing among
decadent aristocrats and the most degenerate druids.
(Crom envies Arawn for his status as lord of the dead
and stronglg believes that this Position is rightguug
his. [f he ever gains that status, the Otherworld could
become a hell for all the dead.

Holy symbol: A sicHg, naked tree.

Dagc‘a

ak.a. O”athair (a”~{:at}16r), Kuad Ko~ﬂﬁessa (Iorcl of
Pechct knowlcdgc), the Goocl Gocl

NG. Duty, Fatherhood, Fcr‘tilitg, Sustenance
Domains: [~ arth, Knowlc&ge, Magic, Plant

This great spirit of the earth is revered }33 pagans as
a god of Fcrtilitg and as a Providcr of sustenance.
Mang tribes in the hfstorg of mankind c]epended on
him for guic{ing them through the harc]ships of life and
considered him the greatest of all gods. |t is said that
with his blessings crops would never fail and that his
magfcal cauldron was inexhaustible: no man would
leave it unsatisfied. Although Patient and goocl~
natured, Dagda is by no means a weak god: legcnds
claim that with his club he could kill nine men at a time,
but with its other end he could restore them to life
again.

Ho'g sgmbol: A cauldron.

FFavoured weapon: The club.

Panu

ak.a. Atl'uena

N. Motherhood, Protection, T uatha, Wisdom
Domains: Healing, Knowleclge, Magic, Protection
Danu is the great sPirit associated with the T uatha
De Dannan, Pcrhaps the greatest and wisest of all
faerie kin. Acting as the goc{c{ess and sPirituaI guide
of the entire tribe, she led them on ajoumeg from Mu
to distant |reland, where she assisted them in displae
ing the wild and unru]g Fir Bholgs as rulers of the

land as well as ending the fomorians’ reign of terror.
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thn humans cmcrged strong and PowerFul, Danu
once again led her Pcople to ] ir Nan Og, the first
faerie realm to b created. [Her greatest ghct to her
Peop]e was that of wisdom. | uatha avoided both the
faerian wars and any confrontation with humankind,
unlike other faeries who were caught in these devas-
tating conflicts. T his habitat of never choosing sides
remains till today. Danu knows about the Plans of the
Etcrnal Fowcrs and is worried about the harm thcy
can bring to the mortal world or even to TirNan Og.
Holy sgmbol: The sun and the moon.

Dian Cecht

aka. Asclcpius

NG. Altruism, Fortitude, Hcaling, Medicine
Domains: (Good, Healing, Protection, Strengtln
Dian Cecht is the great sPirit of hcaling and protec-
tor of Plﬂgsicians. [He is known bg many names, but
he’s alwags the same benevolent, altruistic &eity. His
followers are responsible for building hospitals and
clinics, assisting those in need, retaining the knowl-
edge delivered to them and imProving it. Altlﬂouglﬂ of
good alignmcnt, he stays clear of any conflict and
on|9 focuses on healing the irjurc& and the diseased,
regarc”css of their ethos.

Holy syml:)ol: A snake coiled around a rod.

E_Pona

N. Battlc, Horscs, Horscmcn, Frospcrity, Strcngth
Domains: Animal, Strength, T ravel, War

E_Porxa is the mistress of horses and the goddcss
every rider Paid respect to (atleast before Christian-
itg). This great spirit was worshiPPcd }33 various cul-
tures in different manifestations. She was regarded
as a symbol of strcngth and Prospcritg. Bccausc the
horse is an fmportan’c toll of war and cava1r3 an imPor~
tant Part of every army, E_Porxa also has a role as a
goddess of war, altlﬁough she isn't brutal or blood-
thirstg as Morrigan is.

Holy sgmbo': A white mare running across a green
field.



]:avourccl weapon: The Iight mace.

