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By Steve Winter
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= *g
. You'd think there’d be no chance to work on a

Dragon editorial at a place as jumpin’ as PAX Prime,
but in this particular instance, you'd be wrong.

= A busy convention hallway is not a productive
place to write—there’s usually too much noise and

p
r - il 4

always too many distractions (especially if the only
place to sit is a spot on the floor where people con-
tinually step over you). It can be the ideal place,
too, because you're surrounded by what make this
hobby worthwhile--happy gamers who are excited
about playing D&D with countless other fans and
friends.

We don't like to admit it, but residing inside For-
tress WotC isolates us from you, the people we're
working for and trying to please. Meeting fans face
to face and joining their games at conventions or
DunGEONs & DRAGONsS® ENCOUNTERS sessions is
invaluable, because it shows us what happens when
D&D meets the real world.

I tend to picture individual gaming groups as the
Galapagos Islands, and the D&D rules as Darwin’s
finches. At one time, all of those finches were the
same species. Isolated on their individual islands,
each group evolved in different directions in response

TM & © 2011 Wizards of the Coast LLC. All rights reserved.
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to local conditions. By the time Darwin found them,
they had become many distinct yet clearly similar
species. In the same way, diverse gaming groups, all
starting with the same set of D&D rulebooks, can
wind up playing versions of the game that are similar
yet clearly different.

In that regard, we're no different from anyone
else. D&D campaigns played by R&D staff run the
gamut from by-the-books purity to widely divergent
and experimental. Like you, we develop idiosyncratic
house rules and peculiar forms of shorthand.

When we get a chance to see “real people” play-
ing D&D or, better yet, sit in on your games as
players, we gain a perspective that can’t be had
any other way. We're reminded what it’s like when
everyone in the group doesn'’t have access to the
complete D&D library or to endless supplies of
miniatures and Dungeon Tiles. We're reminded
that the rules can be hard to remember and the
manuals confusing to navigate if you're not steeped
in them for 40+ hours a week. We're reminded that
people play Dunceons & Dracons for diverse rea-
sons and draw diverse rewards from the experience.
Maybe most of all, we're reminded of how liberating
it is when your play isn't dominated by game-design
questions such as whether a rule is doing exactly
what it should; whether a race is missing something
that would add to the experience; or whether a class
has some “design space” for an interesting Dragon
online article. Those concerns can distract us from
what really matters, which is that people play D&D
because they want to sit around a table with like-
minded friends and let their imaginations soar into
realms of fantastic wonder, terrifying danger, and
heroic deeds.

The fact that DunGEoNs & DRAGONS can mutate

this way is one of its great appeals and one of the rea-

sons why it has endured for more than thirty years.
How has your game evolved away from the main
trunk of DunGeons & DraGons rules to match your
group’s preferences? How often have you plugged

in a quick ruling for something that was unclear,
and that ruling became the accepted way of doing
things? Have you ever switched groups permanently
or temporarily and wondered whether you were still
playing the same game? Share your experiences in
the comments below, in the forum, or email them to
dndinsider@wizards.com.

S— /"‘ Py
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Class Acts—Warlock:

Strange

Constellations

By Bruce R. Cordell

In June, we presented rules updates to the warlock in
the form of a playtest article. After receiving feedback
from the playtest, we made some changes and posted
the final updates. One piece of consistent playtest
feedback was the need for more star pact warlock
powers that rely on Constitution at certain levels. To
that effect, we went to warlock-and-tentacled-horror
expert Bruce Cordell and asked him if he’d write an
article responding to the desires of the fan commu-
nity. This is what he wrote. Read at your own peril!

INTRODUCTION

Pact-swearing warlocks live dangerously, but not
through choice. They can't help having this personal-
ity trait. It takes a certain reckless craziness to pledge
oneself to an entity that is amoral, diabolical, uncar-
ing, or, worse yet, utterly indifferent to reality except
for its potential use as a chew toy.

Bizarre patterns in the sky are visible to those
in the right place, in the right time, or in the right
frame of mind. That’s when warlocks seize the power
bequeathed from the pitiless points of light that shine
unchanging beyond night’s void—points of light that,
in sum, form strange constellations.

TM & © 2011 Wizards of the Coast LLC. All rights reserved.

Star Pact

Some stars are said to provide good luck; to see them
wink from heaven'’s vault is considered a blessing.
Other stars are associated with benign omens and
powers of beauty, healing, and clarity of thought.
Quite a few serve as beacons for navigation.

But other stars are stranger, such as the stars
used by alien creatures as illumination to peer into
our reality. These entities are lumped together and
described as residents of the Far Realm. Labeling
them as such is a reasonable first organizing prin-
ciple, and it’s the safest too. Attempting to gain deeper
clarity on the true nature of such stars can bring
researchers an unhappy fate. When it comes to alien
horrors, truisms about “the more you know” being an
advantage crumble to dust.

