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Between the
Forbidden Sea and
the Barren Waters
lies Jaiman, a
majestic continent
of powerful
cultures in conflict.
The Forces of the
Unlife and the
armies of the
Dragon Lords
seem destined to
clash again; Men
and Elves must
fight or flee. . . .

Shadow World is
the planet Kulthea,
a unique fantasy
environment for
use with both
Rolemaster " and
Fantasy Hero".
It is also

adaptable to most
other fantasy

role playing games.
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PART |
= GUIDELINES -

Thisbook isthelatest addition to the Shadow World line, an ongoing
series of guidebooks designed to detail specific sections of the planet
Kulthea. Each book coversaspecific areaof theworld, whether anisland,
anisolated keep, or likethisone, an entirerealm. Thiswork isdesignedto
be used in conjunction with the Rolemaster and Fantasy Hero Role
Playing Systems, and al character statistics (as well as spells, combat
abilities, etc.) arepresented accordingly. Obviously, if aGamemaster feels
that any of the statisticsand situati ons contained herein do not fit hisor her
concept of the gameworld asawhole, (s)he should feel freeto alter them.
Care must be taken to maintain the play balance established.

For moreinformation on the campaign world, the GM should consult
the Shadow World Master Atlas. In addition, data can be found in the
rulesbooks of the Rolemaster system; theseinclude previously published
works The Rolemaster Companions (volumes1, 2 & 3), Character Law &
Campaign Law, and Creaturesand Treasures. Combat abilitiesand rules
arein ICE's Arms Law and Claw Law, and the complete magic system is
in Spell Law.

For those GMs who wish to work the world of Kulthea into a much
broader, science-fiction based framework, ICE’s Space Master system
provide coherent guidelines and is fully compatible with the Rolemaster
rules. Inthelmperial timeof SpaceMaster, theworld of Kultheaisknown
as"Ceril VII", located at coordinates 35X, 20Y, 80Z. Itistechnically under
thejurisdiction of thelnner Province of Devon (seelmperial Crisis: House
DevonInTurmoil), but thisclaimiscurrently contested by at | east oneother
Royal House, aswell as the Imperium itself.

Thisworkispresentedinsix parts. Part| givesguidelinesregardingthe
use of the Module. In Part Il the flora, fauna and races of the region are
described. Part I11 includesatimeline and three stories from the history of
Jaiman. Part IV provides an overview of thelands, creatures and peoples
of Jaiman, including geographical, environmental and cultural data. Part
V includes descriptions of powerful persons and organizations which are
anintegral part of Jaimani society. Part VI details anumber of important
locations which may be worked into a Jaiman Campaign. Parts VIl and
V11 containthe Adventures, designedfor avariety of character professions
and experience levels. Finally, Part IX includes NPC Data and charts.

HANDLING PLAY
The Adventures presented herein are geared to characters of various
classes and experience level s (suggestions are included with each Adven-
ture). Each Adventureisdivided into seven standard parts:

1. The Setting, which gives a general idea of the sites included in the
Adventure.

2. Requirements, whichliststhe PC typesmost suitablefor the Adventure,
aswell as any equipment or knowledge required.

3. Aids, which details key items or data which the GM will be able to
provide for the PCs.

4. The Tale, which describes the initial plotline and events leading up to
the Adventure itself.

5. TheTask, which presentsmethodsof starting the Adventure, alongwith
obstacles and encounters awaiting the Players.

6. The Reward, which describes the rewards given the PCs should they
succeed in the task.

7. Alter nate Adventur e, which provides other meansof running the same
basic plotline.

The GM should becomefamiliar with theland of Jaiman by reading the
book before attempting to run the Adventures. Before running an Adven-
ture, the GM should familiarize himself with the sequence of events
described therein. Y ou may wish to create some additional layouts or
elaborate upon the provided material. This preparation minimizes the
detail-hunting required during play and allowsyoutotailor theplotlineto
better suit your players.

DiFFicuLTY M ODIFIERS
Tasks in Shadow World modules are often described in terms  of
Difficulty Modifiers. Each term corresponds to a numerical modifier in
Rolemaster or Fantasy Hero.

Term RM FH Term RM FH
Very Hard -20 -2
Extremely Hard -30 -4
Sheer Folly -50 -6
Absurd -70 -8
Insane -100 -10

A =Arms; E = Essence; C = Channeling; M = Mentalism.

Note: Jaiman gives Rolemaster Companion professions for some characters, this chart provides the corresponding ChL professions.

RMC Prof. (Realm) RM Prof. RMC Prof. (Realm) RM Prof.
Archmage (C-E-M) ............... Mystic  Craftsman (A) ....coeoeeerereenene No Prof.
ASSASSIN (A) coveeeereeeeeeeiene Rogue Crysta Mage (E-C) ............ Sorceror
Barbarian (A) ....ccoeeeeririenne Fighter ~ Dancer (A) ..ccccevruenene Warrior Monk

Bashkar (A) ..occoeevveeevrereeeene Fighter Delver (A-E) .ccoveevvrrevrerenns Bard
Beastmaster (A-E) .....ceuue.. Ranger Dervish (A-C) .coovvvveceveriennne Monk
Bounty Hunter (A) .....c.c.c..... Fighter ~ Dream Lord (E) ..... ... lllusionist
Burglar (A) .oeeveeeeerreeenne Thief  Druid (C) ........... Animist
Cavalier (A) .o Fighter ~ Duelist (A) ..... Fighter
Chaotic Lord (A-C) ...cccveueee Ranger Farmer (A) ..... . No Prof.
Conjuror (E) .ocoeeeveeeneneeens Magician = Gypsy (A) «oeeerreeererireereneenas Rogue
Créfter (Eor Cor M) .......... No Prof.  High War. Monk (A) . Warrior Monk

RMC Prof. (Realm) RM Prof. RMC Prof. (Realm) RM Prof.

Macabre (A-E-C) ................ Salor (A) o
Magus (C-E) .............. Scholar (A) .
Montebanc (A-M) ...... Shaman (C

Moon Mage (A-C) ..... Sleuth (A-C)

Necromancer (E-C) ... Trader (A) .....

Nightblade (A-M) .......cceveenee. Warlock (C-M

Noble Warrior (A-M) Warrior (A)

Paadin (A-C) ....cccoevueveernene lo] Warrior Mage (A-E)

(The) Professional (A) ........ No Prof. Witch (B-C) ..ccevevererererennnes
Runemaster (E) ................ Alchemist

LY () N Seer
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PART Il

« JAIMAN ENVIRONMENT
AND INHABITANTS =

This section discusses the basic environment of Jaiman, as well as a selection of animals, creatures, and the

prominent races and cultures of the continent.

From the Book of Dark Tales...

Once She whispered and life was death
Night or day now Kaeden might walk
They sleep for years, wake at a touch
Claw and stinger, silently stalk.
Fear the webs of darkness, the shrill call to die.

Twice She whispered and life was death
Sixty times six, swift by the l[imbs

Shar-bu their lord, most evil of all
Demons obeying Her cruel whims

...And watch for the Winds of Fate

Andraax
(SE 1782)

1«CLIMATE

Jaiman lies generally between 45° and 70° north | atitude, and though
thisgivesageneral ideaof thetypeof climateto beexpectedinthisnorthern
land mass, it does not begin to reflect the variable character of weather in
the continent’s many different regions.

WEATHER PATTERNS

The Weather Map indicates some basic trendsin climate. Thevarious
divisions break down as follows:

Humid Subtropical: Precipitation in all seasons with maximum in sum-
mer; long warm summers, cool winters.

Humid Mid-latitude: Precipitation in all seasons with maximum in
summer; long warm or hot summers, cold winters.

Temperate Marine: Numerous rainy days in all seasons with moderate
total precipitation, higher precipitation in highland areas; warm sum-
mers, cool winters.

Semiarid mid-latitude: Light precipitation; warmor hot summers, cool or
cold winters.

Subarctic: Light precipitation; short cool summers, long very cold win-
ters.

Arctic Margin: Extremely light precipitation; very short cold summers,
extremely long cold winters.

2« THE LANDS

Following isan overview of the general types of natural environment
found on Jaiman.

FORESTS

To the south Jaiman has many regions of mixed deciduous and
coniferous forest, notably huge woodland areas in U-Lyshak and Urulan.
TheRemiraith, avast forest covering much of southern U-Lyshak, ishome
to alargetribe of Erlini (Wood Elves). The lowlands of Saralis are also
wooded, asarethefoothillsof theGrey Mountains. Firsmix withoak, birch
and maple in the areas of moderate temperatures, with poplar and cedars
more common in the southern regions.

It is in the northern regions that the trees of Jaiman truly achieve
majesty, however. The Blue Forest stretchesfrom the Claedesbrim Bay to
the eastern hills of Wuliris.

COASTS

The coastal areas will vary tremendously depending on location on
Jaiman. Western coastsalongtheBay of Ulor tendto besandy and shallow,
whiletheeastern seaboard and most shores of Urulan arerocky, many with
steep cliffs. They area so quitecold. The southwest coast of Ly-Aranand
southern edge of Meluriahave fine beaches but are often swept by storms
from the open sea. Tanara and southern Wuliris also have steep shores
leading down to chilly waters. The Bay of Urulan has a reputation for
remaining unbearably cold all year round.

The coastal areas about the Mur Fostisyr and Ja Miil Targ are both
treacherous and frigid. Arrayed with marauding icebergs and swift,
unpredictablecurrents, thenorthern straitsarenot to betravelled by any but
the most skilled of navigators.

WATERWAYS

Jaiman is a continent laced with rivers, and while few are truly
significant waterways, the sheer number makes up for any lack inindivid-
ual grandeur. Central Jaiman al soboaststhreegreat |akes: Ainkald, Karish,
and Lakyran. The latter two are actually connected, and Karish joins
Ainkald viaa swift river.

Tanarahasmany riversand small |akesscattered throughout itsuneven
landscape, fed by either melting snow, glaciers, or mountain springs. Inthe
spring, streams swell with increased melting snow andice, and floodingis
often a problem. Many of the lakes interconnect, forming a complex
network of waterways|eading eventually to the sea. Urulanisalso graced
with abundant waterways, and is known for many beautiful waterfalls.
Meluriato the south has swift, steep streams, whilethe central rolling hills
possess innumerable lakes. The western plains are dominated by a few
majestic rivers, which provide not only needed water for crops but are a
reliable transportation mode.



HIGHLANDS

The Grey Mountains have been called the spine of Jaiman, and indeed
they are the most significant geographic feature, spanning the land from
southern coast tothenorthernwastes. Thepeaksof the Grey Mountainsare
always snow-covered; some reach as high as 19,000 feet.

Other significant ranges are the Saral March (across northern Sardlis),
and the Black Fork, a ridge of dark mountains north of Lu'nak and
embracing the Ja’ miil Targ.

VoLcaNic ACTIVITY

Although Jaimanisrelatively stablegeol ogically (earthquakesarerare,
and usudly limited to the northern regions), it does have its share of
volcanos, active and dormant.

The region of greatest disturbance is the Ja' miil Targ, where severa
volcanos are active and frequently inundate the land with molten rock.
Greatest of these isthe Gaus Urontha (1. “ Dragon’s Mouth”) amountain-
ous volcano which is continually spewing forth noxious clouds and lava
spray. The nearby islands and Wuliris also have afew active cones— as
does Plasidar and Ly-Aran.

3=FLORA

Jaiman hoststhe usual widevariety of plantlifeonemight expect for its
climate. A few selections of particular note are discussed below.

TONAK
Found amost exclusively in the Mur Fostisyr, the pulp from this
conifer isused by the Ky’ taari to maketheir exceptional paper. It haspale
blue needles and large, heavy cones.

BLUE SPIRES
The mighty Lunarni (I. “Blue spires’) cover virtualy al of the land
named for it— Lu'nak (1. “Blue Forest’), in northern Jaiman. Thesetrees
grow to aheight of nearly 500 feet and arenamed for their silvery bluebark
and blue-green needles.

MIRAN

This deciduous beauty is rarely encountered outside of Elven lands.
Originally only found on Urulan, seedlings were brought by Elven colo-
nistsin the early centuries of the Third Era.

Mirans are similar to maples in many ways, but with lighter, smooth
bark androunded, dark greenleaveswhichturndeepgoldintheFall. Miran
seedsarelikewal nut-sized acorns, dark brownwith agoldencap. They are
deliciousto eat, and a handful can provide afull day’s sustenance.

FOGFLOWERS

Resembling alily, these lovely white flowers give off a sweet scent
during the day, but as night settles in they begin to exude a bluish mist.
Herbalists theorize that the mist is a defensive mechanism, driving away
nocturnal beasts which would like to consume the Fogflower’s sweet
leaves. The foglike emanations of these flowers can be considerable, and
afield of them can blanket the countryside in a heavy mist, only burning
away in the late morning sun.

SIENE
Saidtobethegift of Kieron, Sieneisabushwhich producesaluminous
orangeberry. Theberriesdonot keepwell, but canbemadeintoapreserve.
Inany case, asmall amount of thefruit hasthe effect of cleansing the body
of any intoxicant in seconds (it also cures hangovers). This miracle fruit
isindispensable for curing addictions; it is also quite rare.

THokOT
A sturdy shrub, thokot is able to thrive in even the most hostile of
environments. It hassmall bluishleavesand produceshitter red berries, but
Thokot’' smain featureisthe 4" long thorns which grow all over the plant.
Thesethornsexudeasticky fluid which hasthe effect of amild to moderate
nerve poison. Shadowy landowners use the bush to guard their borders.

Shadow World -

4eFAUNA

In addition to the ‘familiar’ array of beasts which roam the Shadow
World, Jaiman ishometo anumber of uniquebeasts. A few aredescribed
here.

DOMESTICATED ANIMALS

Followingisabrief selection of someunusual animalswhich servethe
inhabitants of Jaiman.

PrFURGH
A beast of burden, the Pfurghisof avian descent and resemblesalarge,
stocky ostrich. While more temperamental than some mounts, the pfurgh
issurprisingly agile and can carry a grown man at considerable speeds.

STEARDAN

The famed winged horses of the Cloudlords, the Steardan have man-
aged to survive in the high vale of Merisia in Tanara unattended for
virtually thousands of years. Oncethe prized pets of the L ords of Essence
who had dwelt in thisarea, they outlived their original masters. Steardan,
like their equine relatives, subsist on grasses and grains. While the
Steardan resemble Pegasi, they lack the intelligence of their more well-
known relations.

Tia BaT
Thismammal isone of thelargest of the bat specieson Kulthea, andis
relatively intelligent. Although large numbers of them make their homes
in moretemperate climes, anumber have been transported to Jaiman to act
as messengers and spies for servants of the Unlifein thisregion.

GARTYL

Flying reptileswith awingspan sometimes exceeding forty feet, these
ghastly beastsresemblethe pteradon. Thoughthey liveinthewild (mostly
along sea-cliffswherethey have easy accesstofish) Gartyl arebred by evil
warlords such asthe Priests Arnak. These swift steeds can carry aman at
speeds of up to 30 milesan hour, and can travel morethan 400 milesaday.

Gartyl have no real forelimbs, though they have vestigial hands at the
top of their huge, leathery wings. A long, saw-toothed maw and powerful
hind claws make the Gartyl a formidable foe, however.

WILD BEASTS

A number of unusual animals who make their home on Jaiman; a
selection of them isincluded here.

SHASKAN

Most common in warmer climes to the south and west, most of these
reptiles hibernate during the winter months. In appearance, Shaskan are
miniaturewinged dragons, growing to alength of about eight feet (includ-
ingtail) whenmature. Ingeneral they do not likemen and avoidthemwhen
possible, preferring to live undisturbed inrocky lowlandsareas, especialy
where there is plentiful sunlight (they love to sun themselves on warm
rocks). Dining on avariety of insects and on small birds and mammals
when those are not plentiful enough, the Shaskan are usually harmless
unlessmolested. If their nestisapproached or if they feel threatened, they
arefiercefighters, wielding talon and toothwith deadly accuracy. Shaskan
are equipped with avenom in their fangs, a poison capable of paralyzing
or killing its victims instantly. This venom is very valuable, and those
seeking profit from it contribute to the scarcity of the Shaskan.

BEARS
Both black and brown bears live in the hills of Tanara. While black
bears are not usually dangerous and rarely attack man unless provoked,
brown bears have been known to randomly attack even large groups of
men. Brown bearsgrow to over tenfeet in height, and their huge pawscan
kill amanwith oneswipe. Normally both varietiessubsist onfishfromthe
many streams which flow from the high mountain passes.
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OvIrR

Theselordsof thebear family liveonly inthenorthernwastesof Jaiman
and the Mur Fostisyr. Giant polar bearsoften growing to astanding height
of morethan 15feet, theovir resideinice caves. Their webbed pawsallow
them to glide through the chill waters with graceful ease, whiletheir huge
clawsmakeclimbingiceandrocksno challenge. A keensenseof smell and
superior sight (including excellent night vision) allow the Ovir arelatively
easy timehunting their meals, which includefish, deer, hare, snow wolves
(if antagoni zed) and even an occasi onal human snack —thoughthey rarely
attack men unless provoked. Their fur is pure white during the cold
months, though it thins dlightly and transformsto ayellowish color in the
spring, darkening to atawny brown in the summer. Usually travelling in
family groupsof five, the Ovir arenot to betangled with. If any of thecubs
ishurt, the parentsbecomeferocious; if amateisseverely injured or killed,
the partner fliesinto afury, striking at anyone or anything in the areawith
awesomeforce. Ovir have also been known to track their mate’ skiller for
hundreds of miles, using an uncanny intelligence and determination.