Hccate

LE_ Moon, Night, Secrets, Shaclows, Sorccry
Domains: [ vil, | uck, Magic, Trickery

[Hecate is a great spirit associated with the moon,
shadows and sorcery. Her name is mentioned in silent
prayers bg magicians, both heathen and hermetic (at
least suPcrstitious hermetics). A dominative, manipu~
lative and two-faced deitg, Hecate a!wags seeks con-
trol over the magical societies of E_urope. Some say
that she Providcd Hermes Trismegistus with the sup-
Port he needed to create the Orcler of Hermcs, but
he betrayed hr and created the Order as he liked and
not under [Jecate’s control. |f this is true, [Jecate
seems M(clg to have a gruclge against the hermetic
magicians and may activclg assist the heathens in bat-
tling them.

Holy sgmbol: The waning moon.

Lir

ak.a.| ord of ]”usions, | ord of Waves, Poseidon
CN Mlusions, Sea, Scarcarcrs

Domains: | uck, Magic, Trickcrg, Water

Lir is the great sPirit Presiding over [~ arth’s large
water bodies. [Je is master os all seas and seafarers
often pray to him, using one of his many names. [ ike
the sea, which can kill as easi|5 as it can Provide suste-
nance, | ir is wild and unPrcdictable. [He has been
known to sometimes l’l@!P brave and riskﬂ mariners,
other times scncling them to the bottom of the sea.
Ho|3 symbok A trident.

]:avourccl weapon: The trident.

L ugh
ak.a. Apo”o, Briniant One, Ra, Shfning Ohne
LG. Justicc, ]__ight, Sun, Truth

Domains: (Good, | aw, Strength, Sun

Lugh is the great sPirit associated with the sun. [1e
brings ligl'ut to the world and banishes darkness. As a

result, he is reviled by every dark and evil creature,
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but is also feared by them as his 1ight exposes their
deeds to the rest of the world and causes them to
flee. Lugh is also the Pcrsonixcication of all that is
gooc] andjust and is sgmpatlﬂetfc towards any noble
cause. [Je has proven this time over time, esPecia”3
with the aid he lent to the Tuatha De Dannan in
battling Balor and his fomorian followers. T his has
made him the sworn enemy of Ba]or and the fomorian
host on [~ arth.

Holy symbolz Thc sun as it rises over a mountain.

l:avourccl weapon: Thc longsPear.

Morn'gan

ak.a. Babc]h, Macha, the Fhantom chen

LE. Batﬂc, Comqict, Furg, Violence, War
Domains: Destruction, Strength, Trickerfj, War
Morrigan is the bloo&thirstg great sPirit of war that
derives Plcasure from battle and conflict. Her wWOor-
shiP was wic{csprcac{ with various names and manifes-
tations. Fortunatelg for her, even though Christianit\g
has Prevailed over paganism and she isnt worshiPPcd
in name, wars continue to l’laPPcﬂ with the same fre-
quency and ﬁcrocitg. As a goddcss, Morrigan is not
concerned about honourable battle or any riglﬂ‘ccous~
ness in a war; all she cares about is the battle itself,
with the blood and the screams. Thus, she blesses
every army and every warrior rcgarc”css of the side it
chooses, as |ong as there is a war going on.

Holy symbol: A\ sword over a round shield.

I:avourecl weapon: Tl’l@ bastard sword.

Oenghus
aka.[Fros
CC] Desire, Lovc, Fassion

Domains: (haos, (Good, Hcahng, Tricl«:rg

This great sPirit has been associated with {:eclings of
love and desire. | ove to Ocnghus is the highcst
state the human or facrie SPirit can attain. | ove can
crush through any barrier and defies any limitation;
Oenghus secks to cultivate such emotions of extreme

Purity. In Icgcnds, he is sgmpathctic towards lovers



Facing difficulties and often he lends them his aid to-
wards achieving their true dcstfnﬂ‘

Holy symbol: Two hands holding the same arrow.