Despite the dangers, the mad, the passionate, and
the nihilistic continue to seek greater understand-
ing of the very thing that tears asunder the minds
of most inquisitors. Through trial and error, these
people named new entities, guessed their natures,
and teased out new spells for those whose pact is with
the stars. These warlocks, sages, and scholars consoli-
dated the bulk of that knowledge in a wizard’s tower,
where they constantly researched more lore.
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Then rumors told of a horrifying new constella-
tion that would rise in the east and that would bring
in a terrible new age (according to some prophe-
cies). To prevent this prophecy from being fulfilled,
some enterprising people caused the tower and all
its contents to burn to the ground one night during a
spectacular meteor shower. None of those who origi-
nally pieced together the information survived. All
that remains regarding the nature of the enigmatic
star pattern that failed to appear, including many
of the constituent stars, is embedded in the crystal
headpiece of a warlock’s rod. The embedded message
(a sort of psychic engram) is called the Confession of
Melech.

CONFESSION OF MELECH

The Confession of Melech is recorded as a psychic
impression inside a fist-sized chunk of purple
crystal set as the capstone of a rod. The rod acts
like a rod of wrathful dismissal.

The names and natures of terrifying new
entities associated with the Elder Constellation
becomes known to those who sleep or meditate
with the crystal in their possession for at least
one hour.

Stars of the
Elder Constellation

When time draws to its inevitable close, most of the
stars visible in the sky will have burned out. Only a
scattered few will flicker with fossil light, peering and
presiding over the end of everything.

Besides previously named stars whose properties
have been partially described (including Caiphon,
Allabar, Nihal, and Zhudun), several other stars also
survive (or perhaps appear) at the end of time: the
stars of the Elder Constellation. Despite the fact that
the constellation shouldn't be visible for eons beyond
count, visions of it have seared themselves into the
minds of those unlucky enough to dream too close
to weak spots in reality. Those who wake from such
dreams prophesy an early end to the cosmos that is
heralded by the appearance of the Elder Constella-
tion millennia too soon. These prophets then die an
early death or undergo a slow transformation into a
humanoid abomination.

Those who can imagine the Elder Constellation
without perishing or becoming an alien in their own
skin can also call upon the spells resident in each of
the primary stars of the pattern. The names include
the following: Atropus, Father Llymic, Pandorym,
Ragnorra, and the Worm That Walks.

Atropus

Atropus, the World Born Dead, drifts through the
gulfs of space, searching for worlds to consume.
When it finds a world, it erases all life from it with a
single gruesome touch. As the afterbirth of creation,
this entity is committed to unmaking all things. Noth-
ing, not even the gods, can halt the relentless progress
of Atropus.

\

Father Llymic

A mote of alien thought given form and flesh, Father
Llymic dwells in an icy prison, awaiting a time when
the world will be right for his arrival. As his age of
freezing darkness draws near, his brood begins to

appear, stalking the wastes in preparation for his
reign. If he is released from his prison, he will cover
the entire world with a deadly glacier and remove the
world from light and hope for all time.

Pandorym

Pandorym personifies the emotionless void of utter
annihilation. Though imprisoned millennia ago,

a future era will see its release. The god-slaying
weapon awaits the arrival of a being powerful
enough to reunite its awesome mind with its potent

ELDER EVILS

The names of the stars making up the Elder Con-
stellation first appeared in Elder Evils™, a D&D®
game supplement outlined by Bruce Cordell and
written by Rob Schwalb. Pandorym appeared
before that in the ForGoTTEN REALMS® novel
Darkvision (2006).

Thus the entities of the Elder Constellation
are not all associated with the Far Realm as
some previous warlock star pact entities have
been; however, the names noted here are of
inconceivably powerful beings who survive to
time’s end. In that final gathering of monstrosi-
ties, it becomes difficult to distinguish which
entities were native to the Material Plane and
which came from some place farther. Ulti-
mately, they’re all creatures of such insane power
that they disrupt the flow of time in their final
apotheoses.

Sl
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'
Maggot Conduit Warlock Attack 7 o

Holes devoured through space-time crawl with the green- b 8

body. Pandorym seeks freedom, and thereafter it Level 3 Encounter Power

intends to bring about the extinction of every god in

the cosmos. Worms Warlock Attack 3 white maggots of the Worm. You invoke a conduit, which
R For a moment, your foe is covered in biting, swarming, and eIt ofmaggots beneath your foes.
agnorra crushing maggots that make up the infinite extradimen- Encounter 4 Acid, Arcane, Implement, Zone

Ragnorra, Mother of Monsters, is a primeval source
of corrupted life. Bloated, hideous, and filled with a
terrible love for her children, this entity waits at the
end of time to gather all her fell offspring back to her
awful bosom.

The Worm That Walks

The Worm is a sentient tear in reality through which
one can see a swarming mass of maggots and worms
that goes on forever. The light from this star is green,
and it writhes eternally. Nihal is brother to the Worm,
or rather, they are aspects of the same entity as seen
from different ends of time.

New Warlock Powers

A warlock of the appropriate level can choose from
the following new powers. The powers are tailored
for star pact warlocks who favor Constitution over
Charisma.