TALLISMOTH
An unusually large insect, the Tallis Moth often has a wingspan
exceeding three feet. These nocturnal creatures are harmless (except for
thedamagethey candotoaforest). Their blueand grey coloring hidesthem
well at night from human observation, but they are till prey to laerger,
sharp-eyed avian hunters.

VOORG
Resembling asloth as much as anything, the silent V oorg are far more
threatening. Their deadly claws slashing down from a hidden perch, they
can rip aman’ sthroat out in an instant. Carnivorous, they feed on varied
animals, but seem to relish human blood and organs.

H'TAAN

Hideous spider-like creatures, H'taan residein ancient ruins and other
rocky, remote locations. Though they do not spin webs, they dig shallow
tunnels and await an unsuspecting passerby: anything from asmall mam-
mal to aman. They possessstrong pincersand adebilitating venomwhich
they use to paralyze their prey before dragging it down into the safety of
their hole.

H’taan have beenrecorded aslargeastwel vefeet acrossincludinglegs,
but tales of giant H' taan thirty feet acrossor more, attacking herdsof cattle
at night, are unfounded.

5«PEOPLES OF JAIMAN

Hometo agrand variety of human — and humanoid — races, Jaiman
isaplace of interesting minglings and conflicts.

ELVES

WhiletheElven populationsof Jaiman aresmaller thanthey oncewere,
the race still holds many significant areas, and smaller communities are
scattered across the continent.

Elves of the Shadow World are on the average more slender than
mannish races, possessing awiry strength. lylar tend to havedightly more
muscle mass than Erlin, but Elves are never overweight. Their skin is
naturally fair but will tan if they spend enough time outdoors. All Elves
have noticeably pointed ears; High Elves are most pronounced (it is a
matter of prideamong many Elven cultureshow prominently pointedone’s
ears are).

[ YLARI

The most lordly of the Elventribes, lylari are aloof and remote, rarely
interacting with mortal s except through Erlini intermediaries. Whilethere
remains only one lylar-ruled realm on Jaiman (the Remiraith), therearea
handful of small city-states and island nations of these majestic beings.
Ironically, few remain on Urulan, once a powerful kingdom of the High
Elves.

lylari dress in flamboyant garb: flowing robes and glittering jewelry
(many earrings and bracelets) when the occasion will permit it. When
necessary they can don practical garments, though still beautifully con-
structed and covered with elegant details. lylar armor, weapons, and
jewelry are the most beautiful in the world.

Males range in height from 510" to 6'8", females about 5" less.
Several lylar tribes have amond eyes and even slight epicanthic folds,
giving them an exotic, amost ‘oriental’ (to use aterran term) appearance.
High Elveseither have blond or black hair, and while somewill develop a
grey streak with extreme age, none devel opswrinkled skin or other signsof
aging. Their eyes are always arresting, whether they are blue, grey or
violet. Without exception they have alordly bearing and an aloof manner
— especially when dealing with mortals.

ERLINI

These morerustic Elvesmake up thevast mgority of the populationon
Jaiman. They are even knownto someas‘ Jaimani-Elves', differentiating
them fromthe other Elven races. Erlini populatethe Blue Forest (Lu’ nak),
the Remiraith, and large areas of Urulan, Southern Rhakhaan and Meluria.
In addition small settlements are scattered all across the continent.

Males range in height from 5’8" to 6'5", females about 4" less. In
contrasttothestriking lylar, Erlini often havebrown or dark blond hair and
hazel or green eyes. An occassiona Erlin will be born with beautiful
auburn hair, a“ gifted child’ inthetribe. Wood Elvesare playful with their
hair, cutting it in a variety of unusual ways. They do not wear alot of
jewelry — preferring afew well-made pieces— and wear simple clothes
in earth tones.

Erlini are more ‘childlike’ than the High Elves, their apparent age
remaining right at maturity, making them appear to be arace of teenagers.
They also haveamorefrolicsome manner than their autocratic cousins, the
lylar.

Dvari
The Dark Elves— an offshoot of thelylari — Dyar settlementsarefor
the most part hidden cults and communities; often they are in the service
of the Unlife.
In appearance the Dyar are almost identical to lylar, except that Dark
Elvesarenever blond, and agrey or whitestreak inthehair isvery common.

SHULURI
Many Sea-elventribesmaketheir homesoff Jaimani coasts, especially
around Urulan and the southern regions. In some instances the Shuluri
have alliances with nearby land-elves and close trading associations. In
general, however, the Shuluri keep to themselvesand are nearly asremote
(but not as sinister) as the Dyari.
Malesrangein height from 5’8" to 6’5", females about 4" less.

HALF-ELVES

There are several races of mixed Elven and mortal blood (collectively
known as Ta-lairi) on Jaiman, among them the Sulini of Tanara and the
Ky’ taari of theMur Fostisyr. Each hasauniquecharacter, whilemost share
similar benefitsfrom their enhanced bloodlines. Over the millenniathese
cultures which were born of the mingling of mortal and immortal blood
have devel oped histories and identities of their own. Though mortal ,they
have long lives and do not age; their acceptance by either raceislimited.

MORTALS

A racewithlesscultural inertiathan the Elves or eventhe Ta-lairi, the
mortal peoplesRuyari (I: “lesser thinkers”) of Jaimanhavedevel opedinto
dozens of separate cultures, each with aunique character and history. The
original Jaiman racesand aselection of current communities are discussed
here.

DwARVES

A stalwart and secretive race, the Dwarves (Nom-ri) of Jaiman are
centered around two subterranean kingdoms. Unlike some of their rela-
tionsin other lands, Jaimani Dwarves prefer to go beardless, and many are
completely bald. Theignorant spelunker might initially confuse a Dwarf
withaGoblin, muchto hislater embarassment and subsegquent dismember-
ment. (Dwarvesareextremely sensitive about comparisonstoless pleasant
underground dwellers.)

Dwarven stonework and engineering skillsarewell-known throughout
Kulthea. Oneclan of Dwarves— the Grantok — allied with the kingdom
of Rhakhaan in the Second Era and hel ped in the construction of much of
Haalkitaine (the majestic — if somber — capital city of Rhakhaan). The
relationship has since cooled, and while the Grantdk still trade with their
Rhakhaan neighbors, they have grown increasingly distant and taciturn.



DURANAKI

Themost reclusiveand mysteriousof theculturesin Jaiman areperhaps
the DuUranaki. Living in vast, maze-like cavern complexes, the Dlranaki
deal withtheother peoplesof Tanaraonly onalimited basis, warily trading
herbs and their fine items of metal and woodwork with the Sulini and the
Myri for grains, livestock and fish. Theirintenseloathingfor theneighbor-
ing Y'kin,they make no effort to hide.

The Duranaki capture hundreds of the stalwart Myri and keep them as
slaves, somehow conditioning their mindsto total loyalty. A Daranaki is
almost never seen outside of the sheltering caveswithout at |east one Myri
bodyguard. These subterranean peoplearesmall andwiry, themenrarely
exceeding 6' in height, the women averaging 4" shorter.

TALATH

The Taath are ahardy race, blond and blue-eyed. They have cultures
in Meluria, Tanara (the Myri), and al aong the eastern coastal hills.
Powerfully built, the Talath are al so of amazing size and strength: themen
ranging in height from 6’2" to nearly 7', the females averaging around
5'10". Most have afair (if somewhat dull-witted) countenance; the men
havelittle or no beard. Both sexesare big-boned and haveastrength borne
of alife of hard work and pure spirit.

Tending to be a people of simple means, the Taath have never been
empirebuilders, preferringtolivein small villagestending their sheep and
crops. They areoften subjugated by other peoples, but even thisseemsnot
to phase them overmuch — unless they are assailed by servants of the
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Y’KIN

The Y’kin — aso known as the Yinka in Tanara— is a race which
currently populates southeastern Jaiman. Itisclear that they arenot native
to thisregion, and it is assumed by Loremasters that they migrated there
from Emer sometime during the Second Era, or even as early as the
Interregnum. Tending to be short and stocky (the men averaging around
54", thewomenrarely over 5feetinheight), Y'kinbear littleresemblance
to the fair-skinned Talath and Zori, or the lithe peoples of mixed Elven
descent. All have mahogany skinand brown eyes, with straight black hair.
Large noses and full lips add to the contrast.

The Y’ kin peoples have never fully integrated into Jaiman, remaining
separate from other races. Not that they have been encouraged: Rhakhaan
warred with the Y’kin tribes through much of the early Third Era, and
though they kept them east of the Grey Foothills, they never drove them
from Jaiman shores.

Ruled by orders of priest-kings, the Y’kin are in some ways barbaric
(human sacrificeto their cruel godsis practised by all Y’kin peoples) and
brutal. YettheY’kinarescholars, andtheir architecturehasacertainharsh
beauty.

Haip
The Haidic tribes of the Blue Forest are related to the more northerly
Fustir, but have always been more plentiful — and more warlike. Petty
sguabbles have peppered the history of the Haid, and the clash of steel
reverberates through the Blue Forest more often than not.
Of average height, Haid males range between 56" an 6’2", with
females usually about 6" shorter. Haid have ruddy skin, dark brown hair
and eyes, and tend to be stocky of build.

JAMERI
Themost common race on Jaiman, the Jameri arefair-skinned with the
full range of eye and hair color — though the mgjority have hazel eyesand
light browntoreddish-brownhair. Suitedtothecool climesof Jaiman, they
are generally stocky and of below average height. Jameri peoples consti-
tute the general populations of western and southern Jaiman.

ZORI

Once perhaps the Zori were cousins of the Talath, but that was before
thelands cameto rest in their present shape. Long ago the Zorians settled
west of the Grey Mountains, and ever since the two have moved apart.

TheZorianraceistall (though neither asgreat in height nor sheer mass
than the Talath), the men averaging between 510" and 6’6", while the
women are usually about six inches shorter. Asarace the Zori have fair
skin, but their hair color can range from coal black to golden blond. Eye
color can be blue or grey, but many haveirises of astriking emerald hue.
Zori areamong themost regal of all Jaimani peoples, afact not lost ontheir
own egos. Zori are historically arrogant, aggressive and often seek to
dominate ‘lesser’ peoples; more often than not this has led to their own
destruction. The Rhakhaan nobility, much of the U-Lyshak population
(and of course the people of Zor) are of thisrace.

DARK RACES

The'Dark Races’ arecalled so becausethey were mutationsof thefirst
peoplesof Kulthea, perversionswrought by the Last Empress Kadamaand
her scientist-minions. Many of these groups were bred for certain tasks:
warfare, labor, even asfood. They were not destroyed in the Conflict and
survive now with no drives except to destroy the first races. The Unlife
found them to be perfect tools for its similar purposes.

GARKS

Something between man and animal, Garks are fearsome creatures,
standing four to five feet high with long arms, short legs, and round heads
on stumpy necks. They are covered by amottled grey-brown fur except on
the palmsand sol esof their feet and possess|ong, very powerful prehensile
tails. Garks possess arudimentary intelligence and an unrelenting hatred
of al mannish races. Able to fashion crude weapons, such as clubs and
rough hatchets and spears, Garks wear some decorative clothing, espe-
cialy things taken from the bodies of fallen foes. Almost totally without
advanced social organization, Garks, being arboreal, livein large nestsin
family units. Malesoccasionally organize into small bandsto hunt and to
raid nearby homes of mannish peoples. They are omnivorous, but prefer
raw red meat — especially that of humans.



- Jaiman, the Land of Twilight 7

RRRNNNSCNN N OLL

Gark populations, once numerous, were greatly reduced earlier in the
Third Era, sothat thereremained only afew groupsinthehillsof Ly-Aran,
theSaral March, andtheGrey Mountainsof Wuliris. Lately, however, they
seem to have made a comeback.

TRrRoOLLS

Three varieties of Troll inhabit Jaiman, all of them dangerous. They
seem to spend much of their waking time seeking food, which to them can
comeinmany forms. Their favoriteismen, though they will settlefor just
about any animal they an catch. Trolls are able to hurl large boulders
incredible distances with accuracy, and most go about armed with huge
clubsto aid them in smashing dinner to a gelatinous pulp.

Found in the high mountain vales, especially to the north and east,
Stone Trollslivein shallow caves. They arethe one variety of Troll that
actually turnsto stonewhen touched by thesun, never torecover. They are
also the most plentiful and stupid of their kind.

Forest Trollsarelesscommonand moreclever than StoneTrolls. They
are able to hide with ease in dark woods — remaining immobile for days
at atime — and ambush their prey with frightening speed. Whilethey do
not turn to stone during daylight, they prefer the night. Forest Trolls are
also said to sometimes ‘become’ treesif they stand in one place too long,
their toes growing into roots and sinking into the earth.

Easily therarest of Trolls, Black Trolls (also known asWar Trolls) are
also the most fearsome. With tough ebon hide and evil red eyes, they are
intelligent, agile, and cruel. Fortunately, they seem limited to the northeast
of Jaiman.

L uGROKI

Wretched beings, Lugroki arearace of surpassing uglinessand cruelty
which have unfortunately increased in number greatly over the past few
millennia. It isbelieved that the volcanic mountains of Ly-Aran are like
giant anthills swarming with uncounted thousands of Lugroki, vast war-
rens of these malignant creatureswho are allowed to remain by the will of
Lorgalisof Ulor. Theinner cliffsof the Black Fork are honeycombed with
L ugrok colonies, the subject people of the Dragon of the Northern Wastes.
Fortunately they have not ventured from their wasteland of Ja’ miil Targ

OTHER RACES

Fauns and Centaurs, while rare, have homes in Jaiman. The largest
Centaur community isinsouthern Urulan, whiletherearesmall gatherings
of the more elusive Fauns in many forested areas.

The beautiful, avian Hirazi once made homes in the peaks of the
southern Grey mountains and the hills of Meluria, but it isfeared that that
elegant race is now extinct.

Jaiman has always been hometo alarge (if elusive) population of fey
folk as well: river and tree Nymphs, and glimmering sprites. While not
exactly races, these beings are a subtle and pervasive force in the shaping
of Jaiman’s history.
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PART IlI
« HISTORY OF JAIMAN <

1«THREE TALES OF JAIMAN

In the following section are four short legends concerning important
figures or eventsin the past of Kulthea.

TETHIOR AND KRELN

Numberlesstal essurroundthebrothers Tethior andKrelij, arguably the
two greatest craftsmen in the history of the world.

Whileitistruethat Krelij turned to the worship of Dark Gods and his
purposesfollowed those of the Unlife, Tethior wasnot abovereproach. He
became jealous of his brother’s skill at sword-making and after a time
would not share his own skills with Krélij. When he built his new forge
complex of Arion in SE c¢. 3800 ,he would not reveal the location to his
brother, only travelling there in secret or via magical means.

One incident clearly illuminates the troubled relationship between
these brilliant — if unstable — brothers. The time was just after the
beginning of the Fifth Millennium (c. 4000), Second Era. Tethior was still
heady with the apparent success of the Crowns, while Krelij wasworking
ontheNarselkin: atriadic sword of considerable power and scope. Tethior
cameto call upon his brother at the latter’ s forge in Wuliris...

Tethior, draped in an elegant robe, swept into thetheforge. Theroom
wasfilled with steam and the crash of hammerson anvils. He had to shout
above the din. “Greetings, younger brother!” He smiled, but his eyes
furtively scanned the chamber. What secret projectsis he working on?

Krelij turned reluctantly from hiswork. He wore aleather apron and
sweat glistened on histanned, handsomeface. “ Y ouarenot welcomeinmy
home, Tethior.” Several of Krelij’simposing smiths stopped their work,
wiping their hands on blackened rags and staring at Tethior in open
hostility.

Theelder brother |ooked di sappointed, though he was not surprised by
this cool reception. “| have come to make amends.”

“Then invite me to your forge at Arion, where you made the famous
Crowns and Swords.”

“1 would be happy to share with you my swordmaking techniques.”
Tethior hedged. Itisnotthat | don't trust you, my brother, itisthat | don’t
trust your associates.

Krelij snortedinderision. “I taught youall you know about swordmak-
ing, revered brother. Leaveme; | ambusy.” Heturned hisback on Tethior
and returned to his work.

You might ask, skeptical reader, how | know the details of this
conversation and the thoughts behind it. | was there.

Andraax
6814, Second Era of Ire.
364h year of the War of Dominion

THE SIX CROWNS

For many yearsonly petty warlordsruled thelands of Jaiman, despite
the efforts of the Loremasters and asuccession of powerful individualsall
determined to unite at least a significant portion of the continent. Mean-
whileadark force known only asthe Lorgalisthe White settled on theisle
of Ulor, andinbut afew yearsfortifiedit and then seized thelandsof Xa ar
and Ly-Aran. It wasfeared that this Lord — suspected to be a servant of
the Unlife— would soon send his armies swarming over al Jaiman. He
asyet did not haveafoothol d onthemain shoresof thecontinent; any action
to stop him would have to come soon.

The High Council of Loremasters met and debated the problem,
deciding at last that stronger guidance was needed. Loremaster Kirin
T’ thaan objected, but themajority held theday: Order wasnecessary or the
Unlifewould prevail. Andraax took thought and travelled to the Land of
Vaemarna— home of theLord Alchemist. Thetwo unitedtheir skillsand
knowledge, and the Alchemist toiled for many yearsin the design before
the six Crowns came forth. These items were of surpassing power,
empowering the wearer with arcane abilities and the insight of rulership.
The Crownswere of the Essssice— onewith the Flows and so ableto tap
the unlimited forces of the World. Within each Crown was a Pattern, and
by that pattern were the very Lands organized. Borders were set and
maintained by the power that was within the Crowns. They could not be
violated. Only the strong could tap the full powers of the Crowns — the
four Lords destined to rule as selected by the Loremasters— and only the
reigning M onarch’ sdesignated heirswould beabletowear the Crownsand
claim their lands. With the Crowns came Swords, powerful tools of the
chosen championsof theKings; andin additionweresix Pendants, amulets
to be borne by appointed advisorsto each monarch — men and women of
wisdom to temper the fiery spirits inherent in the passionate rulers. The
Crowns of course would also do this.