Oghma
CG Barcls, Litcraturc, Lorc, Oratory, Foctrg.
Domains: (Good, Knowlcdge, Protection, T ravel

As a great strit, Og}ﬁma is the patron of bards,
scholars and loremasters. [Je has been a source of
insPiration for many of the mgtl‘ns woven bg poets and
bards, Passing lore from generation to generation.
[He is said to be the most knowledgeab!e of all gocls,
although not ncccssarilg the wisest, knowing all there
is about lﬂistorg, mundane and arcane lore. [is fol-
lowers are either poets or loremasters, worl<ing to
retain the know|edge of the Past for those wholl
come after them.

Ho'g symbok A sword Placecl on a tome.

Favoured weapon: The Iongsworc{.

5|1eela-na—gig

ak.a. the Devourfng Mother

CF_ Disease, Famine, Hags, Pestilence

Domains: Death, Destruction, I vil, War

A terrible sPirit of death and starvation, Shccla~na~
gig is named the Dcvouring Mother, rePrcsentfng a
different aspect of mother nature. ]n tales she resem-
bles a gigantic hag legcndar3 for her ug]iness and she
may indeed be the mother of all hags. [Her followers
fear her more than theg revere her; with sacrifices
thcy attempt to Plcasc her and avoid 1Ca|1ing victims to
the disasters she occasionang sends to torment hu-
manity. Sheela likes to remind men of her existence
with Frequcnt P]agues, famines and other catastro-
Phcs.

Ho|3 sgml:>0|: A\ scarecrow.

]:avourcc] weapon: The I'mcavg Hail.

The Dragon

N. Godhood, C]uarclianship, Magic
The Dragon is the Pcrsonhcication of [ arth’s magj-
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cal forces. Thc greatest and most Potent of all sPir~
its, the power of the Dragon exceeds any clescrip~
tion. [ Demons and angcls of the first generation are
as Power‘Ful as Danu, Lugh and the other great spir~
its, but in the dawn of time the Dragon slaughtcrcd
an entire legion of them. While no one knows the true
origins of this mysterious entity or his rclationship
with the draconic race, some believe that the Dragon
has been P|aced as a guardian by the Creator of
[ arth and will interfere to save the world in an up-~
coming aPocalypsc. |f this is true, then he must surclg
P185 an imPortan’c role in the years to come, as the
meaning of the Parrier of Forcsight is revealed.

The Dragon has no holg sgmboL no known priest-
hood and doesn’t grant any spc”s.

Angclic and demonic powers

Angels and demons of the first gcneration are the
most Power‘FuI among these bcings, but most have
been clestrogcd in the assault against the Dragon.
T he survivors are now lords and Princes in the neth-
erworlds and command cnough power to claim goc”ikc
status. Most of them dor’t appear in front of their
followers as gods, but as cxtrcmclg PowerFu| servitors

of a higl’rer power.

Baalzebub

ak.a. | ord of [Tlies

CE. Air, |nsects, Flagucs

Domains: Air, Animal, Chaos, | vil

As | ord of the [Tlies, Baa]zebub is master over all
insects and his followers are often able to summon
swarms of them to dcstr03 crops and otherwise
Plaguc humanity. [His influence extends to all tl'n'ngs
Hging in the air and birds often P|89 the role of spy
and messenger for him and his followers.

Holg sgmbolz A black ﬂg with scarlet wings.

Balor
ak.a. of the Baneful E—HC



NE. Conqucst, Fomorians, Unclcrgrouncl
Domains: Destruction, [ arth, il Magic

Baloris a major demonic power that is the patron of
the fomorians as well as their true lord. |t's unclear if
the fomorians are his progeny (something that seems
un]ikeb), but he was alwags god and guide for that evil
race. [is streng’clﬁ in the real world relied on the ac-
comP|islﬁment5 of the fomorians and was seriouslg
diminished after their defeat }33 the Tuatha De
Dannan. T:or this reason, Ba]or hates both the
T uatha and their supporters, Danu and Lugh. Balor
is called of the Bane?ul ]:_36 becausc, as the ]egend
goes, he is one~eyed but his gaze can dcstr09 armies
and raze castles.