Level 1 Encounter Power

Pandorym’s Cry Warlock Attack 1

From a distance too far to measure, you evoke an echo of
Pandorym’s birthing cry: a sound of madness incarnate.

Encounter 4 Arcane, Implement, Psychic

Standard Action Ranged 5

Target: One creature

Attack: Constitution vs. Will

Hit: 2d6 + Constitution modifier psychic damage.
Star Pact: The target also grants combat advantage and
is slowed until the end of your next turn.

sional body of the Worm That Walks.

Encounter 4 Acid, Arcane, Healing, Implement

Standard Action Ranged 5

Target: One creature

Attack: Constitution vs. Fortitude

Hit: 2d8 + Constitution modifier acid damage, and you
regain 3 hit points.
Star Pact: Add your Intelligence modifier to the hit
points regained.

Level 7 Encounter Powers

Elder Constellation Warlock Attack 7

A maddening pattern appears in the air, revealing a few
flickering stars that preside over the end of everything. Space
wavers, and your foes are caught up in the instability.

Encounter 4 Arcane, Cold, Implement, Teleportation

Standard Action Ranged 10

Target: One or two creatures

Attack: Constitution vs. Reflex

Hit: 2d6 + Constitution modifier cold damage.
Star Pact: The target also grants combat advantage until
the end of your next turn.

Effect: If you hit both targets, you can teleport them,
swapping their positions.

Standard Action Area burst 1 within 10 squares

Target: Each creature in the burst

Attack: Constitution vs. Fortitude

Hit: 2d8 + Constitution modifier acid damage.

Star Pact: The burst creates a zone that lasts until the
end of your next turn. Any creature that enters the
zone or ends its turn there takes acid damage equal to
1 + your Intelligence modifier (a creature can take this
damage only once per turn).

Level 13 Encounter Power

Maw of Atropus Warlock Attack 13

The World Born Dead consumes anything that it can reach.
Your spell manifests a slavering maw of Atropus, which at-
tempts to eat your foes.

Encounter 4 Arcane, Implement, Necrotic

Standard Action Ranged 10

Target: One creature

Attack: Constitution vs. Fortitude

Hit: 3d12 + Constitution modifier necrotic damage.
Star Pact: The target also takes a penalty to Fortitude
until the end of your next turn. The penalty equals your
Intelligence modifier.
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Level 17 Encounter Power

Llymic’s Frigid Prison Warlock Attack 17

A puff of icy air escapes from Father Llymic’s icy prison,
foreshadowing when glaciers will cover all the worlds and
remaining life will serve to feed the Father’s brood.

Encounter 4 Arcane, Cold, Healing, Implement

Standard Action Ranged 10

Target: One creature

Attack: Constitution vs. Fortitude

Hit: 2d10 + Constitution modifier cold damage, and the
target is immobilized until the end of your next turn.
Star Pact: You also regain hit points equal to twice your
Intelligence modifier.

Level 19 Daily Power

Malicious Guide Star Warlock Attack 19

An apocalyptic starscape waits for the world’s end. That
inevitable end draws a little closer each time you conjure a
malicious spark to guide your foes to ruination.

Daily 4 Arcane, Aura, Implement, Radiant,
Teleportation

Standard Action

Target: One creature

Attack: Constitution vs. Reflex

Hit: 4d10 + Constitution modifier radiant damage.

Miss: Half damage.

Effect: You activate an aura 1 on the target. The aura
lasts until the end of your next turn, and the target
cannot deactivate it. The target and any of your en-
emies grant combat advantage while in the aura. In
addition, you can teleport the target or another crea-
ture in the aura up to 5 squares as a move action.

Sustain Minor: The aura persists until the end of your
next turn.

Ranged 10

Level 23 Encounter Power

Pandorym’s Prism Warlock Attack 23

A purple crystal intrudes on reality, shining with fell light
and turning the one who looks upon it into a dull receptacle
for your will.

Encounter 4 Arcane, Charm, Implement, Psychic,
Radiant

Standard Action

Target: One creature

Attack: Constitution vs. Will

Hit: 2d6 + Constitution modifier psychic and radiant
damage, and the target makes a basic attack as a free
action against a creature of your choice.
Star Pact: The target also takes a penalty to Will until
the end of your next turn. The penalty equals your
Intelligence modifier.

Ranged 10

Level 27 Encounter Power

Grasp of Ragnorra Warlock Attack 27

Ragnorra misses her brood and ecstatically reaches into the
world to claim substitutes and visit upon them the terrible
love she has for her true children.

Encounter 4 Arcane, Implement, Necrotic, Thunder

Standard Action Ranged 10

Target: One creature

Attack: Constitution vs. Fortitude

Hit: 2d10 + Constitution modifier necrotic and thunder
damage, and the target is removed from play until the
end of your next turn. It then reappears in its original
space or in the nearest unoccupied space if that space
is occupied.
Star Pact: You decide where the target reappears,
choosing an unoccupied space within 20 squares of you.

M — /"‘ -
'
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Academies
of Magic

By Robert J. Schwalb

Everyone who aspires to the life of an adventurer has
a special attraction to some type of heroic career.
Some are of a martial bent, finding their niche in
the prowess that they bring to weaponry and feats of
strength. Others gravitate to the path of the divine,
relying on and furthering the causes of the deities
they revere.