Varis Fadurin was first given the Phoenix Crown, and with it was
granted central Jaiman: therealm of Rhakhaan. Durdk Arainreceived the
Pegasus Crown and the eastern land of Tanara. IsaraLankér, awarded the
Gryphon Crown, consolidated Northern Jaiman astheland of Zor. Tothe
northwest the men of Saralis stood forth, and their lord Raal accepted the
Wyvern Crown; Queen Laria of U-Lyshak in the southwest took the Sea
Drake Crown, and Jari Rilis was granted the Unicorn Crown to rule the
easternmost land — the great Elvenisle of Urulan.

All seemed to go smoothly for many turns of years. For a dozen
centuriesthe Six Realmsgrew rich, powerful and secure, each country with
defined borders, friendly with its neighbors and presenting a united front
against any military assaults by forces of the Unlife. The Crowns were
mighty artifacts indeed, but as such they tended to weigh heavily on their
owners after atime. The same attributes which allowed a given ruler to
maintain absolute control over his or her land aso tended to restrict his
thought patterns (necessary to prevent border disputes and expansionism).
Of course, the entire situation was somewhat subjective and artificial.
Rulersbeganto don their Crownslessand lessfrequently — realizing that
while they did not wear the Crown they felt greater freedom of thought.
When thisoccurred, the agents of the Unlife saw their opportunity to sow
dissent. The Swordsand Pendantswere not restrictivelike the Crowns—
though each held a spirit of itsown. Only the Crowns controlled the very
land and held the borders.
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Each ruler knew intuitively that — even though he or she did not wear
the Crown and so could not exert the mystical Earth-Essence power over
their land — while the other monarches wore their Crowns, they had no
desire to assault a neighbor. It was only when two or more leaders
abandoned their Crowns that strife was possible; or when there was an
outside threat. All knew that the Crowns brought security, but stifled
initiative. The more self-assured grew impatient and desired to expand
their lands. The Crownswould not alow it. Dissatisfaction arose.

Thisproblem wasexacerbated by thearrival of certain men, seemingly
with great knowledge and wisdom, from the east. They were more free
withtheirlorethanthea most grudging, alwayscondescending L oremasters.
These Wise Men counseled the removal of the Crowns, saying instead,
“Who rules when you wear the Crown? Not you, my friend, but the
Loremasters far away. They control you as a puppeteer manipulates a
wooden dummy! Would you have such a master?’

The plans of Andraax and the Alchemist began to crumble beforetheir
eyes.
Thefirst to fall was Zor, the largest of the Six. King Haril Kitaan 1V
listened to thewords of his Court Seer, the Lady Y alaan, and refused to put
on the Crown at his coronation (and so never even received the initial
Patterningwhichallowedfull useof theCrown’s
powers). He heeded not the advice of his
late father’ s advisor Temeris (who wore
the Pendant) and began to seek for ways
to expand his ream. The other five
Crown-kingsweredisturbed by thisturn
of events, but Haril remained on friendly
termswith them — and in any casetheir
lands were unassailable: no one could
stand against the full might of the Earth-
Essamnce. However, Haril acquired the
Mur Fostisyr, along with a number of
western islands previously independent.
At Yaaan's urging he began to seek for
ancient relics of the Lords of Esssance —
items of power from the First Era. One
mighty device wasindeed found — to the utter undoing of Zor. A strange
metal sphere was brought to the capital city; Y alaan declared it an Orb of
Power. Temerisfledthecity, taking with him the Crown and Pendant. He
barely escaped before the Orb’s power was unleashed — vaporizing the
city and turning the surrounding land into a desert for a hundred miles.

The Tanaranswere the next to succumb, though in adifferent manner.
Few now know that the original Lords of Tanarawere the ancestors of the
Duranaki people. A proud andfair race, they built gleamingcitiesonhigh
peaks and delved deep mines. Their craftsmanship was renowned. With
theaid of the Pegasus Crown, they tamed the Steardan and rodethewinged
horsesacrossall Jaiman. Craft and Spell weretheir ways, andfewrivalled
their skill in either. Once again, though, came men
from the north who called themselves the Sor-
cerer Sages: men with great knowledge of
the Essaance, and strange powers. The
Tanarans, with their lust for knowl-
edge, succumbed quickly tothislure.
Lord Kerr Arain VIII rode north
with the Sage Teleus and never
returned. The fate of the Pegasus
Crown and Sword remain un-
known. Intheensuing confusion,
Tanara was attacked by a force
from the north, demonic crea-
turesand evil men astride black
unicorns. Most Tanaranswere
dain; the few survivors are
driven underground. They
have since evolved into a
paranoid, subterranean

culture just now returning to the level of technology and social sophisti-
cation they once had.

Even asthe Tanaranswere being seduced by the words of the Sorcerer
Sages, Sardisand U-Lyshak were suffering similar fates. Both fell to the
seduction of treachery, and once-great
realms descended into barbarism.

Meanwhile the King of Rhakhaan
was listening to the advice of a man
who called himself the Magi-
cian. TheMage, apowerful
magician and clearly a
knowledgeable man,
counselled King Aregj
Faslurin IX that there
were vast lands — since
left nearly vacant by the
Zorians (so many of whom
died soon after the initial
blast which atomized their
capital) — which were ripe
for conquest. Aregj wasreluctant at
first (the Crown’ s power still held him somewhat inthrall), but after afew
yearsof careful maneuvering, the Magician had hisway. Theold lands of
Southern Zor were annexed — and the Phoenix Crown of Rhakhaan was
entombed in avault. Soon other ideas came to Argj’s head: he was too
tolerant of Elves; thoseimmortal creatures were taking advantage of him.
Only two realms remained on Jaiman anyway — and why shouldn’t
Rhakhaan rule the entire continent?

All the while the Loremasters agonized over their failure and werein
doubt over how to correct it. Andraax suggested drastic corrective
measures while others counselled restraint: too much damage had been

donealready through interference; only
more pain could result. It wasnot long
before Argj declared himself Emperor
of Jaiman and attacked Urulan. Thewar
|asted for ahundred yearsand wasincon-
clusive. ThoughtheUnicorn Crownpro-
tected the borders of Urulan, her people
suffered fromtheisolation. Inaddition,
there were many Elven settlementsin
Tanaraand southern Rhakhaan, all of
whichwereeither destroyed or their
inhabitants persecuted. Finaly,
Argj died — assassinated by an
unknown murderer, his plans un-
fulfilled. Thereamfell into anar-
chy, a number of heirs vying for
power. Two brothersand anumber of
cousinshegantobreak off their Duch-
iesand Earldoms. Argj's

only child wasason,

Jehiil, whotook the

seat of power but wasunableto consolidatehis
position as true Emperor of Jaiman. While he refused
the Crown, he was more moderate than hisfather. He
disliked the Elven-kind, but was unwilling to launch
an effectiveassault. Rhakhaan declinedintoasmall,
threatened land for many years, andit wasonly with
the Ascension of Ajkara Ill some four hundred
years later that the country achieved unity again.
Hardly had she inaugurated her court, however,
when the Magician appeared. Whether a descen-

man, hesomehow madehisway intoAjkara’s
inner circle of advisors. She, however,
had somehow acquired the Phoenix pen-
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dant, andtheaid of one Jeril Sumnari, aL oremaster. Sumnari andtheMage
were frequently at odds, and Ajkara was wise enough to play one against
the other. She even survived an attack
by a spectral creature described (ac-
cordingtorecords) asthe“WraithLord",
apparently a powerful manifestation of
the Unlife. Ajkara was only saved by
the Phoenix Pendant. Soon afterward
Ajkararenounced her ruleand fled with
Sumnari toanunknowndestination. She
left no heir and Rhakhaan was sundered
into its provincial holdings — which
warred amongst themselves until the
entire fabric of the civilization was de-
stroyed.

Urulanwasthelast tofall, her Elven
peoplessimplebut hardy. Weakened by
the continued assaults by the Rhakhai,
they were unable to weather the plague
whichwiped out most of their crops, and
a series of unnaturally harsh winters.
Thevariousshorevillageswerecut off from each other acrossthemountain
passes. Then camethe earthquake which destroyed the capital city utterly,
sending it into the ocean — along with the King, and no doubt the Unicorn
Crown.

602 Third Era of Ire
Lerianis, Scribe of Nomikos
Froma Scroll found in Gryphon College

YARTHRAAK AND THE SEA-DRAKE

Across a narrow bridge of water-smoothed stone a rider and horse
rushed headlong towards a tall and lonely pinnacle, while angry waves
thrust and sprayed far below. The Tower of Y arthraak rose from the water
like aviciousfang, abroken needle of rock only dightly blunted along its
cruel edges after millenia of tireless softening by the sea.

The High Priest of Yarthraak watched the rider’s approach already
knowing themessage hebore. Old king Karniswasdead for ten daysnow;
therealmisin chaos. It wasno matter that the heir — Selcarnen — wasan
intelligent, dynamic young man; he would not be allowed to consolodate
his fragmented realm.

The breathless messenger knelt and blurted his report. “Southern
forces have won the day; Army of Cynar has retreated over theriver, my
lora!”

TheHigh Priest turned to stare out of hiswindow asatight smileslowly
curled across hisface. “U-Lyshak ismine. The Sea-drake Crown will be
in the hands of my master within the week... and young Selcarnen’ s head
will decorate my castle wall.”

My father is dead!

Selcarnen, lord of Cynar and King of all U-Lyshak, took alamp from
his desk and walked alone to the deep vaults of the palace, passing guards
and unlocking doors, until he reached the deep treasury. There he opened
adoor to asmall chamber. He no longer needed the lamp, for there was
ampleillumination from the object resting on a cushioned pedestal in the
very center of the room. The king, so young to assume the responsibility
of areamincrisis. knelt beforetheglittering Sea-drake Crown. Hedid not
daretomorethan glanceat thebeautiful helm-likediadem, emerald-scaled,
designed to resemble adragon-head. Platinum finsinlaid with mother-of-
pearl fannedfromthesides, and eyesof opal shimmeredwithamagical fire.
Fangs of obsidian framed the open mouth, horns of coral jutted from the
head. Selcarnen prayed to Shaal for asign, for guidance, but Shaal was
silent. And the Crown calledto him...

“Don the crown and Selcarnen will rule all of U-Lyshak, but not the
Selcarnen you are today.”

The young king whirled, his heart pounding. But it was only the
Magician, hisfather’strusted advisor. “You surprised me!” He smiled.

“1 should haveknownyouwould comedown heresooner or later.” The
Magelooked dightly disapproving. “1 hopeyou are not considering some
rash action.”

Selcarnen stood, arespectable 6’ 4" tall, yet he noticed for thefirst time
that the Magician wasatall manaswell. “1 havethought long on this, and
after tonight’ sreports, | feel thereisno alternative. | must risk using the
Crown to save my country.”

TheMagemoved closer. “1 must ask youto reconsider thiscourse, my
liege.”

“| appreciate your concern, but | havedecided.” Selcarnen turned and
reached out towards the crown. He did not see the Magician step close
behind him and draw a gleaming black dagger. The mage wrapped a
powerful arm around theking and plunged theknifein to Selcarnen’ sheart
before the youth could even react.

“A foolish choice, my liege. Now you know why | would never don
your Sea-drake pendant.” A moment later the King' sblood flooded warm
and wet over the Magician’s hand.

The Betrayal of U-Lyshak
SE 6201

KIER IANIS, PRINCE OF U-LYSHAK,
AND HELYSSA




2= TIMELINE

The following list combines a number of general events with those
more specific to Jaiman.

THE FIRsT ERA OF IRE
c. 0 — First arising of the Altha on the World.

¢. 10,000 - 12,000 — The Althan culture devel ops a technology which
allows them to reach for the stars. The World becomes the center of an
explosion of interstellar colonization. Many planets become homes
for seedling cultures.

¢. 15,000 — First discovery of the Essence by the scientists of Altha.
Genetic manipulation enhances latent abilities to control the force.
K’ta' viir family especially shows aptitude.

c. 16,000 — After a series of battles across the stars, the K'ta' viir
family rules the galaxy in avast Empire, maintaining control by virtue
of their superior Psionic/Essence powers. Their dynasty survives for
millennia.

¢. 30,000 - 30,250 — Rebellion against the K'ta' viir (the Imperial
family of the Altha) begins, instigated by Utha, a cousin within the
family. Political, technological and Psionic powersareusedin a
sweeping attempt to overthrow the current Emperor. Although the
rebellion is successful in the end, the result a so brings about the
complete downfall of the empire. Many worlds are destroyed or their
populations reduced to a primitive existence.

c. 30,250 — Final conflict of Uthaand Kadama. Large areas are laid
waste as the Uruths utterly destroy the remaining K’ta' viiri. The
flows of Essence are altered to confine the East by alast effort of Utha
himself (placement of the ‘ Eyes of Utha'). There are also hintsthat a
few of the K’ta viir and Uruths survive, placing themselvesin
cryogenic freeze to awake at alater time.

| NTERREGNUM

(100,000 YEARS OF ANARCHY)

Thedevastation of the Conflict wassuchthat civilizationwaswiped out
across the entire planet. The most advanced, sheltered societies were
reduced to astone age subsistence. Disease and famine swept theglobeas
entire species were wiped out. Lands were even reformed by vulcanism
(triggered by the Conflictforces). Dark races(Trolls, Garks, Lugroki) held
sway in many areas, thwarting any attempts by other peoples to organize
and build.

THE SeEconp ERA OF IRE

1 — Founding of the College of Loremasters by Kirin T’ thaan, lImaris
Terisonen, and Andraax. All three are supposedly Elven, though
Andraax is of course aLord of Essence. From Karil6n, they recruit
promising members, training and educating them, and so begin to
bring the World out of the Long Night.

1,000 — Andraax forms the first Danc Ahrenreth, dedicated to
maintaining the balance.

c. 1,000 — Knights on mighty steeds and strange Wizards are seen
purging the wilds in central Emer, driving out the ubiquitous Gark and
Lugroki hordes. They claim to be servants of the Masters of Votania.

1,073 — A quartet calling itself the “Masters of Emer” claimsall of
central and northwestern Emer. Their homeis the mist-shrouded isle
of Votaniain central Emer. Lordly beings, the Lords are not Elven,
yet appear to beimmortal. They rule through an order of warrior-
priests (the Xiosans) but appear for festivals, riding out of the sky on
enchanted chariots drawn by Pegasi.

c. 2,000 — Appearance of the Unlife. Its manifestations are still few,
however, and ill-formed.

c. 2500 — Alleged establishment of the Changramai Monastery in the
Choak mountains of northern Emer.

2530 — Founding of Library of Nomikos. They recruit Changramai
Monks as guards.

3,300 — Founding of thefirst Guild of Navigators. They claim Nexus
astheir home.
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¢. 3,300 - 4,000 — The Navigator Guilds spring up across the globe (or
at least the western hemisphere), unite and set up a sophisticated
network of summoning obelisks.

c. 3,400 — Lorgalis arrives on Ulor and begins to build afollowing.

3,451 — Birth of Tethior the Smith, the greatest enchanted forger to
live. He and his brother Krelij create a number of powerful itemsto
aid in the fight against the Unlife.

3,750 — Lorgalis the White annexes Ly-Aran. Heleads afleet to the
shores and secures the land with amighty army. Therest of Jaiman
continues to be divided into dozens of petty fiefs and kingdoms.

3,835 — Lorgalis the White, after two years of seaand land battles,
defeats the armies and fleets of Xa ar. He controls the Bay of Ulor
and all seatradein western Jaiman. The Loremasters, fearing that
Lorgalisisof the Unlife, seek waysto stop his advance.

3,840 - 3,909 — At the request of the Loremaster Council, Tethior and
Andraax retire to the Alchemist’sforge in Arion and create the Six
Crowns for Jaiman. The Vault of the Crownsislocated under the
island in central Jaiman, beneath Tethior’s Forges and Fortress.

3,910 — Six realms arise with the Six Crowns as their loci. Dominating
Jaiman, they wield their itemsfor Light and hold back the Unlife
(including the assaults of Lorgalis) for along period. Even the Flows
of Essamce are altered, creating sealanes for the trade ships to escape
the pirates of Ulor.

C. 4,000 — The Order of the Priests Arnak is formed.

. 4,200 — Thefleets of the “Lord of EnclaTuric” assault the Tai-
Merian coast.

4,790 — Tethior creates the Great Orbs: four Master and sixteen Access
spheres.

4,980 — Zor has become an overly proud land and seeks to overcome
Rhakhaan. In their lust for power, however, the Zorians meddlein
things from the First Era. In a devastating cataclysm central Zor islaid
waste.

5,410 — Fall of the Tanarans (the original Cloudlords were of Duranaki
stock). The Halls of the Cloudlords are closed. The Steardan are
lessened in succeeding ages.

c. 5,900 — A plague sweeps Sardlis.

6,201 — U-Lyshak breaks into two lands; the western region is ruled by
a Priest-King (Arnak) who institutes human sacrifice as part of anew
religion.

6,203 — An Ordainer appearsin SW U-Lyshak and leads an army of
evil creatures southwards. Mortals flee before this demonic monster.

6,210 — The capital of U-Lyshak — Cynar — is sacked and burned.

6,450 - 6,825 — Wars of Dominion. Ordainers lead armies of unspeak-
able horrors from the bowels of the earth and beyond. Shards and
Kaaden, Xyr, Dark Priests and demons of every type destroy life with
zealous efficiency and unmatched power. On Jaiman, Lorgalisleadsa
massive fleet to the eastern regions while armies swarm across the
lands to the west.