Ho[g sgmbol: An eye with a flame instead of a PuPil.
Favoured weapon: The heavg mace.

Gabriel

LN. Dutg, Law, Orclcr, Stabilitg, Vcngcancc
Domains: [ire, |_aw, Protection, Strength

(Gabriel is the Iawkcepcr of the angels. Freoccupiec{
with law and stabilitgj he alwags strives for an ordered
society and hates nothing more than chaos and anar-
chy. A|t}10uglw he claims to rePresentjustice, (abriel
is true to the word of the law rather than the true
sPirit oxcjustice‘ Desiring to lead all People and t}wings
surrounding him to a state of order and stabilitg, he is
prone to bursts of anger agairxst those e|uding or
resisting his control.

Ho'g sgmbol: A sword Placec{ on balanced scales.
Favoured weapon: The Iongsworc{.

Lilith

NE.. Dark Passions, |_ust, Nigl‘lt, Seduction
Domains: [ vil, Magic, Tricl«:ry

Li|ft!’x is a demoness of the night and all evil deeds
taking Place in the darkness. She is a seductress of
men and relies on lust and other dark Passions, like
addiction, to control her su}:jccts and extend her in-
fluence. Her followers are well trained in the arts of

seduction and of using someone’s Passions and
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weaknesses against him. She is the ultimate puppet-
eer.

Holy symbol: A puppet with its strings Pu”cd by an
invisible hand.

Michael

LG. Altruism, Justicc, Orclcr

Domains: (Good, Hcaling, Knowledge, Sun

Michael is an archangel rePrcscnting what is bestin a
lawful and ordered society. Bcnevolcnt andjust, he is
less fierce than (Gabriel or (riel but can become a
terrible warrior in the face of evil. | the same time, he
is also a great healer and humanitarian. [Jis status as
a noble warrior among ange!ic society has made him
an archctgpc other angcls strive to match.

Holg symbol: An eaglc with golden wings.

Favoured weapon: The longspear.

Samael

NG. Faticncc, Fcacc, Tranquﬂity, Wisdom
Domains: (Good, Knowlcdge, Magic

Ferl’laps the wisest of all angcls, Samael is somcthing
of a black shccp among, his kin. Frcaching Paticncc
and peace, he has criticised other angels for their
shor‘tsight and violent ways and has cxPrcsscd his
disdain for the extremc]g ordered but stagnant an-
gclic society time and time again. Samael under-
stands that evil must not be left unhindered to tri-
umph, but stronglg believes that everyone, even the
vilest demons, has a chance of seeing the error of his
ways if aPProaclﬁcd rightly. As a Pachcist, Samael
believes that the gain from converting malignant
forces to goodncss is far greater than outright de-
stroying them.

Holy sgmbol: A white Pigcon standing atop a lush,

green tree.

T aranis
ak.a. Thunder-| ord

CE. CorruPtion, Ligl'\tning, Natural catastroPl'\cs,
T hunder



Domains: Air, Chaos, Destruction, Magic

T his demon Prince is associated with one of the most
tcrrhcﬂing natural Phcnomcna: thunder and lightning.
As lord of thun&er, Taranis holds great power and
uses it to reward Iogal followers as well as to Punish
those who de% him. He is expert in the ways of cor-
rupting PcoPIc througlw omcwccrings of power and his
followers use this tactic to extend his power and influ-
ence over the mortal world.

Ho'g symbol: A 1ig}1tnfng sP!itting a tree in half.