Still others cannot resist the pull of arcane power—
in their minds the purest and most potent of all forms
of magic.

One does not become a wizard by simply want-
ing to be, any more than one can pick up a sword
and call oneself a warrior. Desire is for naught
without education and training. Fortunately for any
would-be spellcaster, the world includes a number
of institutions of arcane study that exist for the
purpose of passing on their knowledge to a new
generation.

This article presents five academies of magic
for arcane adventurers. Although the focus here is
on wizards, many of the options presented are also
available to arcane classes such as the swordmage,
warlock, and artificer. As a player, consider the entry
on your character’s academy as a window into his or
her formative years. Feel free to fill in whatever gaps
you like: Adding details about professors, fellow stu-
dents, friends and rivals, significant events, and other

TM & © 2011 Wizards of the Coast LLC. All rights reserved.
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information can help you develop your character’s
personality and background.

Not only are these academies useful to players for
character building, they are also fertile ground for
the Dungeon Master to create adventures. If one or
more of your players opts into these academies, you
can tie their background elements to plots that incor-
porate these peculiar institutions in your campaign.
If none of your players take advantage of the options
included here, you will still find plenty of adven-
ture hooks that you can use in your campaign. For
example, the PCs might become embroiled in a war
between Shadowdeep and the White Spires. They
could be summoned to Rumor to solve a murder that
took place in a room not only locked but impossible
to find, or they might be called upon to help defend
Ironstone from an incursion of giants.

CALLANAR,
THE WHITE SPIRES

I count myself lucky to have been born when I was. The
White Spires reveal themselves to my world only once each

decade, and had I not been of age when the mists surround-

ing Faerie parted, I might never have escaped my father’s
farm. A whole new realm opened for me the moment I took
the first step onto the alabaster stairs, and though I have
left my friends and family behind, I have no regrets. I have
only a desire to prove myself worthy of the honor bestowed
on me by the masters who welcomed me into their ranks.

Most magical institutions in the natural world offer
opportunities to study enchantment magic. Many
spells associated with this school have made their
way into the spellbooks of wizards, regardless of
where those wizards studied or what interests they
pursue. But the finest institutions that teach the mys-
teries of enchantment stand in the Feywild. It was

in this bright plane that the school of charms and
compulsions took shape. Callanar, also known as the

White Spires, commands respect even from other fey
academies. If legend can be believed, Corellon him-
self gave magic to the worlds on the misty isle where
Callanar’s twisting white towers climb.

Callanar’s lofty reputation comes from its most
valued assets: the lore contained within its towers
and the brilliance of'its faculty. The academy’s
remoteness and its infrequent admission of new
students add to its mystique, so that Callanar has
become more marvelous in the perception of many
than it is in reality. Callanar accepts new students
during only one month every decade, when the
academy drifts out of the Feywild and appears on a
tiny, fog-shrouded island in a remote corner of the
natural world. For as long as the academy remains
in the world, its doors are open to any candidates
who approach and enter the place. At the end of the
month, Callanar fades away, drawn back to its home
plane for another ten years.

Callanar comprises eight gleaming white towers,
each linked to others at various points and at differ-
ent heights by bridges. A thick evergreen forest grows
around the towers, casting deep shadows on the sur-
rounding grounds and their weaving pathways. A
high wall, made from the same white stone as the
towers, encircles the place. The school’s guardians,
representing a wide variety of races and cultures,
patrol its battlements. These guardians demonstrate
unwavering loyalty to the wizards who rule Callanar,
and there are rumors among the students that the
guardians are ensorcelled.

In the Feywild, the academy’s influence extends
beyond its walls. A single path leads out from the gate
through a tangled wood. Enchanted creatures prowl
the forest’s shadows, from playful satyrs to monstrous
owlbears. All creatures here exhibit the capricious-
ness found in those who live in the Bright Lands. Even
those that normally exhibit violent or mischievous
behavior never harm or trouble the faculty or the stu-
dents of Callanar without provocation.

\ /,‘ P
History ~

The Feywild was a much different place when the
elves first raised Callanar’s white towers. Corellon
had just released arcane magic into the planes; elves
were a single, unified people; and Lolth had not yet
begun her descent into the madness that would cul-
minate in the Sundering, which haunts the elven
races still. The elves knew they had been entrusted
with a wondrous gift in magic, but they also saw the
danger posed by its spread. Eight wizards who had
dedicated themselves to studying arcane energy
raised eight towers on the spot where Corellon had
bestowed magic on his people. The wizards used the
towers for learning and experimentation, advancing
their understanding of magic and passing on their
discoveries to those who followed. Some of the most
famous spells known to wizards owe their existence
to the pioneers who did their best work here.

When war broke out among the elves, precipitated
by Lolth’s betrayal and the widespread corruption
of her followers, Callanar’s wizards initially held
themselves apart from the struggle—even though
individually they were as divided as their kin beyond
the walls, as a group they cared more for the contin-
ued safety of the academy. So, in an attempt to remain
neutral in the conflict, the wizards of Callanar began
to perform a ritual to shift the White Spires from the
Feywild into the natural world until the war ended.