The Masters of Emer are revealed in their full magjesty as Titans and
jointhe forces of Light. Even the Lords of Orhan come to Kultheato
combat the legions of the Darkness. The Unlifeis driven back into the
void, al of its powerful servants destroyed. Lorgalisis supposedly
killed but his body is never found.

Ilmaris Terisonen and Tethior the Smith are dead, however — along
with many other valiant Loremasters and Sages. The Masters of Emer
have vanished, and the Lords of Orhan return to their refuge. Andraax
is allegedly driven insane.

THE THIRD ERA

c.1-2,000 — A period of relative peace for the inhabitants of the
World. The weakened Loremasters try to gather the Races of Light
once again. Slowly are realms rebuilt, and trade across Jaiman and
even much of Emer isre-established. Andraax remainsin hiding.
Votaniais a haunted place, shrouded in by clouds of mist.

¢. 1,500 Appearance of the Magician in Haalkitaine. Rhakhaan, spared
the devastations of the Wars (because the Kings kept faithful to the
Crowns, it is said), annexes much of the surrounding land.
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c. 3,000 — The Lords of Orhan reappear, having vanished after their
aid in the Wars of Dominion. They are more aloof from palitical
affairs than before.

3998 — The Magician (or his successor) returns to Haalkitaine and is
welcomed.

¢. 4,000 — Rhakhaan now controls nearly all of Jaiman. Thereis
increasing prejudice against the Elven-kind, leading to internal strife.
Many Elves flee the country for Urulan.

4,008 — Kélir VI names himself Emperor of Jaiman. War is declared
on the Elven-realm of Urulan, and the two countries are at odds for
over 500 years and three Rhakhaan emperors.

c. 4,000 - 4,500 — While the two mighty realms fight to the south,
many lesser lords begin to quarrel amongst themselves for the
northernmost lands of Jaiman.

4,166 — The conqueror Ugus Fost (now ruler of most of NW Jaiman) is
murdered and his realm destroyed by a demonic force.

c. 4,300 — NW Jaiman falls under the yoke of alord known only asthe
‘Syrkakang' .

4,515 — The Emperor of Rhakhaan (the first to refuse the Phoenix
Crown) is assassinated after only three years as monarch; the realm,
without a strong heir, is politically fragmented. The inconclusive
(but mutually debilitating) war with Urulan is broken off.

c. 4,520 - 5,000 — The weakened Urulan falls prey to sea-raiders and
eventually disintegrates asanation. Itissaid also that strange ‘tree-
demons’ known as Shards murdered alarge percentage of that Elven
population. Rhakhaan fares better, but her borders retreat to nearly
where they once were when the Emperor wore the Crown. Mean-
while, the Syrkakang spreads his dominion to the northern border of
Rhakhaan.

4,650 — Eidolon is completed and rises into the sky over Northern
Emer.

5,087 — Ajkaralll ascends the throne of Rhakhaan at the age of 27. A
powerful, charismatic woman, she quickly consolidates power and
within afew years Rhakhaan enters anew renaissance. The coastal
city of Lethysisbrought under control and both it and Haalkitaine
arerebuilt. The Syrkakang is pushed back into the desert. There are
also tales that the Syrkakang is battling armies of a great Fire-drake.

5,090 — The Magician again returns to Rhakhaan. While Ajkarais
deaf to hiswords, he finds eager listeners among the Haalkitaine
Court.

5,121 — Ajkara narrowly escapes an assassination attempt and is forced
to flee Haalkitaine when many nobles revolt.

c. 5,121 (until 5340) — Rhakhaan survives the departure of its Queen,
but the massive realm continues on aslow decline. A series of
puppet monarches are placed on the throne, controlled by coalitions
of nobles. Perimeter holdings operate more and more independently.

5340 — llred 11 takes the Throne of Rhakhaan, but refuses the Phoenix
Crown. He does, however, use his military clout to break the power
of the nobility. Ilred institutes reforms which strengthen the power
of the monarch once again

5347 — The Magician appears in Haalkitaine, offering his servicesto
llred. The King, wary of tales of the Mage and attentive to counsel
by his friend the Loremaster Uli Tarka, turns the Magician away.

5350 — King llred is slain while visiting a frontier province, killed by a
crystalline throwing star. Heis succeeded by his teen-age son Fiilig,
with Tarka acting as regent. Fiilig, counseled by Uli, also refuses the
Phoenix Crown.

5380 — Fiilig dies under mysterious circumstances. Hisyounger
brother Y urin petitions to be named heir but the King's son Alaek is
named. Alaek’sreign begins unevenly, with the realm attacked
repeatedly by wild men of Zor and Lugroki. Desperate, he dons the
Crown. Theinvaders, mysteriously disoriented, are easily driven
back and the old borders are re-established. However, Alagk’s
personality gradually changes and he becomes a cruel, tyrannical
monarch. Hisreignislong and considered by many to be adark
period in Rhakhaan's history.

5,450 — A Dragon is seen over the city of Lethys.

5,499 — Population of the Isle of Plasidar is wiped out to the last man.
A Seer in Lethys gave name to the massacre: Keaden. Theword is
ancient, the meaning unknown.

5,625 — The cult of Andarasrises, thistimein Lethys.

5,704 — A Dragon is seen again, the mighty beast terrorizing the city of
Eidolon. Yet it does no damage and vanishes into the clouds. Some
claim that it had a human rider. Rumors abound that the Prince of
Sel-kai is subsequently blackmailed into paying a ‘ protection’
ransom.

5840 — The High Priest of Athimurl compl etes the destruction of
Quellbourne in northern Jaiman.

5892 — llred IV ascends the Rhakhaan throne and once again refuses
the Crown of the Phoenix.

5894 — A terrible plague sweeps Rhakhaan, killing nearly 30% of the
population (including the King's wife and three sons). The plague
has little effect on surrounding lands, despite an ineffective qua-
nantine.

5899 — llred IV diesin his sleep; is succeeded by his daughter Italana
V1, who accepts the crown and welcomes the Magician.

6038 — The Priest of Yarthraak arrivesin Helyssa, akingdom in the
heart of old U-Lyshak.

6039-40 — (Ice-winter) An unusually harsh winter with deep snows
continuing into spring causes hardships throughout eastern Jaiman.
Snow-gark attacks on the Duranaki become intolerable. The warrior
T'Kaal Arain gathers aforce and mounts a series of counterattacks,
driving the Garks northward.

6042 — T'Kaal Arain succeeds his aging mother as Head-of -Family.
He begins steering the Council of Families towards a greater
awareness of the larger political situation in Jaiman.

6043 — Italanadies and her son Jerrin |11 takes the throne of Rha-
khaan, but refuses the Phoenix Crown. Hisyounger cousin, Frelik,
steals the crown and retreats north, claiming to be the true King.
Gark raiders attack the Myri lands in the Tanaran foothills.

6044 — Prince Halek of Helyssa sends an explorer ship to Ulor —
supposedly alifelessisland since the Wars of Dominion. The ship
failsto return.

6045 — T’ Kaal Arain becomes First Speaker for the Duranaki.

6046 — Prince Halek of Helyssais dlain while on a hunting trip; the
realmis plunged into anarchy. Prince Halek’s son Kier vanishes that
same evening and a search isbegun. The Priest of Y arth accepts the
Regency and maintains order.

6045-6048 — Frelik, aided by mercenaries from Saralis, assaults the
northern borders of Rhakhaan. He makes slow progress southwards.

6048 — T'Kaal Arain narrowly avoids an ambush by unknown
assassinsin the Grey Icefoothills. Saralisraiders cross the Pelyar
mountains into Helyssa.

6049 —

Winter — The Priest of Y aarth orders a search for the son of king
Halek, missing since the night of his death.

Soring — Yinkaarmies attack the southern Myri villages, breaking a
thousand year old peace. The Bucolic people are unprepared
and many arekilled. A meeting is held and the Myri begin to
arm themselves.

Summer — Yinka attacks intensify; a major assault on the river town
of Ulir isturned by an appearance of a corps of knights astride
flying horses: the Cloudlords of Old have returned, wielding
magical swords and wands which unleash the power of the sun.
Further Yinkaincursions are deterred by a Diranaki presence.
Cloudlord sightings continue.

Autumn — Yinka attack the Sulini village of Shenin, but are turned
back. Sulini arejoined by Elven reinforcements from Urulan.

Fall — Agents of the Priest of Yarth are seen as far east asthe Grey
Mountains, seeking Prince Kier. The remote Yinkatemple of
Chakor isburned. There are no survivors, but rumors spread
that it was Cloudlords’ work.

6050 —
Winter — Frelik’s armies reach the border of Prevan, a province just
north of Haalkitaine. Emperor Talus Arej Malvion Faslurin
VI orders his Lord Captain north with 4 legions to finally
crush the would-be usurper. Cloudlords assault the Yinkacity
of Achren, burning the city and sending Yinka fleeing into the
hills.

Soring — The Present.
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PART IV
< AN OVERVIEW OF JAIMAN =

Inthis section the current geopolitical divisionsof Jaiman are discussed, including afew important persons, and
characteristic traits of the different groups. Part VV continuesin asimilar vein, though concentrating onindividuals

and groups rather than regions.

After an introduction to the larger regions, subsections describe individual cities or states.

leRHAKHAAN

While this ream has declined in recent centuries, the Emperor of
Rhakaan (Jerrin Argj Malvion Faslurin VII) remains ostensibly the most
powerful personinall Jaiman. HisImperial Majesty isamere25yearsold,
yet has proved an adept diplomat and has managed to evade half a dozen
nation attempts.

Jerrin knows enough about the helmsto be very wary of their powers,
yet heisunder increasing pressureto act. With every turn of Orhan, Frelik
draws closer, and his claims that Jerrin is not the true heir grow more
strident.

GM Note: Jerrin possesses a powerful scrying device. Itisan
llarsiri: one of 16 Access Orbs made by Tethior (see Part X, section
2).

Thereare many lordsintheregion; its city-states arefairly independ-
ent, yet remain part of the Empire. Subject fiefs, they agree to provide
troops for defense of the realm in time of emergency, to pay taxes, etc. In
return, the Emperor maintains the unity of the realm and keeps roads and
borders safe. Some of the prominent states are Prevan, Noros, Lethys,
Lathornia, Calthos, Sanaria, and Kaytha. Haalkitaine, home of the capital,

is known as the Imperia Province.

TRAVEL IN RHAKHAAN
Rhakhaan has the most compl ete and well-maintained road system on
Jaiman, with paved highways connecting the capitals of every fief, and
road markers on each indicating leagues distance to Haalkitaine.

GM Note: aleagueis approximately 3 miles. A group travelling on
horseback at a liesurely pace can travel ten leagues by road in a day.

SyMmBOLS
The symbol of Rhakhaan isthe Phoenix and is portrayed asared bird
with wings spread, surrounded by a halo of yellow flames on a black
background. Primary colors of the realm are red and black.

HAALKITAINE

Set in the western foothills of the Grey Mountains is Haalkitaine,
ancient capital of thisrealm. While now smaller than Lethys, Haalkitaine
hasmaintaineditssupremacy at timesthrough sheer military superiority —
and the reluctance of the Lethians to sever ties with their capital.

Haalkitaineisagrim placefor anumber of reasons, the weather being
amongtheleadingfactors. Thesunrarely appearsinthismountainousarea,
the weather instead tending towards overcast skies, with endlessdrizzling
raininthe spring and fall, and snow through the winter. The summersare
tolerableif short. Thecity’ sarchitectsdid littleto counter this depressing
weather. Haalkitaine is constructed amost entirely of locally quarried
granite. Sheer wallssurroundtheinner city, situated strategical ly onabl uff
overlooking themain highway. Within, her majestic if somber towersrise
in a claustrophobic cluster, testament to the competing noble families.

Thecity’ sancient catacombsformavast mazebeneaththegrey towers;
they are said to contain vast treasure — and a host of undead guardians.

Inthe cliffs above Haalkitaine are the Tombs of the Kings— looming
palacesof thedead. A legend saysthat thecharismatic Ajkaralll fledthere
in 5,121 when the Magician turned the Haalkitain court against her. She
took the Phoenix Pendant with her and was never seen again.

LETHYS

Dominating the Nea Bay isthe great seaport of Lethys, largest city in
Rhakaan. About 20% of the L ethian population of about 50,000 isElvish,
mostly Wood-elven. Lethyshasthelargest harbor complex on Jaiman, and
not surprisingly is the leading ship-builder.

Lethys and Hallkitaine are as night and day in both mood and design.
WhileHaalkitaineisabrooding citadel honeycombed with secret passages
and court intrigues, Lethys is a bustling seaport, ruled by a flamboyant
prince and a council of greedy (if unassuming) families. The emphasisis
commerce, and silver will buy you in Lethyswhat you' d need breeding or
blackmail to get in Haalkitaine.

Lethysisnot only atrading center, it is arenaissance city which owes
much of itswealth to banking and astute businessventures by its powerful
families. Many of thesegroupshave ' offices incitiesall over Jaiman and
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Emer, lending money to other concernsand even governments. Asaresult
they have grown rich on interest and trade.

Prince Westley isan amazingly popular leader, considering hisblood-
lines (heis adistaff heir; worse, his father was an EIf); yet there were no
other heirs when the last Prince died. Westley's mother’s sister was
married to the former Prince, and thus inherited the crown only through
marriage. Unthinkablein Haalkitaine, yet hardly more than inconvenient
here. While technically the fina authority in Lethys, the Prince must
answer to his Council, abody of nine men and women who are the heads
of thecity’ seconomically powerful merchant families. Therearealso the
city guild to reckon with and include Shipwrights, Metalsmiths,
Stonewrights, Clothwrights, Seamerchants, Landmerchants, the Allied
Cults (al recognized churches), the Uscurac Orders (users of Essamce),
Scribes, Artisans, and Bankers. Inaddition there areanumber of landown-
ers, but while they sit on council, they have less authority and restricted
vaoting powers.

Thereare other ordersin L ethys (asdoubtlesstherearein other cities),
groupswho arenot officially represented in the Council but havetheir own
influence over city affairs. These‘guilds' includethe Thieves' Guild, the
Followers of Scalu, and the Unseen Eyes. Thislast group, aspy ring, is
actually the darker side of the Guild of Scribes.

KAYTHA

The northernmost of the Rhakhaan fiefs, Kaytha borders the Lakyran
(I.“Lakeof Mists"), southernmost of the great Jaiman lakes. Kaythais of
particular notebecauseitisthecenter of theconflict between Rhakhaan and
awould-beusurper: Frelik of Minon. Frelik claimsthat because Jerrin (the
current Emperor) refuses to wear the Crown, that he is not the true heir.

Kaythaisvaliantly fightingtheFrelik’ sarmies, but Haalkitainepolitics
has held up many Imperial reinforcements, and the Usurper has a seem-
ingly endless supply of Saralian mercenaries. (Where he has acquired the
money to fund this endeavour has yet to be discovered.)

PREVAN

A powerful, inner state, Prevan has undergone some internal turmoil
over thelast few years. The current Duke Avanir isahalf-elf, born of the
marriage of the human Lord and an Elven wife.

While Elves are well-accepted in southern Rhakhaan, they are looked
upon with suspicionin most of therealm. (ThePrince of Lethysisalsoan
exception becausethe Haal kitainecourt considersthecity tobeanecessary
evil rather than a true province of the Empire)) Prevan is an old land,
adjacent to Haalitaineand with aglorious history. The Duke' smarriageto
an Elf was an insult to the court, and declaring her son heir was worse —
naming an illegitimate son born of a human would have been far more
acceptible.

Now theyoung DukeKaen Avanir isfacing hisfirst seriouschallenge:
the Usurper Frelik has broken through the border statesin some areas and
all that stands between him and Haalkitaine provinceis Prevan. Many at
court are hoping Kalen will fail so that they may pressure Emperor Jerrin
into expelling Kalen’s family from the Dukedom. Prevan isafine prize
many lesser nobles covet.

2=LY-ARAN

Only thevery southeastern edge of thisland massborderstheBay area,
ontheouter fringestowardsthe Farok Tesea (“ Forbidden Sea”). Ly-Aran
wasonceunited with U-Lyshak inapowerful realmlike Rhakhaan but was
overrun and devastated ages ago. What was once part of the mighty land
of the Sea-drakeisnow awastel and broken only by haunted ruinsof thel ost
civilization. Deep in the Red Hills are many caverns, however. These
ancient volcanic mountains are home to thousands of evil Lugroki, once

nearly wiped out inthe Warsof Dominion; they breed againin secret, their
population swelling.

3=U-LYSHAK

This mainland region of U-Lyshak is one of the most fertile in al
Jaiman. The capital of Cynar on the western coast is still abustling trade
seaport, and controlsafairly largeregion — including severa fiefs. Most
of therealmisdivided into small states ruled by aggressive warlordswho
constantly fight amongst themselves. Onein particular, Lord Boshkar of
Vorn, has alarge army and plans to rule the entire region.

HELYSSA

This small kingdom surrounds the old capital of U-Lyshak nown as
Cynar. The coastal town has a brisk trade economy and supports a
respectable fleet. Though the most prosperous of the U-Lyshaak states,
Helyssaiscurrently inturmoil after the death of theking and the disappear-

anceof hisonly heir. Therealmiscurrently heldinregency, controlled by
the Priest of Yarth, a powerful cleric with agrowing political following.

VORN

Aninland state bordering Helyssa, Vorn has long been jeal ous of her
neighbors sea-given wealth. The current Lord, a greedy man named
Boshkar, has plans to attack Helyssa within the year, hoping to take
advantage of her politically unstable situation.