Upriel

LN. Battlc, Kightcous wrath, \War

Domains: Destruction, Strengtlﬂ, War

Uriel is the greatest warrior of the angelic Iegions.
As an archangel of the sword, his purpose is to op-
pose evil in any form and ultimate|9 eradicate it. [ Je is
singlc~minded in his task and destrogs evil wherever
he finds it. As commander of the angelic lcgions, his
dutg in the netherworlds is to oppose the infernal
armies. [Je expects his followers on [~ arth to do the
same with any other manifestation of evil. Uriel knows
that his task is not an easy one and requires strength
of ]:)oclg and will. Sometimes it’s necessary to make
sacrifices in order to xﬁight a greater evil and some-
times these sacrifices involve beloved ones or inno-
cents. (Jriel strong]g believes that any means or sacri-
fices are justhciccl i a decisive strike can be made
against cosmic evil.

Ho'y symbol: A red lion stanc{ing on its rear feet and
wiclcling a banner of gold and silver.

Favoured weapon: The Iongsword.

Othergods

These are immcnseb PowerFuI entities, almost as
Powcr?ul as great sPirits and netherwor[c”y powers,
that cannot fit into any other category. T heir origin
and history is usua”g douded in an aura of mystery
and not much is known about tlﬁem, even by their most

trusted followers.
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Kathaclastro

aka. | ord of Atlantis, the Worm~goc{, the Worm of
the Dcep

LE_ Conclucst, Sca, chhnology

Domains: Destruction, il Knowlccige, Water

K athadastro is a malevolent entity origina”g not from
Eart!'l, whose followers draggec{ tl’lrough the void of
space and dcpositcd at the Atlantic ocean. As the
| ord of At]antis, his power was great Iong before the
human civilisation aPPcared. |ndeed, it is believed }33
some that the use of Proto~humans in his armies gave
them the Push thcg needed to further evolve. Thc
god is a notorious enemy of the faeries, since it was
them who decimated his army and foiled his Plan for
the cor\quest of E_artlﬁ. A]Cter the loss of Atlantis,
the god’s trails were lost, but it is believed that he still
dwells in the bottom of the Atlantic, dragging his im-~
mense tubular body across the murkg c{ccp. His exact
re|ationship with echidnas is unknown, but every one
of the vile creatures pays homage to him. Supersti~
tions folk dwe”ing on the coasts of the Atlantic and
kxwowledgech in the old traditions mutter prayers to
the evil god of the sea before embarl(ing on their fish-
ing boats. Some of the most isolated Fishing vi”agcs
may harbour cults dedicated to Kathac]astro.

Holy symbol: T entacles rising from the waves.

Thcratoss

ak.a. Aegir, Dagon, Devourer of the Deeps, Jor-
mugandr, | eviathan

CE_ Chaos, Destruction, Frcc]ators, Sca
Domains: (haos, Destruction, | vil, Water
Theratoss is the name the Atlantians gave to the
gigantic, almost gocuike creature which came in con-
tact with them after their defeat }39 the faeries. Mang
other cultures have also named this monstrosity roam-
ing the &cePs, some as a god, others as a demon.
[Faerie loremasters believe that Pcrhaps this creature
is the last of an elder race, an ancient remnant from

the times titans walked on earth. Thcratoss appears



as an immense turtle-like monster, |arger than the
mightiest dragon, with eyes )qaming with evil. e is
entirely caPch of snapping a great sl'n'P in half with
one bfte, something he often does when he l’lappens
upon a seaicaring vessel. Prutal and savage to the
extreme, | heratoss is a force of blind destruction
and rage. During the last dags of Atlantis, his cult
attracted many Atlantians, tuming them away from
K athadastro. T heir violent and brutal rituals, Pleas~
ures and way of life sPeecled up the decline of Atlan-
tis and its final fall. For all these, T heratoss has
earned the enmitg of Katlﬂadasdtro‘

Holy syml)ol: A sea turtle as seen from above.
]:avourcc] weapon: Thc battleaxe.