However, during the casting of the ritual, drow
loyalists in the group turned against their fellows and
slew them before the ritual could take full effect. The
White Spires moved into the natural world anyway,
much to the chagrin of the dark elf insurrectionists,
and the magic was strong enough to hold it there
until the waning days of the conflict.

Soon after Callanar returned to its birthplace,
Corellon defeated Lolth and flung her down to the
Abyss. The dark elves and their servants fled to the
Underdark to escape the Shining Lord’s wrath, and
the whole of the Feywild began to heal the wounds
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wrought by destructive magic. The drow loyalists that
occupied Callanar abandoned the towers to join their
kin in the Underdark, leaving the White Spires free
to begin anew. Since then, Callanar has slowly rebuilt
its faculty and its reputation, and the White Spires
have reclaimed their place as a preeminent institu-
tion for delving into arcane magic’s deeper mysteries.

Admission

Few students of magic in the natural world have a
chance to study at Callanar. The institution is out of
their reach except during the brief time every ten
years when it appears. Even fey peoples living in the
Feywild face numerous challenges to reach the acad-
emy: Strange monsters and hazardous plants make
the journey to the place perilous. When a potential
student gains entry to the White Spires, he or she
must show evidence of some magical talent or abil-
ity. If they cannot, they are cast out and left with no
memory of ever having been inside its halls. As a
result, eladrin and members of other races with magi-
cal abilities are heavily represented in the student
body, outnumbering those of more natural origin.

Faculty

Ever since the school’s founding, eight archmages
have used Callanar for research and study. They
teach only during the infrequent breaks in their
work. For this reason, students progress at a slow
pace, some spending as many as three years to learn
their first cantrip. Each professor pursues a different
strain of arcane magic. As tradition dictates, the rank-
ing archmage acts as headmaster and determines the
academy’s broader curriculum.

Lady Ezanella took the post of headmistress two
hundred years ago, after her predecessor vanished.
A striking eladrin, she moves with ethereal grace
through the towers, often with a train of smitten
students trailing after her. Most suppose that this

devotion has its origin in the enchantment spells
Ezanella weaves; no one at the academy can match
her talent for charms.

The other seven wizards are among the best in
their fields. Mayaza, an eladrin seer, is Callanar’s
authority on ritual magic, particularly divinations.
Coren, a half-elf evoker, instructs students on the
finer points of battle magic, and Beirel, on loan from
Rumor (page $), teaches illusions. Galek Crep is the
institution’s artificer, Nevazra handles conjurations,
and Poril Feen trains students in the fighting arts; he
has produced several successful swordmages over the
years.

Curriculum

Although Callanar provides training for a wide range
of magical interests, enchantment has been its focus
since Lady Ezanella took control. Her incomparable
talent with enchantment spells cows the other faculty
members. Ezanella now requires any wizard in train-
ing to master at least one enchantment spell before he
or she is recognized as a full wizard. The result is that
the institution recently has produced many accom-
plished enchanters and far fewer wizards who excel
in other areas.

Callanar lacks a structured curriculum. Students
pick up what training they can from professors who,
though they are incredibly intelligent, consider teach-
ing a secondary or even a tertiary pursuit. A student
has to master a few cantrips to get an instructor’s
personal attention, and even then the student is
expected to find his or her own answers to questions
by researching the repository of tomes and manu-
als in the vaults under the towers. Only the most
disciplined and dedicated students complete their
training. Those who lag behind or become frustrated
are free to leave at any time, though they must get
along without the academy’s protection against the
monsters that live beyond Callanar’s walls.

\ /,‘.
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Goals

Callanar has never concealed its true intent or
wavered from its ultimate objective. The wizards
and others who work and teach here seek knowledge
of and mastery over arcane magic. Furthermore,

the White Spires wants nothing to do with politics;
those living within its walls are expected to set aside
their old allegiances. Callanar is a research facility
first and foremost and an educational center sec-
ondarily. Thus, professors often send out students on
expeditions to hunt down special ingredients, follow
leads on lost magic items, or leave them to their own
devices for weeks at a time.

Secrets

Whispers about Lady Ezanella have circulated

ever since she came to power. Speculation about
Ezanella’s involvement in her predecessor’s disap-
pearance dogged her for a time, but has recently
been supplanted by a new rumor. A student claimed
to have seen her transform from an eladrin into a
drow. Not long after he began circulating the story,
his peers found his broken body at the base of one
of the towers. If the student’s tale is true, it could
be, as some have speculated, that Ezanella is one of
the institution’s founders—one of the dark elves who
betrayed the other original wizards.