NOREK

Onespot of interestisNorek, acity-state southwest of the Elven Forest.
Itisasmall but cosmopolitan town which trades between the Elves of the
wood and many other groupsaround the Bay. Situated on both sidesof the
AlunnRiver just abovetheBay of Elysea, several beautiful bridgesconnect
thecity’ shalves. Itiswell defended, essentially an independent city-state.

THE ELVEN FOREST

Thiswood is known to its inhabitants as the realm of Remiriath. The
Wizard-KingLirasAlinar isaHigh-elf whohasruled for aslong asanyone
can remember.

Rumors abound regarding the forest, including that Alinar has en-
sorcelled human undead to guard the borders of hisland. It isgenerally
understood that he does not like uninvited guests. Scattered through the
forest arethe prized Mirantrees, which, whiledeciduous, hold their leaves
through the winter, dropping them only when they blossomwith hugeblue
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flowersin spring.
Other treesin the Forest include Linden, Beech, Willow, and avariety
of large, hardy Maples and Oaks.

TRAVEL ABOUT THE FOREST

While the Elven Forest is not protected by any all-encompassing
enchantments, her bordersare guarded by an array of formidable detection
and defense mechanisms. King Liras has in his posession one of the
Sixteen Access orbs of Tethior, and can scan the entire realm at will. In
addition, there are alert sentries al along the border, including many
Mystics and Mentalists who can divert unwanted intruders. Other tools,
such as mistmoss and chameleon vines provide passive defense. As a
result, the wood has a reputation of being enchanted and magically
guarded.

SvymBoLs
The emblem of Remiraith is a pale blue, five-petaled flower on a
background of deep green.

4«SARALIS

Inthenortheastern quarter of Jaiman, thislandwasoncevery fertileand
supported a large united population. The Wyvern Kingdom united the
plainsand steppesfrom northern Ulor Bay to thegreat Jaiman Lakes. Now
it is a fragmented domain where petty lords and tribal leaders vye for
parcelsof land. Desertionfromthesearmiesiscommon, asyoung men can
earn gold as mercenaries in neighboring countries.

SARAL

Damos Huroth Alizon |1 rulesthe largest single region, which he has
pompously called Saral. Situated in the most southern portion of Saralis,
itincludesthefertileriver landsand much of thewestern coast. Damoshas
been borrowing from the L ethys merchant-princes to finance his aggres-
sions against his neighboring lords, but the Lethyians are growing impa-
tient, wanting resultsin gold or goods.

Theancient capital of Saralisat Turak, situated on L akeKarish,isaruin
inhabited only by ghosts.

S*MELURIA

Never fully controlled by Rhakhaan since the last king donned the
Phoenix Crown, the Melurian states are an aliance of five families who
rule their land as one country, the five making up an oligarchic council.
Actually, to say that Meluriaisaunited country may beoverstating; itisan
aliance of feudal lords, each of whom maintains loose control over a
section of the peninsula. The westernmost fief is known as Fulcrumia.

Theland isswept by winds from the south — including violent storms
from the southwest — but her inhabitants are a hardy, rural people. The
Meélurians trade with L ethys merchants and both parties are usually quite
satisfied with the deal .

6« ARANMOR

An evil place shunned by travellers, Aranmor is surrounded by churn-
ing, boiling seas. Therearewildtalesof demonsand ancient curses placed
on this volcano-tortured land, yet the stories are contradictory and no one
hasever returnedtotell thetruth. (Seel CE's Demonsof the Burning Night.)

/*PLASIDAR

Generaly considered a ‘wild land’ filled with thieves and pirates,
Plasidar most likely is not quite as bad asit is made out to be. The Duke
of Plasidar (once Plasidar was a Duchy of U-Lyshak and the title as
somehow survived through the millenia) is an Elven merchant-lord who
commands an impressive fleet. Gl is the capita city, boasting a port
exceeded in size only by the huge ports at Lethys. Only the traders of
Plasidar are bold enough to facethe seasbeyond; it issaid that they depend
on enchantments to avoid the many reefs and atolls which guard the
entrance to the Bay.

GUL
The capital city of Plasidar and the largest, Gal is a bustling sea-trade
town with afairly significant population of over 10,000. Wood-elvesand
Sea-elves make up nearly half of the city, while the remaining mortalsare
of mixed ancestry. There are even afew lylari, mostly master craftsmen
or merchant leaders.

SyMmBOLS
Shipsof Gl fly aflag depicting agolden ship with awhite upper half
and royal blue bottom.

SIDAR

| solated from G0l and most of theisland, Sidar isasmall fortress-town
inhabited entirely by Elves. A shadowy, mysterious place, itisruled by an
dlite of Dark Elves, served by Wood-elven slaves. Though few outsiders
have ever seen Sidar, it issaid that architecture of cruel beauty dominates
this holding, a glittering dark jewel in the foothills of the Plasidar moun-
tains.

8=*NOMIKOS

A library of unsurpassed size and scope, Nomikosisarguably the pre-
eminent academic center of all Kulthea.

TheNomikoscomplexislocatedinthesouthernmost part of the Jaiman
continent ontheisland of Ormian, just east of Meluria. Theislandisaself-
sustaining community, including the Scribe hierarchy and supporting
society of farmers, fishermen and craftsmen. Inaddition, thewealth of the
ideis assured through library use fees, making the entire popul ace quite
well-off.

No other power has ever attempted to annex Ormian or claim sover-
eignty over theisland, which may seem strangesinceit hasnoarmy or fleet
of any size. However, the Scribes are said to have abattery arcane powers
at their dosposal.

THE LIBRARY
A high bluff overlooking the Port of Ormian isthe site of the Library,
actually acomplex of buildings which covers nearly half a square mile.

GM Note: Detailed layouts of the library are provided in Part VI.

9« TANARA

A land with no fewer than four competing cultures, Tanarawasonce a
coastal realm on par with her five sister-kingdoms.

Aspart of her legacy, the Pegasus Kingdom inherited the vast Hall s of
the Cloudlords, a Lord of Essence complex. These early Tanarans were
probably related to the Zori and/or the Talath. They wereregal of bearing
with fair skin and hair. One of the most intriguing aspects of the old
Tanaran court wasof coursethe Cloudlords: theRoyal Guardtrainedtoride
the fabulous winged horses. These mounts— called Steardan — are not
intelligent like true Pegasi, but are otherwise undistinguishable from their
willful cousins. Cloudlordskept the peaceand led the defense of therealm
until 5410 SE, when intrigue and suspicion opened the way for betrayal.
Many of the majestic Steardan were killed in their stalls: poisoned by
agents of the Unlife. The remainder were insufficient to protect the land
against the invasion of hideous flying beasts which swept in from the
heights of the Grey Mountains. The few survivors locked themselves
inside the Halls and were not seen in Tanara again.

The Duranaki are very reclusive and will trade with no one but afew
Sulini tribesand some L ethian merchantswho havelured them out of their
caveswith preciousgems. The Myri are simple and for the most part self-
sufficient. Sulini are the tradesmen of Tanara, often dealing with mer-
chantsfrom Lethysand Sel-kai. Noonewill deal withthe Y’ kin, however,
as these wild people are too hot-headed and unpredictable.
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SvymBoLS

Each culturein Tanara hasits own symbols: the Y’ kin fly a banner of
deep red with an eclipsed sun (a black disk with yellow corona) in the
center, the coastal Sulini have ablue-green flag bearing aleaping dol phin.
Myri tribes vary but the generally accepted flag is pale blue with amany-
rayed golden sun. The Duranaki have ararely-seen flag, dark purplewith
acluster of sevenglittering silver stars(theseven Daranaki Families) inthe
upper left corner.

10«ZOR

Thekingdom of Zor wasthe proudest of the six, and not coincidentally
thefirsttofall. Her population made up almost entirely of Talath peoples,
Zor wasavast land of fertilefieldsand rich mountains. Now it isthe most
complete wasteland on Jaiman. The heart of the realm, once aregion of
riversandrolling hills, isnow aplain of dry and cracked earth. Inthevery
center, where the capital city of Verzor once stood, is a huge crater
hundreds of feet across, surrounded by an expanse of black glassy slag
extending for miles. No sign of this glorious people remains, and no one
entersthiswaste: legends say that those who venturetoo far into the waste
return only to grow sick and die of an incurable malady.

THE MAIREL TRIBES
Zorisnotall waste, however. Alongthehillstotheeast and northreside
severa semi-nomadic tribes of men, rustic descendants of the Zori. They
ride the graceful Mairel, (SW Inhabitants Guide p 24) across the plains,
subsisting on what they can gather and hunt.

ARION
The small island in the center of the southern lake (Lakyran) holds
secrets: it isthe legendary Forge complex and citadel of Tethior and also
thelocation (deep underground in a separate chamber) of the Vault of the
Crowns.

GM Note: Detailed layouts of Arion, including Tethior’s Forge and
the Vault of the Crowns are provided in Part VI.

11«URULAN

Except for a few small Elven villages, this land is nearly deserted.
Interestingly, therare adventurer to visit hasastrangefeeling of uneasiness
— leading some L oremastersto believe that the Unicorn Crown existsand
is being worn in a secret enclave by an heir of the King. While thisis
extremely unlikely, it would explain the odd sense of forboding which
strikes those who venture here.

SvmBoL
The symbol of Urulan was a green tree on a white background.

12=LU'NAK

The land of the Blue Forest has a dark history, filled with bloodshed.
Once the peaceful realm of Wood-elves, it waslargely overrun by Haidic
peoples. Theseinturnfought amongst themselvesand with the Fustir until
4166 TE when ahost of demonic creatures swept through the Blue Forest
and nearly wiped out the entire populace in anight.

Only recently have men begun to return to the Blue Forest, for it still
has a reputation of being haunted by the evil beings known as Shards.

SymBoOLS
The Jaimani Elves who once inhabited this area had an emblem of a
blue pine over agreen background. The current inhabitants have adopted
a modified version of the Haidic symbol: a green tree with a blue
background and a single star overhead.

13*MUR FOSTISYR

A cluster of snow-coveredislesoff thenorthwest Jaiman coast, theMur
Fostisyr is nevertheless home to a number of interesting cultures. It is
isolated by chill currentsand apowerful Flow of Esssmceand haslately felt
the cold breath of the Iron Wind.

SymBOLS
There are three distinct culturesin this cluster of isles. The Ky'taari
have a white emblem with a golden, multirayed sun. The Udahir use the
great white Ovir on a red field, while the Syrkakar have two pines in
silhouette with arayed blue sun rising between them.

14«WULIRIS

Less of a ream than a region, Wuliris has never seen a united
government —thispartly duetotheruggedterrainandchilly climatewhich
pervadesthiscoastal land. A placeof grassy slopesfalling steeply tofrigid
inlets and fjords, Wulirisis a countryside difficult to tame.

Glacia activity carved Wuliris like a soft cheese, leaving its long,
angledrigsandwindswept plateaus. Now her only residentsarestoicarctic
men and their flocks of goats and sheep. Thetorkaan of the Mur Fostisyr
have been imported here and thrivein this relatively welcoming clime.

The ocean is turbulent off the Wuliris coast, and treacherousice floes
bar theinlets nearly year-round. Hundreds of small isles lurk amidst the
misty, grinding icebergs, butitishardtotell what issolid ground and what
isfloating ice.

The Dragonlord has taken some of the more northerly portions of the
land for his own, but found little use for the frozen ground. He has since
turned his gaze to the southwest.

15=JA'MIIL TARG

A dramaticcontrast toWauliris, theinland Ja’ Miil Targisasmouldering
plain of ash and flowing lava. (Theislandswhich extend outwards areal so
apart of Ja Miil Targ, and arevolcanicinorigin, but have cooled and have
frigid climes.) Almost constantly cloakedinaceiling of ashy soot, theland
isthe home of Sulthon Ni’ shaang, Dragonlord and woul d-be conquerer of
Jaiman.

The land is a natural defense for the Dragonlord, but it also acts to
inhibit his movements across the lands to the south. There are rumors of
great tunnel sextending under the Black Fork M ountains, but the L oremas-
terswill not confirm this.

The lands near the coast are less inhospitable, and it is there that the
Dragonlord’ s armies of Lugréki farm their brown crops and graze cattle,
but the plains of southern Lu-nak call to them, and little stands in the
Dragon’'s way.
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PART V
e POLITICS AND POWER =

The following section deals with some of the many groups and individuals who affect the destiny of Jaiman.
These have been separated from the powerswhich are of necessity linked to aspecificland or realm, asthose groups

are covered in Part I1.

From the History Arnak ...

Sx Orderslike six fingers of the same hand, united yet separate, the
Arnak take hold on a continent. Their purpose is the destruction of
civilization, the end of life.

Of Gaath is known, the Dragon-cult of the Northern Isles. Few now
stand against the Evil whichlurksamidst thefrozen peaks. Athimurl aswell
holds sway; the Show Lion rules the lands of Blue Light.

Of Lyak the Hawk | know little, yet | have heard hints of a dark order
in the land known as Tanara...

Dansartisquiet. The Desert Wolf rulesthewindy plainsof Zor, dead
asthe taste of dust.

Wordsof the Priest of Thargondaak now echo acrosstherolling hills
of Taldaar; horsemen hear the call and their reward is madness.

Of Yarthraak | hear whispers most ominous. The Cult of the Sea-
Drakeawakensto a new realmbuilt upon thefoundationsof old, yet forged
rebornterror and hate. By adarkvictory a Crownisthetool of the Unlife.

Elor Once Dark
(TEI 4150)

A NoTe oN MoTIVATIONS

A mentioned el sewhere, itisimportant to keepin mind thedistinctions
betweenthegoal sand motivationsof thevariousgroupspresented not only
in Jaiman, but throughout the Shadow World. It is never as simple as
‘good’ versus ‘evil’, though in some cases the conflict may seem fairly
straightforward. However, the motivations of the various playersin this
grand history are unique, and deserve careful consideration.

For instance, the Dragonlords, though united by certain common
origins and race factors, pursue a campaign of conquest for their own
purposes: Dragonlords would be unlikely to ally with the slaves of the
Unlife. TheUnlifewishescompleteobliterationof al life; theDragonl ords
(for the most part) wish merely conquest and wealth. There are also the
many mortal lordsand kings scattered acrossthe continent, each scheming
with cohorts, trying to take more land from his neighbors so that he may
consol odate hisposition of power. Somemay actually only wish for peace
and stability; others have delusions of being emperor of Jaiman.

TheL ordsof Orhan seemfor themost part disinterested in Kulthea, but
they are capable of acts of mercy and even generosity — especially when
the enemy isthe Unlife.

Lastly, there are the Demonic creatures from other planes; their
purposes are so quixotic that even the servants of the Unlife are reluctant
to summon them because they seem insane and uncontrollable. But some
are useful and possess aknowledge from beyond thisuniverse. Eventhey
have aroleto play.

leTHE MAGICIAN

Whilethe Dragonlordsmay weavetheir complex plotsof conquest, and
mighty kingscommand armiesto vyefor parcel sof preciousland, nonecan
comparetotheMagicianin subtlety of thought or in sheer military strength.
To put it smply, the Magician is the most powerful servant of the Unlife
on Jaiman.

THE GUISES OF LORGALIS

Itisimportant to draw adistinction between theruler of Ulor known as
Lorgalisthe White and the wizened old man known asthe Magician. He
isboth men, yet appearsintwo forms. Lorgalis descent ishalf Dyar, half
Lord of Essence, an unusual unionwhich hasmade Lorgalisimmortal and
unaging — and a powerful wielder of the Essence.

gu{n m H
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AstheMagician, hisguiseof anelderly manisjust that: an unreal form
that he wears like a garment to disguise his actual appearance. No one
knows that this elderly man is actually the ruler of Ulor and master of
Lugrok legions. While some suspect that the Magician has shadowy ties
to the darker disciplines, many still respect him as a powerful wielder of
Essamnce and a man knowledgeabl e about the ways of Kulthea. Loremas-
terswarn that the Magician is dangerous but are forbidden to act directly
against him. Loremasters familiar with Jaiman suspect his ties with the
Unlife, and afew even believe that he may indeed have an alter ego asthe
dreaded warlord L orgalis, but they cannot asyet act upon those suspicions.
The Magician wearslong flowing black robesand carriesastaff. Hishair
and beard are white, his eyes are a brilliant blue.

As Lorgalis, this being appearsin his true form, tall and powerfully
built with black hair and achilling bluegaze: alord among champions. He
istheruthlessdictator of Ulor and the annexed kingdoms of Xa ar and Ly-
Aran, and his reputation extends across the continent. Few doubt that he
isallied with the dark power of the Unlife, but no one can stand against his
military might and the dread of hissword, the Blade of theVoid. Lorgalis
wearsalong flowing surcoat of whiteover hisfull black plate keron armor
and ridesahuge Black Unicorn. Heisalso inthe company of nolessthan
four Heralds of Night, his personal bodyguard.

HISTORY

Lorgalis origins are lost amid the uncertain histories of the First Era
and the Interregnum. Few facts regarding his parentage are known even
among the inner circles of the Loremasters; their races are known,
however. Theson of aDyar EIf and aL ord of Essence, itismost likely that
hewas actually born before the struggle between Uthaand K adamawhich
ended the First Era; thisway he might have survived by passing for an Elf.
Itispossible (though lesslikely) that Lorgaliswasborn later, hisK'ta viir
parent somehow escaping the purge in which all Lords of Essence were
supposedly slain (of course, we know thisto be not entirely correct). One
rumor suggeststhat L orgalisisactually theson of Andraax, thoughthat tale
is only known to the handful who know (or think they know) Andraax’s
true origins.