The E_nlightcncr

ak.a. Jesus Christ

NG. Love, Fcacc, Unitg

Domains: (Good, Hcaling, Protection, T ravel

This mysterious “god” is considered rcsponsible for
one of the greatest events in the history of mankind:
the appearance of Jesus. ]t was he who walked
among mankind in the form of Christ, uniting the peo-
P|e against oPPressior\ and social decline. [His ]egacg,
Cl’wristianity, has evolved to become a ma_jor religion.
[His success was unpara”eled, surprfsing even the
E_tema| Fowcrs. No one knows much about this en-
tity. ltis as if he su&denlﬁ came to [ arth, brougl’xt
about a cataclysmic event and then clroPPcc{ out of
sight. His current whereabouts and Plans are un-

kﬂOWﬂ.

Ho'g sgml:)ol: A Ccross.
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The Fo”owing text is the property of Wizards of the (Coast, |nc. and is Copgriglﬁt 2000 Wizards of the
(Coast, nc ("Wizards™). All Rights Reserved.

i. Definitions: (a)*(Contributors" means the copgright and/or trademark owners who have contributed OPen
Game Content; (b)"Derivative Material" means copgrlghted material inc|uding derivative works and transla-
tions (including into other computer Ianguages), Potation, modification, correction, addition, extension, up-
grade, imProvemcnt, compilation, abridgmcnt or other form in which an existing work may be recast, transformed
or aclaPtcA; (©) "Distribute” means to rc:Proc{ucc, license, rent, lease, sell, broadcast, Publiclg display, transmit
or otherwise distribute; (d)“OPcn (Game (Content” means the game mechanic and includes the methods, proce-
dures, processes and routines to the extent such content does not cmbody the Product ]dcntitg and is an en-
hancement over the Prior art and any additional content c|ear|3 identified as OPen Game Content bg the
(Contributor, and means any work covered }39 this | icense, including translations and derivative works under
copgrlg}wt law, but spechcicany excludes Product ]dcntitg‘ (e) ”Froduct ]dentitg” means Product and Proc{uct line
names, logos and ic{enthcying marks including trade dress; artifacts; creatures characters; stories, storylines,
P|ots, thematic elements, dia|oguc, incidents, language, artwork, sgmbols, dcsigns, dePictions, M(encsscs, for-
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Placcs, locations, environments, creatures, cquipmcnt, magical or supcrnatural abilities or effects, logos, sym-
bols, or graphic designs; and any other trademark or registered trademark c|ear!3 identified as Froduct identft3
bg the owner of the Product ]c{entitg, and which spechcica”fj excludes the Opcn Game Content; ()
"T rademark” means the Iogos, names, mark, sign, motto, desfgns that are used bg a Contributor to fdenthcg it-
self or its Products or the associated Proclucts contributed to the OPcn (Game | icense bg the (Contributor
(g) i Jse", ”Used" or ”USing” means to use, Distribute, copy;, edit, format, modhcg, translate and otherwise cre-
ate Derivative Material of Opcn Game Content. (h) "You" or "Your" means the licensee in terms of this

agreement‘

2. The License: T his | icense aPPIies to any OPcn (Game Content that contains a notice indicating that the
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OPC” (Game Content may only be USed under and in terms of this | icense. You must affix such a notice to
any Open C]ame Content that you USS. No terms may be added to or subtracted from this License excePt
as described by the | icense itself. No other terms or conditions may be aPPIiecl to any Opcn (Game Content
distributed using this | icense.

§.Oﬁcer and Acccptance: Bg USing the Open Game Conter\t You indicate Your accePtance of the terms
of this | icense.

4. (Grant and (Consideration: |n consideration for agreeing to use this | icense, the (ontributors grant You a

PerPetuaL wor|clwicie, rogaltgiree, non-exclusive license with the exact terms of this | icense to (Use, the Open

Game Contcnt.

5.chresentation of Authoritg to (Contribute: [f You are contributir\g original material as Opcn Game Con-
tent, You represent that Your (Contributions are Your original creation and//or You have sufficient rlghts to
grant the rights conveycc{ }33 this | icense.