In the World

The academy maintains frosty relations with other
institutions of similar sort; this distance stems mainly
from Callanar’s seclusion and exclusivity. Only
Rumor (page xx) seems to have established an alli-
ance with Callanar, cemented when the White Spires
accepted Beirel as a member of the staff. The other
academies have little use for the eladrin and regard
them as aloof, arrogant, and secretive. Some even sus-
pect the institution of hiding some dark and terrible

secret.
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In the natural world, a small village has grown up
near the lake where Callanar appears. Hopeful stu-
dents are welcome to wait here for the White Spires
to return, and wizards have set up shop in the village,
offering instruction to help them prepare for the rig-
orous testing required for entry. Hedge wizards and
alchemists putter about in the tiny shops and houses
that line the tangled streets, offering lectures and
instruction to any who can afford their fees. The vil-
lage is also a valuable source of information: Callanar
uses it to monitor developments in the natural world,
and many professors travel here from time to time to
get supplies and news.

BACKGROUND:
STUDENT OF CALLANAR

You spent ten years studying at the White
Spires of Callanar where you learned to perform
magic, uncovered arcane lore, and learned of the
ancient traditions going back to the dawn of all
worlds. You might have chosen to deepen your
understanding of the arcane as much as possible,
or you might have seen the sensibility of being
versatile—refining your social skills for times
when charm magic doesn’t help you, or adding
to your storehouse of knowledge about the past.
Associated Skills: Arcana, Bluff, History
Associated Languages: Elven

IRONSTONE ACADEMY

What did I learn at Ironstone? I learned how dangerous
magic can be. I learned that magic and chaos are one and
the same, and without a firm hand—without training, dis-
cipline, and talent—magic can destroy you. I learned to
master it, to bend it to my will, and compel it to obey my
every command.

For many academies, learning, education, and train-
ing define their purpose. Some institutions have
other agendas. Ironstone Academy, for example, has
no interest in fostering its students’ intellectual capa-
bilities or expanding their horizons. Ironstone exists
only to create warmages, turning apprentices into
magical warriors who wield the forces of creation

in defense of humanity’s last holdings. The academy
teaches order, duty, and discipline. Nothing more,
nothing less.

Ironstone’s focus on military preparation makes
the school’s remote location all the more appropri-
ate. The institution rises from a mountaintop, its high
towers piercing the clouds. Curtain walls stretch
between rocky outcrops at various points down the
mountainside, to ensure that attacking enemies
pay dearly as they make their ascent. The academy
occupies several buildings huddled behind the for-
tifications, and it extends deep into the mountain
through ancient tunnels that lead to vaulted cham-
bers and sprawling galleries where one can see
evidence of dwarven craftsmanship.

The routes up the mountainside are daunting and
dangerous. Herders and other travelers crowd the
lower slopes, so travelers must often stop to wait for
oxen to amble past, or for a merchant train to maneu-
ver into a clearing so faster climbers can pass. All the
way up the mountainside, one finds hamlets where
dwarves and humans live and work together, fighting

against the elements to grow crops and tend livestock.

These settlements are, according to the graybeards,
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as old as the fortress above; the people who live there o

now are the descendants of those who once swore
fealty to the dwarf kings of old.

The higher one climbs, the fewer the travelers
become. During this final ascent, many petitioners
give up and turn back: The air is too thin, the going
too hard. The occasional burial marker shows where
a stumble carried a traveler to his or her death, while
old skulls stare out from crevices built into the low
wall that follows the path up to the first curtain wall.

Anyone who makes it to the first wall finds the
rest of the journey easier. A way station here provides
warmth, shelter, and food for potential students. Its
guardians escort the travelers to mechanical lifts that
carry them up through the next half-dozen walls,
until they reach the academy at the top.

New students soon find that the austere com-
munity provides few comforts beyond a bunk in a
drafty barracks and an unpleasant repast prepared
by the first- and second-year students. Ironstone
Academy offers a difficult and challenging life, but
that’s exactly what its founders wanted. Anything else
would be a disservice to those who will one day fight
on the front lines against civilization’s foes.

History

Long before wizards claimed the abandoned moun-
tain fortress, dwarf clans called it home. The castle at
the top housed an ancient and storied line of dwarf
kings. Under their rule, their people raised a great
city that extended down and throughout the moun-
tain, with many tunnels and chambers that remain
unexplored by the magicians who live here now. The
dwarves found gold, gems, and other treasure in the
depths, and they grew rich from the valuables they
coaxed from the unyielding rock.

The dwarves’ work attracted attention from the
giant tribes who dwelled on the neighboring peaks,
and eventually the mountain giants stirred from
their fastnesses to hurl boulders against the dwarves’
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sturdy walls. Orcs, slaves to the giants, boiled up from
the deep tunnels to harry the miners and test their
defenses. Although the dwarves were able to throw
back their foes time and again, the doughty defend-
ers slowly gave ground to their enemies, retreating
farther and farther until they ceded their holdings
altogether, bitterly vowing that they would one day
return.

An age later, during humanity’s rise to power, a
mighty nation was beset by armies of savage human-
oids. The king commanded his battle mages to found
an institution that would train warmages to help
defend against the growing threat. The wizards knew
they lacked time to raise a defensible structure, so
they sought out an existing stronghold they could
repair and fortify. The old dwarven fortress in the
high mountains provided an ideal site, offering both
natural and manufactured obstacles to frustrate the
rampaging humanoids, It took little work to clear out
the debased orcs squatting in the tunnels: Within two
years, the wizards had secured the site and begun
recruiting students.