Inany case, Lorgalisfirst appeared on Jaiman around 3400 Second Era.
Hecametothe sparsely inhabitedisland of Ulor and beganto build arealm.
The hardy inhabitants of therocky Ulor hillswere backward and supersti-
tious — ready for his teachings. And beneath those granite bluffs there
lived a darker race: evil Lugréki, the most powerful of the perverse,
underground peoples. Each L orgalismoldedto hispurposes, andwhileone
built afleet and began to raid the seas, the other delved deep into the earth
and constructed the lord’ s fortress.

Inlessthan 350yearsL orgalishad built anarmy and wasready tostrike.
Ly-Aran lay to the south, with rich farmlands and pastures. It fell to the
hordes of the White Warrior village by village, until the entire peninsula
washishby the Autumn of 3750 SE. Theremainder of the century wasspent
consolidating thisnew land, fortifying Ulor even more, and building afleet
to surpass that which brought Ly-Aran down. This was necessary for
Lorgalis' plans, as his next goa was the kingdom of Xa ar, a powerful
seafaring and agricultural land to the north. With Xaar in his power,
Lorgaliswould beableto control all accessinand out of thebay — and thus
the seatrade of Saralis and U-lyshak would also be in his grasp.

In3833Lorgalissailedwithamighty fleet toattack themain Xa' ar fleet
inher western harbor — but thekingwasready, and the X a' arian shipswere
waitingandwell armed. Thebattlewasinconclusive, and beganalongand
debilitating series of land and sea engagements between the two powers.
Saralis sent some aid but it was token; U-lyshak was too embroiled in
interal problems to help at all. In the end, the resources of Xa ar were
exhausted first, and Lorgalis took that land as part of his Empire of Ulor.

Atlast Lorgalishad gonetoo far, however, and the L oremaster Council
wasmoved to act directly beforetheentire continent fell under the shadow
of thisevil conqueror.

By amasterful labor of Tethior of Smith and the Sage Andraax, the Six
Helms were crafted. Diadems of unsurpassed power and scope, they —
with their wearers — moulded the very Essaance to form boundaries. Six
realms with inviolate borders were formed. Kings had the allegience of
their people, and would-be aggressors found the very Essamce rising
against them.

Lorgalis, thwarted onthemilitary front, turned to more subtle meansto
achieve hisends. He donned the guise of an elderly mage, awizened man
who actsasadvisor to powerful rulers. Inthisway Lorgaliswoveatapestry
of deceit and suspicion, poisoning the minds of heirsto the Crowns. One
by one, the Mage — with his faithful minions the Priests Arnak —
orchestrated the downfall of the mighty realms of Jaiman. By the end of
the Second Eraonly two of thesix kingdomsremained, oneashadow of its
former glory, the other a corrupt empire.

The Wars of Dominion were a setback for Lorgalis, and he has spent
thelast several millenniacombatting the efforts of the L oremasters, trying
without success to complete the devastation of the continent. Now,
however, he may have discovered away: he haslearned the nature of the
Six Crowns, and that he might be able to actually turn them to serve his
purposesand forcethekingstodo hishidding! But hemust find thehidden
Vault of the Crowns...

THE ISLE OF ULOR

This Wizard and Warlord makes his home on the isle of Ulor, in the
large bay of the same name in the western region of Jaiman. While Ulor
itself issmall, it is heavily fortified and protected by a powerful fleet. It
servesasLorgalis center of power, controlling the Bay of Ulor. Itisalso
closetothesubject landsof Xa ar and Ly-Aran. Ulor hasmany peninsulas
and thus has many naturally sheltered baysto protects Loraglis’ fleets. It
a so has sheer cliffs along many shores providing natural defenses. The
land is rocky and rises nearly 10,000' to the central spine, a basalt ridge
crowned by theL ord’ sPalace. Deep beneath thepalaceliemilesof tunnels
and chambers, warrens for an army of the ruthless Lugréki tens of
thousands strong.

The peopleof Ulor know of the Lugréki and work with them fromtime
to time: humans crew the ships carrying holds full of Lugrék warriors.
They do not care for these fanged, bestial creatures, but they accept the
goblin-like hordes as fellow servants of their one master.

SYMBOLS OF ULOR

The forces of Ulor al bear a similar
symbol, whether it be a flag on a ship, an
emblemon ashield, or eventhe helmsof the
officers. Itisasimplewhite mask on ablack
field. The mask has ovals for eyes and
mouth; itisvirtualy expressionless; it should
be noted that it is not like askull. Officer's
helms actually have faceplates made like
such masks.

2«GRYPHON COLLEGE

A small cloister, thisCollegeisneverthelessacenter of knowledgeand
ahaven for those fleeing the Shadow of the Unlife. Gryphon Collegealso
holds a number of secrets within its ancient stone walls.

HISTORY

This order was founded in the hills of northwest Tanaraby a group of
refugees from Zor almost eight thousand years ago. Of course, the
membership and the actual college are not the sameasthe original, but the
basic philosophy and teachings of the school remain the same.

It isa small, monastic community, devoted to the study of the earth,
nature, and a way of life which isin accord with the Flows of Essence.
Naturally, the Collegeis opposed to the Unlife. Whilethe use of forceis
frowned upon, the Collegium (the ruling council) believes that it is
sometimes necessary. Thisis the hidden side of the College: behind the
facade of a small center of learning, thisinstitution is a center of subtle
maneuvering and intelligence-gathering. Strike teamslead by Collegium
members and backed up by the Gryphons have infiltrated places of the
Unlifeand destroyeditsservants. Theresidentsof Gryphon Collegearenot
complacent intellectuals but an active force to combat the Unlife. They
keep this side of their purpose hidden, however, to reduce the risk or
reprisals against the College.
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PROMINENT PEOPLE

A few of themoreimportant and colorful inhabitants of the Collegeare
mentioned here. Their personal statistics are covered in Part 1X.

ZARIS

Zaris is the Matriarch of Gryphon College, First Speaker of the
Collegium. Sheisano-nonsensewomanwho would rather spend her time
in her beloved garden than ‘bickering’ in the College Council meetings.
Sheisapowerful Animist and her skill with healing herbsis unsurpassed.
As First Speaker she is in charge of the day-to-day supervision of the
College.

Alwayswearing practical (i.e., unflattering) clothing, Zariseffectively
hides the fact that she is an attractive Wood-elven woman.

ALARIN
A High Elf/Talathand apowerful Astrologer, Alarinisamember of the
Collegium and arespected teacher, but he spends most of histimestudying
the starsand planets. Heresidesin thetopmost level of the tower, and his
observatory isontheroof. Heisnot asout of touch ashepretends, however,
for heisthe’ Gryphon’, abletowear theHelmand useit to protect theream.

SELENA
A lovely blonde woman, Selenais of the lylar and a Seer of consider-
ableskill. Sheisanadept user of thellarsir, oneof Tethior’ sMaster Seeing
Stones, secretly kept here. Selenaismore‘ downto earth’ than Alarin, but
enjoys the stimulation of debate in the Collegium.

OTHER INHABITANTS

A brief discussion of the principle groups which make up the popula-
tion of Gryphon College follows.

THE CoOLLEGIUM
Thisbody of sevenindividual sactsastheoligarchic government of the
College. It iscomposed of the three Elven scholars noted above and four
others, either Elves or Mortals.
Theroleof First Speaker of the Collegiumisonewhich rotatesthrough
the Council, being passed on every 30 years.

FacuLTy
The College has an additional faculty of 14 instructors, covering a
variety of disciplines from Enruning to Martial Arts.

STUDENTS
The College has around 100 students, of a variety of races and ages.
Entry to the College is gained by making application or recruitment. The
curriculumat theCollegevarieswiththestudent, but * degrees’ areawarded
for each discipline satisfactorily mastered. (The process usually takes 3-
8 years, depending on the courseload and nature of the discipline.)

THE GRYPHONS

Fourteen men and women make up the unique, €elite corps of ‘Gry-
phons'. These lithe Erlini have been fitted with a strange apparatus of
mechani cal wingswhich — after extensivetraining and practice— allows
them to fly. These wings are enchanted to aid the flyer, but they are also
marvels of design and materials.

The Gryphons are stealthy messengers and intelligence-gatherers for
the College; at least half are out on missions at all times.

THE GARRISON
The statistics for the main garrison of Gryphon College can be found
inthe Master Military Table. Thesetrained soldiersare often askedtojoin
the small assault teamswhich attack nests of the Unlife. For the most part,
however, they guard the College walls, assist in teaching students, and
maintain the buildings.

SYMBOL OF THE COLLEGE

Not surprisingly, the CollegeusesaGryphonsymbol. Itismetallicblue
onagreenfield, curledin acircle.

3*SULTHON NI'SHAANG

Sulthon Ni’shaang is among the most ‘human’ of the Dragonlords,
seeming the most like men in histhought patterns and motivations. Heis
ruler of Ja'miil Targ, alarge, enclosed valley which was once devastated
by volcanicactivity. Theareaisnow verdant andfilledwithgrowingthings
— all except the great volcanic plain in the far west where the mountains
meet. Honeycombed with halls, tunnelsand chambers, itisavast fortress.

Sulthon commands alarge force of Lugréki and evil human warriors,
and also agroup of Skyriders: cruel, foul men who ride winged, reptilian
Gartyl. These are his chief servants. And finaly, Sulthon is a master of
Demonic control — aperilousactivity, but onewith unique compensation.

The Dragonlord, like his brethren, is not really in the service of the
Unlife — his powers are considerable without becoming its Slave. Asa
result, heisperfectly happy to seethe Crownsand their associated artifacts
remainlost. The continent isfragmented except for Rhakhaan, perfect for
his military aggressions.

Unfortunately for the Dragonlord, his nearest neighbors are currently
aready beinginfluenced by forcesof theUnlife. Lu-nak isunder the Sway
of the Priest of Gaath, while the agents of Dansart work to subjugate the
Mairel-tribes of the Zorian Wastes. Thus he is expending considerable
resurces to attempt to win these nearby regions. Wauliris was not so
troublesome, and he has virtual control of that region. His next initiative
isinto Saralis, adivisive area with rich resources.

SymBOLS OF SULTON NI’ SHAANG
The standard military symbol for the Dragonlord's forces is a red
reptilian claw reaching up from the bottom point of an inverted gold
triangle trimmed in black.
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4«THE PRIESTS ARNAK

Evil Priests who serve the Unlife, these are not to be underestimated.
In many waysthey are more terrifying than any of the other foes of Good
Peoples. The Priests of Gaath and Athimurl were responsible for the
downfall of Lu’ nak and now dominate the most northerly areas of Jaiman.
WhiletheKy’ taari and Udahir survive, the Fustir havebeenvirtually wiped
out by the Syrkakar and other forces.

The priest whom the Players may be most likely to encounter is the
Lord of Yarthraak.

PRIEST OF YARTHRAAK

Y arthraak isthe Cult of the SeaDrake. It wasonly natural that it settle
just outside of the realm named for the same beast.

The High Priest of Y arthraak isaDyar EIf born with the name Aeryk,
though he has not used it in thousands of years. He aided in thefall of U-
Lyshak, aprogramdirected by L orgalishimself. In SE 6201 hecoordinated
thesplitintotworealms. Thekingwasslain, andthecity of Cynar sacked.

Siezing the northern portion called Su-lyak (Ulyas was the new name
of the southern portion, held by an indirect but popular heir) ashisown, he
instituted human sacrifice to ‘ appease the Gods'.

In 6203 hordes of evil creatures swarmed out of the mountains
bordering Ly-Aran, overrunning much of Ulyas. By 6210 most of the
southernregionisawasteland. Thecapital city and homeof theking of Su-
lyak was assaulted by aLugroki army led by an Ordainer. All was going
well for the minions of Lorgalis and the Unlife.

But the Warsof Dominionwereaseveresetback. Withthedawn of the
Third Erathelandswerefreed butin chaos. It hastaken dozensof centuries
for the fragmented people to begin to unite again. A Prince has gained
power in Cynar and begins to rebuild.

And now, as before, the High Priest works to destroy U-Lyshak. He
arranged the nation of the Prince of Cynar, but the young son
escaped, and the Priest wants him dead.

ORIGINS

Aeryk he was named at birth, an Ilyar EIf of wealth and noble family
in the Forest-realm of Remiraith in the middle Second Era. But Aeryk’'s
mother carried adark secret: her husband wasnot Aeryk’ sfather. Shehad
wandered alone one night in the southern glades of Remiriath, and alordly
Elf appeared beforeher. Shefell under aspell of seductionanddidnot resist
hisadvances. Thenext day sheawokeal oneby astream, and knew shewas
withchild. Ninemonths|ater shegavebirthtoason... theeffortkilled her.
He was named Aeryk (ly: Thirsty soul”).

Though Aeryk did not know that hisreal father wasindeed a Dyar —
a Dark EIf from Plasidar — as he grew to manhood, he felt the Dyar
longings. Essamnce flowed through him, and his craving to tap its power
wasirresistible; the teachings of the Essaace users of the Wood werelike
the tinkerings of old scribesto Aeryk. Hefled hishomein Remiriath and
wandered for years before meeting the High Priest of Yarthraak. He
apprenticed himself to the powerful sorcerer and learned of the ways of
Essamce and the power of the Unlife. The Loremasterswere hisenemies;
chaos was his goal.

Aeryk murdered histutor after nearly one hundred yearsin hisservice
and declared himself the new High Priest of Y arthraak.

SymBoOL OF YARTHRAAK
Y arthraak forces bear the image of a green-blue elongated Dragon
curlinginacircle. Itisvery similar to the symbol of U-Lyshak, except the
Y arthraak background is black while U-Lyshak’sis silver.

5eHERALDS OF NIGHT

Harbingersof theUnlife, thesemessengersof terror areamong themost
frightful of the servants of Darkness. Coming forth only at night, they
sweep their foes before them in adark wave of fear. They are servants of
various powerful Evil factions on Kulthea, including the Priests Arnak.
The actual origin of the Heraldsis unknown, though it is believed that the
Swordsof Night they wield are adark legacy from the Wars of Dominion.

Heralds of Night appear astride black unicorns, all handsome men and
women with hypnotic eyesand fair skin. They are without helm but wear
ametal breastplate and greaves of black armor which reflect no light. All
bear swords with strange powers, glittering two-handed blades of dark
glass.

SymBOL OF THE HERALDS
The Heralds have a diamond-shaped emblem of silver with a black
upright sword in the center.

6«LOREMASTERS

Scattered throughout the world, Loremasters are bringers of knowl-
edge, wisdom, and guides against the corruption of the Unlife. Someare
advisorsto kings, while others wander from town to village, healing hurts
and righting wrongs. Many do not even reveal themselves as true
‘Loremasters’, instead prefering to be thought of as eccentric travellers.

GM Note: While the GM is invited to introduce whatever interesting
characters he wishes to devise as Loremasters who might encounter
(briefly!) the players, a few unusual sample characters are presented
here.
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REN THRAYSK

Half lylar, haf Talath, Ren Thraysk is not exactly what one would
expect asal oremaster (though few seemtofit thestereotype!). Heisaman
of divided beliefs and has amost been banished from the Loremasters
order more than once for using force against the Unlife. But one look at
Thraysk will explain the problem. At 6’8" tall, 250 pounds, Thraysk isa
warrior, trained in the mystic Changramai school of martial arts. Helikes
to kill Lugroki and has done so — by the hundreds.

He is also a brilliant, intuitive Loremaster; just not as wise as the
Council would prefer.

Ren travelsin along grey hooded robe, carrying aheavy six-foot long
staff (it conceals his two-handed sword) and sometimes walking with a
dight limp.

Onefinal note: sometime ago, Ren’sleft arm was severed just above
the elbow by aHerald of Night and could not be replaced or regenerated.
Instead, a beautiful mechanical arm of platinum, keron, and gittering
jewels and aloys was attached to replace it. The armisfully articulated,
and Ren has complete control of it. When not wanting to be noticed, he
wears long grey gloves.

HEerNE
Hernae(l. “Vision of thePast”, pronounced her”-nay) isamystery even
tohisfellow Loremasters. Heisof theZorianrace, and though not very old,
seems to possess a vast store of knowledge and a wisdom far beyond his
years. Intruth, he harborsastrange secret: heisaThalan, a‘born forever
one', as Andraax called them. An excerpt from Andraax’s notes appears
below.

They are the “ born forever ones,” often powerful Mentalists
(Telepaths?), they travel the world gathering information and
pursuing quests which only they know and understand. Although the
Thalan have no power to radically change their actual physical form,
they are able to go into a state of hibernation at the death of their
body and enter an inanimate object. Then (eventually, often several
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LOREMASTER HERNZE

hundred or even thousand years later) they will mystically impreg-
nate a female. Beit animal or humanoid, their consciousnessis able
to slightly mutate the offspring, and they are born fully aware, with
their mental powersintact.

While only a handful of the Thalan race are known to have revealed
themselves, since they actually have the physical form of other
peoples, there are quite possibly far more of them than we could
know. Their powers of reincarnation, however, are apparently not
genetically transmittable, so the race is doomed to remain at the
same number forever. This begs the question: where and how did
their people come to be?

Andraax

Hernaeisunusually short for aZori — only 5’8" — and haslight brown
hair and the striking green eyes which sometimes appearsin that race. He
wanders Jaiman aone, singing sad laments in his beautiful tenor. He
performsin small villages, for simple people who do not suspect that heis
atrueLoremaster — much lesshiseven moreenigmatic origins. But there
is something about him that everyone senses... he can bring an audience
to tears with one clear note, or turn deep sorrow to joy with asmile.

Should the PCs meet with Hernaethey should never suspect hisThalan
originsunlessthey have accessto truly powerful information sources(like
the Lords of Orhan). They alone may realize that heis aLoremaster.