6 Notice of | icense Copyright: You must updatc the COFYR]GHT NOT]CE Portion of this | icense
to include the exact text of the COFYR]GHT NOTICE of any OPen Game Content You are copﬂing,
moclhcying or distributing, and You must add the title, the copgright date, and the copyriglﬁt holder's name to

the COFYR]GHT NOT]CE of any origina| OPen Game Contcnt you Distribute.

7. (Jse of Product ]dentitg: You agree not to (Jse any Product ]dentitg, inc|uding as an indication as to com-
Patibilitg, except as expresslg licensed in another, inclcpenclcnt /\grccment with the owner of each element of
that Froduct ]dentitﬂ‘ You agree not to indicate compatibilitg or co~adaptabi|ft3 with any T rademark or Regis~
tered | rademark in conjunction with a work containing OPen Game Content except as cxpress|9 licensed in
anotl’xer, indepcndent Agreement with the owner of such Trademarl( or Registerecl Trademar!(. The use of
any Product ]clentitg in Open (Game (Content does not constitute a cha”cngc to the ownership of that Prod-
uct ]c]entitg. The owner of any Product ]c]entity used in Open (Game (ontent shall retain all rigl’rts, title and
interest in and to that Product ]dcntity.

8. |dentification: ]1cgou distribute Open (Game (Content You must clcarly indicate which Portions of the work
that you are dfstributing are OPer\ Game (ontent.

9. uPdating the | icense: Wizards or its desfgnated Agents may Publish updatecl versions of this | icense.

You may use any authorized version of this | icense to copy, modify and distribute an O en (Game (Content
Y Y PY Y y P

origina”g distributed under any version of this | icense.

io Copy of this | icense: You MUST include a copy of this | icense with every copy of the Open (Game
(Content You Distribute.
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i11.(Jse of Contributor Credits: You may not market or advertise the Opcn Game Content using the name
of any (Contributor unless You have written Permission from the (ontributor to do so.

i2 ]nabilit9 to Complg: [fitis impossible for You to complg with any of the terms of this | icense with respect
to some or all of the OPcn (Game (Content due to statute,judicial order, or governmental regulation then You
may not USC any Open Game Material so affected.

1% | ermination: | his | icense will terminate automatica”g # You fail to complg with all terms herein and fail to
cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination

of this | icense.

14 Reformation: |f any Provision of this | icense is held to be unenforceable, such Provision shall be reformed

only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open (Game | icensev 1.0 Copyriglﬁt 2000, Wizards of the (oast, |nc.

Sys’ccm Reference Document (draft version) Copgright 1999, 2000 Wizards of the (oast, |nc.
T ranscendence 3rd [~ dition Copyriglﬁt 2001, George C!’latzipetros

T his material is Open (GGame Content, and is licensed for Pub]ic use under the terms of the OPen Game | i-

cense vi.Oa.

THE D20 SYSTEM® LICENSE VERSION 1.0

By clownloacling the enclosed graphic files and/or 139 returning the Confirmation Card as Prescntcc{ in the
file ”carcl.Pch,” the | icensee ("You") accept to be bound bg the Fo”owing terms and conditions:

i. Copgriglﬁt & | rademark
Wizards of the (Coast, |nc. retains title and ownership of the d20 53stem trademark Iogos, the d20 Sgstem
trademark, and all other coPgriglﬁts and trademarks claimed bg Wizards of the Coastin | he Oﬁcicial Wizards
of the Coast d20 System T rademark Logo (uide version 1.0, incorPoratccl here 133 reference.