Ironstone prospered for a time, even though the
institution had to contend with many of the same
challenges the dwarves faced. The academy’s defend-
ers fought giants, rooted out orcs, and cut down the
occasional horrors that stumbled up from the Under-
dark. Then, their darkest hour came when a former
student named Radicus, who had been expelled for
experimenting with necromancy, returned at the
head of an undead army. Hordes of walking dead
flowed up the mountainside and assailed Ironstone’s
walls. The fighting claimed the school’s headmaster
and nearly half of the students, but Ironstone proved
it deserved its name by holding fast against the enemy
host. The necromancer was driven off and his army
destroyed, but twenty years later the memories of that
struggle still haunt the academy. The skulls that line
the path up the mountain offer mute testimony to
that war’s horrors.

Admission

Even though the last human empire lies in ashes and
ruin, the war wizards of Ironstone Academy con-
tinue the work for which the place was founded. The
institution’s policy is never to turn away any candi-
date who makes the ascent. Surviving the climb is
considered a sufficient enough achievement to earn
some training in the magical arts. Those who lack
the talent to master the arcane arts can still benefit
by studying under the soldiers protecting the walls—
themselves former applicants who for one reason or
other didn’t have what it took to become a wizard.
Since the collapse of the last human empire, Iron-
stone Academy has taken a direct hand in recruiting
warmages. Wizards descend from the mountain
and scour the countryside for suitable candidates. If
removing a child from a home would create a hard-
ship, as is often the case on the frontier, the wizards
compensate the family or invite the child’s relatives to
work as servants at the academy.

Faculty

Aram cor Nera has run Ironstone for twenty years
despite the fact that he has only a passing familiar-
ity with wizard magic. Unlike the other instructors,
Aram did not study at Ironstone. He received his
training at White Spires, where he became a sword-
mage after a halfhearted effort to become a wizard.
Aram traveled to Ironstone to offer his services as
a warrior. He so distinguished himself'in the battle
against the necromancer Radicus and the undead
hordes that the instructors named him headmaster,
replacing his predecessor who died in the fighting.
Aram oversees the first- and second-year students,
teaching them the cantrips that serve as the founda-
tion of their training. He then hands them off to the
other instructors for advanced lessons. The academy
employs four wizards, each of whom has a staff of six
spellcasters from varying traditions to help identify
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and foster a student’s particular talents. The main
instructors include Veran Moonblade, a stern eladrin
evoker who has spent a human lifetime battling drow
in the Underdark; Master Cypar, an ancient wizard
who masks his shrewd cunning and incredible talent
behind the facade of a doddering old man; Ewen
Mackelson, an alumnus who seems to delight in ter-
rorizing the students while teaching wards and other
defenses; and Fath Umber, the academy’s foremost
authority on scrying and travel rituals.

Curriculum

Ironstone Academy students undergo extensive train-
ing in battle magic. Although most instructors favor
the school of evocation, they do not disregard the
combat applications of spells from other schools, par-
ticularly enchantment and illusion. The only school of
magic the instructors do not tolerate is necromancy.
Never a popular course of study to begin with, the
headmaster banned it after the war with the undead.
Students supplement their magical lessons with
martial training. Several accomplished swordmas-
ters teach them how to carry armor, the proper way
to hold a sword, and how to avoid getting killed
in battle. Most learn just the fundamentals, but a
few gifted students succeed in developing superior
combat techniques.

Goals

Although the nation that Ironstone was founded to
protect no longer exists, the school resolutely contin-
ues to prepare wizards and students of other arcane
traditions for war. New threats rise each season to
imperil towns and cities across the lowlands. The
headmaster and the faculty hope that students
trained at Ironstone will go forth and lend aid to the
troubled lands.

At the same time, none of the people who work
and teach here have forgotten the old kingdom. Many
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cling to the hope that it might rise again, reclaim-

ing its place as civilization’s shining star and finding
a way to push back against the wickedness press-

ing in from all sides. Instructors often recall the old
kingdom in their lessons, using its favored spells and
fighting techniques to illustrate the finer points of
military training. Many students adopt their profes-
sors’ loyalties and gather into cliques named after the
realm’s most famous wizards, fighting companies,
and rulers.

Gossip

Ironstone Academy’s faculty and armed guards
ensure the safety of those within its walls. Even with
the dangers of untrained magic flaring up in class-
rooms and the near constant drilling with arms,

the institution goes to great lengths to ensure that
students emerge with their health and all of their
extremities intact. Unfortunately for a few, their best
efforts are not enough.

Every year since the institution’s founding, one
student has gone missing. Locked doors, draconian
curfews, rules that require students to move in
groups: No preventive measures have worked. One
student always disappears, with no notice beforehand
and with no indication of where he or she went or
what happened. Some believe that a creature from
the Underdark preys on these unfortunate class-
mates, crawling up from the fetid darkness to snatch a
student and drag him or her into the depths.