KARsTIA OF MYNARS

A statuesgue woman, Karstia is a reformed Dyar Elf. She has the
countnance of abeautiful woman, but withal ook of maturity: her past evils
havetaken their toll. Her long raven hair has astreak of snow white, and
tiny lines show around her grey eyes when she smiles.

And while some may have lingering doubts about Karstia' s loyalties,
the faith shown in her by Council members Kirin Tethan and T'vaar
Dekdarionisjustified. Shewill never again take the Dark path.

Karstiatravelsin an unusual manner: as part of asmall entertainment
troupe. Almost aself-mockery of her formal glory asaregal priestess, she
is the High Seer of this group, performing simple magical tricks and
fortune-tellings. But her visions and advice always have a lesson and
provide guidance for those who might waver.

At night, after the shows, Karstia and a few of her companions will
sometimes embark on more perilous expeditions to seek out agents of the
Unlife.

Karstiatravelswith five other performers and adozen support people,
and movesfromvillageto village over most of Jaiman. Though sheavoids
areas of open war, sheis often in villages where conflict may soon break
out.

/=sANDRAAX

Andraax isvery much dive, and it might even be said that heisactive.
Heisrather insane, however, so his motives cannot betrusted. Hetravels
Jaimanin avariety of disguises. Hewill not use hisvast powersexcept for
the most obtuse of reasons (he certainly won't use them to save the PCs).

Hewill sometimeswander the countrysideasan old maninwhiterobes
carrying a staff.
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8=LORDS OF ORHAN

TheL ordsof Orhan— thehighest ‘ gods’ of Kulthea— areworshipped
in many waysand they have many servantsin Jaiman. Theirindirect links
with Kultheafall into two basic categories: the‘ normal’ raceswho choose
to follow them, and the ‘ enchanted’ folk who are linked by their natureto
the forces the Lords control.

FOLLOWERS

ThelL ordsarevenerated by many groupsand cultureson Jaiman. Here
is a chart indicating each of the Lords and any particular races or areas
where he or she might be particularly revered. Where a city is noted (in
italics), it meansthereisaparticularly largeand/or important templeto that
Lord there. Also, the mention of arace or culture does not imply that
everyone of that race or culture necessarily worshipsthat Lord; merely it
indicatesatendency (i.e., many groups composed of that race arefound to
follow that Lord).

Lord Culture, Location, etc.

Kuor .............. Zori, Meluria

vdlris ............ High Elves/Remiraith

Reaan ............ Duranaki*, Nocturnal Peoples
Eissa.....ccco.... Sara

Phaon ............ Myri/Tanara

Oriana........... Kytaari/Mur-Fostisyr

(0F: VSN Centaurs, Talath

lloura ............ Wood Elves, Fauns,

Shad ............. Mermen, Sea Elves, Lethys, Sulini/Tanara
JayseK ........... Haalkitaine,

Kieron........... Myri/Tanara

TeriS e, Navigators, Hirazi
lorak.............. Dwarves, High Elves

* though the Diranaki are reluctant to ‘worship’ anyone, they respect
Reaan.

K\

KARSTIA OF MYNARS
SERVANTS

Certain creatures are tied intrinsically to specific Lords of Orhan. A
few — and their relationship to their Lord — are discussed below.

NYMPHS

ThesearetheDirloi, theearth-spirits. Shaal isthemaster of theNereids
and Naiads: the watery spirits. llouralooks after her children, the Dryads
(Tree spirits). Though common legend says that these are insubstantial
creatures with a carefree and amost capricious nature, they are less
scatterbrained than some appear.

Infact, Nymphsare often the eyesand ears of the gods, ableto observe
eventsin awide variety of locations.

In appearance, Nymphs are human-sized, and most often taketheform
of impossibly beautiful youths, the males sinewy yet slender, the females
just blossoming withwomanhood. They areeither naked or drapedinonly
themost minimal gossamer covering. Theonly other differenceistheskin:
water spiritshave a decidedly bluetint, while plant spiritsare green; their
hair is of normal color. Nymphslive on Kulthea aslong as the source of
their life, beit river or tree; and should their sourcefail, they merely return
to the greater spirit of their master on Orhan.

Nymphsdo haveawell-deserved reputation for playfulness, including
aboundlesslibido. They loveflirting (and more) with attractive Elvesand
Mortals alike. Of course, no children are possible from such a union, as
Nymphs are not a true race in the genetic sense.

SYLPHS

These winged little people are aslo known as Tykili, the air-spirits.
They are enamoured of Terisand often serve asmessengersfor him. More
delicateand ‘fairy-like’ than Nymphs, the spritesare even moreincompre-
hensible, and seem incapable of a serious conversation. Rarely do they
grow to bemorethan afoot tall. Tykili are‘born’ inthe spring, emerging
fromafew chosenflowers. Only enough areborntoreplacethosewho have
perished in the past year; thisisarare occurrence, as Tykili arelong-lived
little creatures.

For all their playfulness, they can beresponsible— and have helpedin
their own way to hold back the tide of darkness.
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PART VI
e PLACES OF INTEREST =

1eHAALKITAINE

The capital city of the powerful kingdom of Rhakhaan, Haalkitaineis
also amajor crossroads of trade between the realms of Jaiman.

In addition to the grand (if somewhat forboding) Imperial Palace, the
city boasts the second largest library on the continent, temples to several
major deities, and some of themost fabul ous stone architectureto befound
anywherein Jaiman.

Note: See the color map for details of Haalkitaine.

2=NOMIKOS

A library complex of unsurpassed size and scope, Nomikosisarguably
the pre-eminent academic center of all Kulthea. Itisactually located onthe
isle of Ormian, east of Meluria and south of Lethys.

GM Note: The location of Ormian was noted incorrectly on some
earlier maps of Jaiman. The map in thisbook is correct.

THE ISLE OF ORMIAN

TheLibrary isactually acomplex of buildingswhich coversnearly half
asquare mile. Numberless subterranean vaults delved deep into the stone
of the bluff hold an additional vast store of texts and scrolls.

THE LIBRARY GROUNDS

Asalready noted, the Nomikoscompl ex consistsof much morethanthe
actual library. Theentiregroup of buildingsstandsonaplateau dominating
the northern section of theisland. Looming high above the small Port of
Ormian, the Library isonly accessible by aroad carved into the sheer cliff
face.

Anoverview of the sprawling center of knowledgeis presented below.

1. NomikosRoad. Winding up fromtheport of Ormian, thisroad switches
back several times before passing under the First Gate. It is awell-built
avenue of set stonesin along series of shallow steps. Thereare cart-tracks
laid into the road as well, so wagons may be pulled up to the Library.
Though theroadis20' wide, it hasno railing of any kind, and acarelessor
very drunk traveller could find himself making a swift trip to his death on
the broken rocks of the coast below.

2. First Gate. Five hundred feet above the town, this arched gateway
effectively bars the way to any unwelcome visitors. The gate is 25 feet
high, with an arched doorway 10' tall. Theway can be barred by lowering
awood and iron portcullis or by closing a pair of thick iron-bound doors.

3. West Tower. Builtintothebluff adjacent to the First Gate but rising up
an additional 160 feet, this tower stands forty feet above the level of the
plateau, serving as a lookout over the entire Nomikos Road and as the
beginning of the 25' tall wall which encircles the more vulnerable section
of the compound.

4. Main Gate. An arched doorway, the Main Gate marks the entrance to
Nomikos and the beginning of the Grand Avenue which leadstowardsthe
Library. The gate doors are of fine steel and roll into place on a special
track. Thetower isalwaysmanned by six Wardens— not the Changramai
warriors who keep order inside, but a garrison of soldiers who watch the
outer walls of the complex.

5. East Tower . A beautiful and massivestructure, the East Tower encloses
the main entry to the complex.

6. Chapel Door. Marked by arecessed roman arch, the chapel door leads
into the courtyard of the Chapel to Valris, Lady of Orhan and patron of
knowledge. The door itself is ten feet tall, made of thick planks of oak
bound with iron straps.

7. Stable Door. Similar to the Chapel door, the stable door leadsinto the
stable courtyard.

8.Grand Avenue. A processional road, it leadstotheentrancetothemain
library building. The avenueis paved with marble and the first portion is
flanked by tall, ornate fences of iron. Access to the visitors' garden and
garden of Valrisare through locked iron gates. A bell suspended nearby
isrung to summon a staff member.

9. Stables. These accommaodations are for the few steeds needed by the
Library staff (theisland is so small asto not require many horses).

10.Visitors' Garden. Accessibleeither throughthestabledoor or thegate
inthefence, thevisitors gardenisaquiet placeto contemplatereadingsor
hold philosophical conversation. Many ornamental trees line the paths,
and a thick hedge just inside the fence mutes avenue traffic.

11. Common Apartments. These lodgings spread northward along this
end of the complex. Guests of moderate means make their homein these
Spartan but clean lodgings. The three-story building surrounds a small
courtyard with awell and garden. An arched passage |eadsinto the other
apartments deeper within this area.

12. Cloisters. A much larger courtyard isthe center of thisdormitory-like
section of rooms. Itisawell-tended garden with shadetrees, flowers, and
afountain.

13. Scholars' Apartments. Guestswho canafford slightly better lodgings
often stay here.

14. Inner Apartments. Theserooms are reserved for the wealthy guests
who can afford them. Expansive and richly appointed, they are more fine
than those found in many lordly castles.

15. Lords Apartments. A few suitesof palatial chambers stand ready to
accommodate the occasional royalty who visit the library.

16. Far Tower. Fifty feet tall and connected to adjacent towersviaasentry
walk atop thewalls, thistower isalways manned by asharp-eyed lookout.
Lower levels contain weapons and lodgings for the garrison.

17. North Tower. Similar to#16, this Tower overlooksthe servants court
and also has asmall postern gate well hidden in the outside wall.

18. Garden of Valris. Moreformal than the visitors garden, this one has
rows of small trees and well-tended flower beds.

19. Chapel of Valris. A grand, vaulted chamber with many stained glass
windows, thisluminous chapel isarare testament of worship by ausually
pragmatic organization. (It should be noted, though, that it ismostly used
by guests).

20. Monastery. The residence of the Monks of Valris, these men should
not be confused with the warrior Changramai monks; this handful of men
are here only to lead worship and maintain the chapel.

21. Gatesof Knowledge. A gloriousset of baroque gates of avery strong
golden alloy, these normally stand open to allow passage unimpeded into
the Inner Court.
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22. Inner Court. A very forma garden, with curving garden rows,
miniature ornamental trees, and clipped shrubs. In the center of the court
is a white marble square surrounding a Navigator Obelisk. Narrower
marble paths head north and south to small arched doorways: entrancesto
the Scribes’ and Warriors' Cloisters, respectively.

23. Warrior Court. The Changramai monks prefer ascetic surroundings
but with an understated elegance. Their lodgings are simple yet spacious
and not uncomfortable. They hold daily rigorous practices in the central
courtyard.

24. Scribes’ Cloisters. Thisishometothelarge staff of scribesnecessary
to administrate the library.

25. Servants Court. A plaingrassy court, thisisthecommon areafor the
cooks, maids, and other servants who perform the more menial chores
necessary to maintaining the Library.

26. Servant’s Lodgings. These small, somewhat cramped quarters are
hometo the Library servants.

27.Kitchens. A largeand well-equipped kitchen servesmealsto everyone
from the Changramai warriorsto visiting royalty.

28. Stairway. A massive marble stairway rises up to ahuge portico. At
the sides of the portico, a 20 foot tall wrought iron fence extendsright and
left to meet the walls of buildingsto either side. Inthe center of the steps,
on araised marble platform, is a 30-foot tall statue of Andraax in black
marble. He hashishandsclasped infront of him and seemsto beelooking
out across the courtyard with a bemused smile.

29. Nomikos Library. The actual library building. See the appropriate
section below for more details.

30. South Garden. A relaxing, tree-filled areawith scattered benchesand
small tables, it overlooks the cliff and sea.

31. North Garden. Similar tothe south garden, thisoneisslightly larger.

32. Sages' Cloister and Lodgings. These are apartments of the High
Scribes: administrators and chief researchers of the Library.

33. Overlook. The most dramatic view of the sea is from this garden/
veranda.

34. Infirmary. A pleasant place overlooking the herb garden, the infir-
mary is actually avery advanced hospital with sophisticated facilities.

35. Observatory. A small telescope peeksfrom adomed roof atop this80
foot tower. Astronomy islittle morethan ahobby for afew of the scribes,
but provides some valued information about Kulthea and the nearby
planets.

36. Herb Gar den. Oneof thefinestintheregion, thegarden holdsabounty
of healing herbs of various types from mild headache cures to the most
potent lifegiving plants. The supply is usualy not for sale to the public,
however, and the surplus herbs are preserved and used on the many
scholarly expeditions.

37. Seaward Tower. Thislarge defensive tower overlooks the western
bluff and the lands to the north.

THE LIBRARY BUILDING

A grand and ancient structure, the Nomikos Library holdsthe greatest
literary treasuresinall of known Kulthea. Thereisprobably no safer place,
for the library is more than it seems from the outside.

The Nomikos Library isan ancient structure, painstakingly preserved
and periodically restored to maintain the original design. Thisdesignisa
curious one, combining some of the simple classic elements of religious
Zorian architecturewith the odd artistic designs of the Elves, al fused into
astructure utilizing engineering skill surpassing even the Dwarves. The
main building isin across shape, with agreat dome at the juncture. This
central stone dome of thelibrary isnearly 200 feet in diameter, supported
by an elegant steel lattice underneath carrying the weight to 16 slender
columns. On the exterior the dome is coated with pure gold, so that it
gleamsinthesunlight. Atthetopisacircular holetwenty feetin diameter,
an oculous covered with translucent material. It allows diffused light to
enter thevast library chamber. Thedomeisactually ahalf-sphere, and the
floor of the chamber would be the bottom end of the sphere if it were
complete; thus the dome oculousiis just under 200 feet above the level of
the main desk on the main floor of thelibrary.

Along the walls of the three long wings are huge columns rising 100
feet. Thesecarry theburden of the peaked roof (130" at itstallest) and allow
for relatively thinwalls. Windows are narrow and glazed with translucent
material: sunlight can be damaging to manuscripts. Light is provided by
hundreds of lanterns suspended from the ceiling and mounted on wall
sconces. Fashioned of beautiful alloys, eachfeaturesan orb of yellow glass
which givesoff asoft light. Apparently magical, theselightsburnnofuel,
and none has ever failed in the long history of the library. These lights
provide dim ambient lighting while many smaller lamps of similar nature
rest on the reading tables scattered throughout the library.

Thefloorsof thehall arepolished marble, andinmany colors, patterned
in cryptic designs.

Decoration israrein thelibrary, and al of the fixtures have aharshly
elegant look. Massive bolts, machined by technologies long lost, fasten
steel trusses to stone supports. Even the lamps have an angular design:
powerful — even brutal — yet sophisticated. Dim, echoing and cavernous,
thelibrary istruly intimidating.

ABOVE-GROUND
1. Entrance. Eight blue marble columns each 100" tall front the great
entrance. The stair, as noted earlier, isinterrupted in the center by ahuge
black marble statue of Andraax.

2. Doors. A Gigantic portal eighty feet high and sixty wide greets the
visitor to Nomikos. The doorway isframed by riveted alloy panels stained
and streaked by age, and the doors themselves are impressive sheets of
reinforced grey-green aloy studded with rivets. They slide along tracks
intowall recessesto open, and roll together at nightfall to closethelibrary.
Rodsof stedl glideinto the surrounding frameto anchor thesedoorsfirmly
into place. Few citadelshave amoreformidable main gate. In addition to
themany Changramai guardswho wander the complex, four arealwayson
duty at thismainentrance. They (politely) search everyonewho entersand
|leaves; the extent of the search varies.

3. Main Desk. A small, crescent-shaped stone desk faces the guest upon
entry. Thisis staffed by a handful of Scribes whose job it is to direct
researchers to the proper facilities. When a newcomer enters, a Scribe-
acolyteisassigned to himto explainthelibrary rules(seebelow), guidethe
guest, and assesscorrect fees. Researchisdonefor guestsby scribes; guests
only come into contact with books pulled from the stacks for them by
scribes. Browsing is not done.

4. Well. Seventy feet in diameter, thiswell extends down twenty feet and
connectsthe main hall to the underground libraries. Four staircases curve
down aongtheedgetothelower foyer. Inthecenter, on apedestal, stands
another effigy of Andraax. Thisoneisonly 15feet tall, castin some metal
similar to bronze. He wears robes and looks down with a vaguely
disapproving stare towards where a visitor would enter.

5. Balconies. Wrapping around the entire perimeter of thelibrary arefour
bal conies providing accessto the upper level sof stacks (oneeach at 20, 40,
60and 80feet). Spiral staircasesconnect thesewalkwaysand small ladders
on each level allow scribes to reach higher books on agiven level.

6. Catalogue Desks. Massive doughnut-shaped counters thirty feet in
diameter, these desks are located in each of the three wings. In the center
of each of these desks is adirectory for the appropriate public collection
(Reference, manuscripts, or scrolls). Recorded here arethetitles, authors,
and subject categories of every scroll and manuscript in the collection.
Rather than using books (which would be inefficient because of the need
to leave space for only guessed-at future entries and the constant need for
recopying) the librarians use slim metal plates (about 6' by 4") which rest
in long trays of wood-lined marble. Fanning out from the center, these
dozens of traysare like spokeson awheel. The plates are etched with key
dataabout the manuscript, includingitslocationinthestacks. Sincenoone
but the scribes is allowed access to the catalog, there is no danger of the
plates being misfiled or stolen.