2. | icense to use

You are here]:)g grantecl the non~trans¥erable, non~exc]u5ive, roga|t3~1crce license to use the d20 Sgstem trade-
mark logos, the d2o 55stem trademark, and certain other trademarks and copgrights owned 139 Wizards of the
(Coast in accordance with the conditions spechcied in T he Official Wizards of the (oast d20 Sgstem T rade-
mark Logo (uide version 1.0. (the "| icensed Articles")

3. /\grcemcnt not to Contcst
Bg making use of and/or distributing material using the d20 Sgstem T rademark under the terms of this | i-
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cense, You agree not to contest the ownership of the | icensed Articles

4. Breach and Cure

Jn the event that You fail to comP|9 with the terms of this | icense, You will be considered to be in breach of
this | icense. Wizards of the (Coast will attempt to nothcg you in writing 139 scnding a Registcred | etter to the
address listed on the most recent (Confirmation (Card on {:i]e, if any. You will have 45 dags from the date the
notice (the "cure Pcriod“) to cure the breach to the satisfaction of Wizards of the (Coast. |[f no (Confirmation

(Cardis onfile, you will be considered to be in breach of this | icense immediatelg.

5. ] ermination
If, at the end of the cure Pcriod, the breach is not cured, Wizards of the (oast may terminate this | icense
without further written notice to You.

6. [ ffects of T ermination

Upon termination, You shall immec{iatclg stop all use of the | icensed Articles and will dcstroy any inventory or
marl(eting material in Your Possessfon ]:)earing the d20 Sﬂstem T rademark logos. You will remove any use of
the d20 55stem Trademark Iogos from your aclvcrtising, web site, letterhead, or any other use. You must in-
struct any company or individual that You are or become aware of who is in Possession of any materials distrib-
uted }33 You bcaring the d20 Systcm T rademark Iogos to dcstrog those materials. You will solelg bear any

costs related to carrying out this term of the | icense.

7. Fena|t3 for [Cailure to Comp|9 with | ermination |nstructions

If You fail to comply with the [~ ffects of T ermination, \Wizards of the (Coast may, at its oPtion, pursue Iitiga~
tion, for which You shall be resPonsiHe forall ]egal costs, against You to the full extent of the law for breach of
contract, copyriglﬁt and trademark imcringement, clamages and any other remedg available.

8. uPclates

Wizarcis of the Coast may issue uPdates and/or new releases of the d20 Sﬂstem Trademarl( Iogos without
Prior notice. You will, at the earliest Possible oPPortunity, uPdate all material distributed }33 You to use the
upclated and/or new version of the d20 Sgstem Trademarl( logos‘ You may continue to distribute any pre-
existing material that bears an older version of the d20 Systcm T rademark logo.

9. Changes to | erms of the | icense

Wizards of the Coast may issue updates and/or revisions to this | icense without Prior notice. You wi”/, at the
carliest Possible oPPortunity, conform in all respects to the uPdatcd or revised terms of this | icense. [For a
Perioc{ of 90 ciags You may continue to distribute any Pre~cxistfng material that complies with a Previous ver-
sion of the | icense. | hereafter written consent should be obtained from \Wizards of the (oast. Subscquent

versions of this | icense will bear a different version number.

10. dates of | icensee information
P _
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You may transmit an uPdated version of the “card.deC“ Confirmation Card at any time to Wizards of the

(:oast

i1 1. Notices to |_icensor:

Wizards of the (oast

d2o System [ icense DcPt.
FO DBox7o7

Renton, WA 98057-0707

12. No maintenance or support
Wizards of the (oast shall have no obligation whatsoever to Provide You with any kind of mainte-
nance or support in relation to the d20 System T rademark logos.

135. No Warrantg/ Disclaimer

THE d20 SYSTEM TRADEMARK LOGO FILES ARE MADE. AVAILABLE
ON AN "AS 19" BASIS. WIZARDS OF THE COAST DOES NOT MAKE. ANY
REFRESENTATION OR WARRANTY, WHETHER EXFRESS OR IMFLIED, AS
TO THE FITNESS FOR A FPARTICULAR FURFOSE, (USE OR MERCHANT-
ABILITY. WIZARDS OF THE COAST MAKES NO REFRESENTATION OR
WARRANTY THAT THE d20 SYSTEM TRADEMARK LOGO FILES ARE ER-
ROR-FREE.
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