In the first few years of his leadership, Aram tried
to solve this mystery by sending teams of warriors
and wizards to explore the deep passages and see
if there is indeed a predator at large. Some of those
explorers have returned with nothing to report;
others have not returned at all. Just as other headmas-
ters before him had done, Aram came to realize that
it’s smarter to save lives by not trying to find the crea-
ture, and as a result, no one has been sent on this sort
of mission for several years now.

'
In the World .
Few other magical academies have cause to interact
with Ironstone. Too remote for casual visits and too
militant for the broader-focused academies, Ironstone
remains apart. Ironstone participates in exchange
programs and competitions between rival institu-
tions; its students always do well in the battle events,
but tend to show a poor grasp of theory and history.
Headmaster Aram recently sent three messen-
gers to the White Spires by way of a portal. Rumor
has it that the headmaster is seeking assistance with
the missing student problem. Others think the acad-
emy merely wants to exchange information and
perhaps students with other schools to improve its
curriculum.

BACKGROUND:
STUDENT OF IRONSTONE

You spent your youth studying the arts of war
and magic at Ironstone Academy. In addition to
the arcane instruction that everyone receives,
Ironstone offers plenty of ways for students
to hone their bodies as well as their minds.
You might have spent more time than most on
physical training, whether to increase your raw
strength or your staying power.

Associated Skills: Arcana, Athletics, Endurance

Associated Languages: Dwarven
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OBSIDIAN TOWER

“Shadow magic is no more evil than any other school. An
evocation spell can snuff out innocent lives. An unscru-
pulous wizard can use enchantment spells to defraud

and exploit the unwary. A convincing illusion can cause
unimaginable despair and suffering. It is not the spell that
is evil, but the hand that casts it.”

Shadow magic finds few adherents in most universi-
ties of magic. Not many institutions would risk the
public outrage if it became known that students were
learning to create monsters from solidified shadow
and perform other grotesqueries associated with

the dark arts. There is also the price to consider: To
master shadow magic, one must cede a portion of
one’s soul. For these reasons, institutions dedicated to
such studies almost always lie outside the bounds of
the civilized world.

The Obsidian Tower is one such place. It was
raised by fugitive shadow mages on a rocky outcrop-
ping that extends out over a vast permanent darkland
in the Shadowfell. The tower rises high above the sor-
rounding poisoned landscape, standing ten stories
tall with a base covering two acres. The tower can
accommodate two hundred students, the faculty, and
the support staff who attend to the cooking, cleaning,
and general maintenance. Its exterior is indeed made
of the glassy black stone from which the Obsidian
Tower takes its name. Flickering runes of protection
are embedded in the rock at intervals, potent wards
against the encroaching influence of the nearby
darkland.

Although the tower looks intimidating on the out-
side, the interior is warm and inviting. The Obsidian
Tower prides itself on being a place where the best
minds in magic can learn and master arcane and
shadow power.

History

The Obsidian Tower shares a past with some of the
most accomplished wizards to ever study shadow
magic. The founders of the tower came together when
they all became disciples of the great Evard, consid-
ered the father of nethermancy. As they improved
their prowess in the arts of shadow, they found them-
selves unwelcome in the wizard circles they had
previously inhabited.

Denounced as renegades, these wizards and a few
other users of shadow magic fled to the Shadowfell,
where they could advance their understanding with-
out interference from those who did not understand
them. At no point did they plan to turn their refuge
into a magical academy, but that is what happened as
word of their research spread across the Shadowfell.
A trickle of hopeful apprentices soon became a flood
of students who sought to learn from these masters.

Admission

Once the leaders of the Obsidian Tower embraced its
new role as a magical university, they took pains to
mitigate the dangers inherent in studying the dark
arts. They also expanded the curriculum beyond
nethermancy to provide students with a well-rounded
education.

In addition to paying a nominal fee for tuition,
prospective students must undergo extensive test-
ing to ensure they are suitable for the institution and
vice versa. A candidate must demonstrate sufficient
intellectual rigor or strength of personality to be
allowed to study here. Interviewers also assess each
candidate’s moral fiber to weed out those with evil
motivations, lest the instructors inadvertently create a
monster they will not be able to later contain.

Faculty

The Obsidian Tower employs fifty full-time instruc-
tors. When the school is at capacity, there’s one

T — ™ 0
e

professor for every four students. The academy has at ad

least one instructor for each known school of magic.

Most faculty members have extensive experience

with ritual magic, and few institutions can rival the

number and the variety of the rituals contained in the

academy’s library.

The tower is run by a council of six wizards, one
representing each of the major schools of magic—
enchantment, evocation, illusion, necromancy,
nethermancy, and transmutation. This council
attends to the institution’s administrative needs, disci-
plines wayward students and professors, and oversees
yearly testing to ascertain students’ progress.

The Obsidian Tower's faculty represents a diverse
body of races and cultures. However, most of those
who work at the school are shadowborn, and those
who are native to the natural world are in the minor-
ity. Of'the fifty, two eladrin instructors and one
gnome professor originally hailed fr