7. Reference. (Public Collection; seelibrary rulesbelow for access). The
rear wing is devoted to basic reference books: language trandations,
atlases, maps, guides to floraand fauna, and the basic sciences.
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8. The Globe: Resting on a pedestal in the center of the Reference wing,
the 10" diameter globe of Kultheais abeautiful and striking work. Itisa
contour globe, showing relative mountain heights, though the oceans are
not detailed, appearing as smooth azure plains. The entire eastern hemi-
sphere is blank: the unknown side is a mystery (officially) even to the
Scribes of Nomikos.

GM Note: Of course, if the GM has already mapped out the other

hemisphere with a design of his own, he should feel free to have it

displayed on the globe if he chooses.
9. ScrollsStacks(Public Collection). Thewallsof thiswingarelinedwith
thousands of diamond-shaped cubby-holes, each contai ning about adozen
scrolls. Most are simply rolled and tied with a labelling ribbon, not
valuable or fragile enough to demand a protective tube. Each hole is
numbered to make finding a specific slot easier. The scrolls are usually
arcane texts of literature, poetry and the like.
10. ManuscriptsStacks(Public Collection). Manuscriptsaretextsbound
into books. Some stand on end on the shelves but most must lie flat in
individual nooks. Each is labelled like the scroll niches. Histories,
religious texts and language transcription manuscripts are most often
found here.

11. Reading Areas. Tables are scattered all over the hall for the
convenience of guests.

UNDERGROUND
12. Foyer. Thiscircular chamber is open to the vast hall above. Twelve
columns support the ceiling around the perimeter.
13. Resear ch Collection Desk. Thisdesk servestwo purposes: it prevents
unattended researches from venturing into the stacks and isthe location of
the catalog for the research collection.

14. Workshop Entrance. This metal door is locked and guarded by
Changramai warriors. Beyond, a stairway leads down towards the work-
shops.

15. Special Collection Desk. Controlling access to the Specia Collec-
tions, this desk also has a catalog of plates referencing the collection.
16. Office of the Assistant Chief Scribe.

17. Office of the Associate Chief Scribe.

18. Office of the Chief Scribe. Director of the Entire complex, Chief
Scribe Niros has amodest office, though furnished in anumber of unique
antiquities.

19. Lounge. Thisroom haslarge windows providing aview of the ocean
below.

20. Special Collection. Doors to this room are sealed; the atmosphere is
carefully controlled by methods only guessed at today. Should the
marvel ous machineswhich maintain these control sever break down, there
would be no known way to repair them. The gasketed door panels glide
open upon approach and close after one passes. The room is lined with
specia vaultswhichfill withaneutral gaswhen sealed to prevent thedecay
of the manuscript. Some of these documents are even enshrined under
glass so that they can be viewed without removal from their vault. Access
to these documents is very tightly controlled, each vault having alock.
21. Carrels. A circle of niches rings this chamber; private rooms for
serious researchersto utilize.

22. Research Callection: Scrolls. More carefully stored than the scrolls
upstairs, these usually have their own protective tube.

23. Research Collection: Manuscripts. These tomes are often held in
custom-fitted boxes or other protective casings. They are rare and often
originals or especially valued copies.

24. Carrels. as#19.

25. Workshop. Thistwo-story studio is where the many skilled scribes
copy manuscripts to replace those too worn for public use.

RULES OF THE LIBRARY

GM Note: for those who may not have the Shadow World Master
Atlas, the rules of Nomikos Library are reprinted below.

When oneentersthecomplex, hemust sign acontract agreeing to abide
by the rules of the Library:

1. To pay 1 gold piece per day in the complex plus surchargesif using
the special collections.

2. To pay repair fees as set by the Library for unintentional damage to
books.

3. To pay fines set by the Library if caught attempting to deface,
disassemble or steal abook.

4. To follow without question instructions from any Library official,
including Security personnel.

Although book access varies depending on the collection, no book is
ever allowed outsideof thecomplex. Therearereadingand copyingcarrels
availablefor storage of booksto those making extended visits— sleeping
rooms are available for rent, but the rule barring removal of books is
absolute. Patrons caught trying to smuggle books out of the library are
severely fined and permanently barred from the library. Changramai
warriors — fearsome experts at unarmed combat — guard the exitsto the
Library. Itissaid that they can seethingsinvisible and know aliar by his
voice. They are not to be trifled with.

THE COLLECTIONS
Thelibrary ismadeup of threebasic parts: Public Collection, Research
Collection, and Special Collection.

Public Coallection: The largest of the collections in sheer number of
volumes, it is designed for public consumption. This contains language
trandations, mapsof variousareasof theknownworld (GM discretion how
much of thisisto berevealed), and histories. Several copies of each book
are available, and books may be ‘ checked out’ to the reading areas for as
long asamonthfor study and copying. Noneof theworksinthiscollection
isan original; time and the ravages of a corrosive atmosphere would have
long ago rendered them to dust. Instead, these manuscripts are constantly
being copied and recopied so that there are volumes available for use.

Resear ch Collection: Only scholarswith approved research proposalsare
permitted in the research library (though admittanceis not difficult, there
isa 10-day waiting period). Many rare and original manuscripts are kept
within the research complex, and there is a copying service available
should aresearcher need accessto passages of manuscriptsfor an extended
period of time.

Special Collection: The most closely guarded collection, only those with
permission of the Librarian may have accessto its books. No one but the
Scribes are actually allowed into the stacks; researchers consult a catalog
of books, select what they desire, and scribe-assistantsgather thematerials.
All Special Collectionbooksareviewedin specia cubicles, under theclose
scrutiny of a Scribe.

THE SCRIBES

TheLibrary isstaffed and maintained by alargeforce of Scribes: men
who have been drawn to Nomikos because of its mystique and the chance
to be near some of the most famous texts in the world.

Young scribe acolytes rarely get near the objects of their interest,
however, astheLibrary hasmany more mundanedemands. Thereisastaff
to cook and perform the most menial tasks, but it is scribeswho do skilled
repairs to the buildings and much of the gardening. All take classes,
however, so the life of even the youngest scribe involves learning and
study.

More advanced scribes — especially those who show an aptitude for
writing — aretrained in the copying of manuscripts. Those with aknack
for languages are educated in trandations. The library maintains a
communal environment and everyone does some manual |abor, arulethat
keeps the staff in shape as well.

Scribes wear long, flowing, creme-colored robes with hoods while
indoors, practical tunics and pants while performing manual chores.
Ornate amul ets proclaim the status of senior scribes, asdoesthe number of
keys hung on the rope belt.
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Nomikos, while a serious, academic environment, is not ascetic.
Y oung scribesareencouraged to play gamesand vent their energiesduring
freetime, and such factorsashaircut and clothing when not at work or class
arenot closely controlled. Oneday per week (in shifts) scribesareallowed
toleave the complex and enjoy themselvesin the Port of Ormian below —
where they often squander their small allowances on drink and women.

THE CHANGRAMAI WARRIORS

Nomikos is the largest customer of this quixotic organization. The
Changramai monastery isan ascetic order of monks, trained from infancy
inthemost advanced techniques of unarmed combat. Itiswell-known that
Changramai monkscan catcharrows, runonwalls, leapincredibleheights,
punch through stone walls, and defeat half a dozen well-armed foes
simultaneously withtheir barehands. What makesthisgroup evenstranger
however, is the fact that the order ‘rents’ its members as mercenary
bodyguards. They don’t normally hireout for actual military service (they
aretoo expensive and that is not their best purpose) but work as ‘ security’
in places such as Nomikos.

The Changramai have their own compound at the library where they
practiceand live. They are very seriousto the point of being aloof and do
not interact socially with the scribes. They never visit the Port of Ormian.

Changramai monkswear simplewhitetunicsand pantsand areusually
barefoot. They all haveblack or gold metal wristbandsbut littleelseinthe
way of jewelry. Incold weather they donlong, black hooded robesand soft
boots.

3*GRYPHON COLLEGE

A small monastery and center of learning in northern Rhakhaan,
Gryphon College is more than it seems. Within itstall granite walls the
College holds a secret from the past.

GROUNDS LAYOUT

TheCollegeissituatedinasmall, secluded valley on asteepriverbank.
Most of the outer grounds are wooded, and to the unwelcome they bear a
shadowy, threatening appearance (the work of the Gryphon Helm). The
central grounds are surrounded by a 10" high wall of fieldstone; there are
two gates.

1. Main Gate. Flanked by a pair of 15' tall stone pillars, the gate is
surmounted by awrought-iron arch. Great stone gryphons crouch on top
of either pillar. The doorsthemselves are large and wooden, thick planks
bound by heavy iron straps. They arenormally closed, with accessgranted
individuals through a smaller inset door.

2. Wall. Fieldstone Wall. Of fairly rough construction, the wall is
neverthelessthick and sturdy. It averages 10" high and threefeet thick. The
topisalso crowned by arow of outward-curving spikes— arather vicious
and uninviting sight.

3. Pond. A small, artificial poal, it iskept stocked with fish from theriver
and doubles as a backup water supply. It is much deeper than it looks.
4. River. CalledtheRyanna, itisonly about 150" wide, but isdeep and has
aswift current.

5.Herb Garden. Zaris' gardenisher prideand joy — and one of the most
impressive collections of live healing herbs in the continent. The wall
around the garden isslightly higher and the barbed top ismoreforbidding.
6. Dining Hall. Three stories high (like most of the structures here) it
contains the central gathering hall and support facilities.

7. Grand Hall. The entrance hall and library.
8. Magician’sHall. Devoted mainly to magical studiesand staff quarters.

9. Academic Hall. The lower floor is classrooms, the upper floors are
dormitories.

10. The Tower. Students are not permitted in the tower except to pass
along the connecting passage on thefirst floor. It presentsan enigmaeven
to most of the residents of the College. The upper floors especialy have
a purpose most mysterious and almost sinister. The observant and
architecturally knowledgeable might notice that the tower is older and of
adightly different stylethantherest of the College. Indeed, it predatesthe
other buildings by more than 1,000 years.

11. River Gate. A small gateopening onto anarrow stair cut out of therock
shore, it leads down to a hidden quay.

BUILDING LAYOUT

Gryphon Collegeis avery old complex built of sturdy materials and
skillfully constructed. Itisconstantly being refurbished and repaired, sois
well-maintained. No sign of decay or dilapidation is evident, though the
structures are clearly aged. Ivy covers somewalls, and the outside stone
isstainedwith age. Theroof edgesof all thebuildingssport alargenumber
of fanciful gargoyles.

All windows are superbly crafted, and many have a multitude of fit
paneswith afew colored onesin the center of thewindow. The observant
may notice that shutters on the outward facing windows are particularly
heavy and areinfact faced with heavy steel panels. They can makeavery
effective defense.

GRounD FLooRr
1. Main Doors. Doorsof oak panelswith beautiful carvinginside and out,
these doors can be bolted in place.
2. Foyer. Thistwo story room hasabal cony running the upstairsperimeter.
Eight grey marble columnsrun up both levelsto the ceiling. A very large
stai ned-glass window depicting agryphon rampant dominatesthefar wall
at the first stair landing.
3. Collegium Meeting Chambers. The seven who make policy for the
College and coordinate its actions against the Unlife meet here in this
especially protected chamber.
4. Chancdllor’s Office. As First Speaker of the Collegium, Zarisis aso
Chancellor. Her simply furnished office overlooks her beloved Herb
Garden.
5. Garden Office. More of asmall nursery than an office, thisroom holds
gardening supplies, asmall desk for keeping horticultural records, and a
number of fragile cuttings and sprouts.
6. Student Lounge. A comfortableif dightly ‘worn’ room, itisafavorite
gathering place for studentsto talk and play games.
7. Dining Hall. Three stories high, this great hall is the one room where
theentireschool can meet. Thenorthwall hasthree stained-glasswindows
while the south wall sports a great bay window overlooking the garden.
8.Kitchens. A narrow stair leadsundergroundtotheicehouse, cellars, and
pantry.
9. Passage. Worthy of note because of its very thick walls and the firing
ditsalong theriver side.
10. Tower Passage. A cave-like curving hall connectsthe Dining Hall to
the Academic Hall.
11. Armory. A dark storageroom, thearmory isatreasure-trove of ancient
(must mostly unremarkable) weaponsand armor. The door to the Armory
is kept locked, Hard to pick.
12. Stairs. Leading to the next tower level. The door to this stairway is
particularly sturdy and is locked, Extremely Hard to pick (only the
Collegium members have keys).
13. School Garden. A cool, quiet courtyard, thisenclosed areafeaturesa
few birches and poplars, and a variety of shade-loving flowers.
14.-17. Classr ooms.
18. Laboratory. Chemical and Alchemical experiments are performed
here. It seems that smoke rolls out of the windows more often than not.
19. Storage. Chemicals and various materials are kept here.
20. Chief Alchemist’s Office.
21. Classroom.
22. Classroom.
23.-25. Magical Study Rooms.
26. West Courtyard. Often the site of an impromptu outdoor game or a
lecture moved outside, this grassy siteisrarely empty.
27. Administration. The record-keeping for the College is done here.
28.-30. Professors' Quarters.
31. Formal Courtyard. Manicured hedges and carefully laid-out flower
beds combine with scul pture, benches and asmall fountain to makethisa
serene place.
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Seconp FLoor
32.Balcony. Running along either sideof thehall, it connectsthegreat stair
to the side rooms.

33. Professors’ Drawing Room. A lounge and work areasfor the Profes-
sorsliving in this building.
34.-36. Professors’ Quarters.

37.Library. Thelibrary of Gryphon Collegeisextensiveinitsfieldsand
one of thefinest in Jaiman. It takes up the 2nd and 3rd floors of thiswing
of the building.

38.-39. Reading Rooms. Alsolibrary annexes, theseroomsarefilled with
comfortable furnishings and desks for study.

40. Servants Quarters. Directly above the kitchens, these rooms are
comfortable quarters for the cooks and maids of the school.

41. Passage. Thiscorridor, lit ontheeast by arrow dlits, seemsto beadead
end, but there is actually a secret door (Very Hard to locate) at the tower
end, behind whichisaheavily reinforced steel door, locked and Extremely
Hard to pick. Beyond isthetower corridor, windowless, with adead end
totheleft andtotheright. Theinner wall hasanother secret door, however,
Sheer Folly to locate, with another steel door with two locks, each Sheer
Folly to pick. Only Zaris, Alarin and Selena have keys to this door.

42.1larsir Chamber. Thereasonfor thesecurity isthegreat crystallineorb
resting in the center of this chamber. It is a Master Orb of Tethior's
powerful seeing stones. Five feet in diameter, it rests on acircular stone
tableand shimmerswithascintillatinginner glow. Threethrone-likechairs
sit around the table. Part I X, Section 3 details the powers of the Ilarsiri.
43. Landing. Stairslead upand downfromthissmall landing. Thepassage
connections, doors, etc., from the north passage are identica to those
described in #41.

44, Cover ed Passage. Running abovetheopenloggiaonthefirstfloor, this
glass-walled corridor connects the wings of the academic building.
45.-48. Y outh Dormitory. Thevast mgjority of the 150 or so students at
the College are young men aged 16-25. Most of them are lodged in this
suite of rooms. Actually somewhat more divided than shown here, they
still generally have 4-8 youths per room.

49. Boys Dormitory. A few younger (and particularly gifted) students,
generally aged 8 through 16, attend the College. they reside in this large
room. Currently there are 30 enrolled.

50. Bath Facilities. Asadvanced asany on Jaiman, therearebathswith hot
running water (cisternsunderground keep it hot through unknown means).
51. Reading Room. A quiet areafor study.

52. Women's Dormitory. A few independent and gifted women (cur-
rently 12) come to Gryphon College to study; they have their own
dormitory here.

53. Dormitory Proctor’ sRoom. A generally thanklessjob, the Proctor is
responsible for maintaining order on hisfloor in the adjacent Dormitory.
54.-56. Professor's Quarters.

THIRD FLOOR
57.-59. Guest Quarters.
60. Library. On thisupper level thelibrary isjust abalcony running the
perimeter of theroom, necessary to get at the upper sections of books and
scrolls. It is connected to the second floor by iron spiral staircases.
61. Reading Room.
62. M eeting Room.
63. Guard Quarters.
64. Tower Passage. A seriesof doorsand lockssimilar to #41 exists here,
except that therearefiring ditsalong theriver wall, and thewestern portion
of the tower passage is open to guard traffic. The stairslead up from here
to the balcony.
65. Tactical Room. Thischamber isdominated by alargeroundtable. A
number of maps of Jaiman and various smaller regions cover the walls.
66. Secr et Door . Extremely Hard to detect, it connectsthishall tothestairs
going down.
67.-68. Exclusive Dormitory. For older students, these chambersarethe
most private, housing only about 20 in single and double rooms.

69.-71. Dor mitories. Theremainder of the‘ upper-class' 16-25 year-olds
livein these rooms, slightly more private (2-4 per room) than downstairs.
72. Bath Facilities.

73. Reading Room.

74. Student L ounge.

75. Proctor’sQuarters. As#53.

76.-78. Professors Quarters.

79. Professors’ Drawing Room. As#33

80.-82. Professors Quarters.

Tower LEVEL 4
83. Spiral Stair. Connects the Tactical Room below to the upper floors.
Thereis also adoor onto the bal cony, allowing those not admitted to the
inner, lower levels (such as the Gryphons) to reach the upper levels.

84. Balcony. Note the stairway which connects the outer passage of the
lower levelsto this one.

85. Sitting Room. An elegant room shared by Zaris and Selena.

86. Selena’s Quarters. Like Selena, the rooms are filled with light, pale
things. Diaphanous curtains surround the bed.

87.Zaris Quarters. Feminineyet not flamboyant, Zaris' personal rooms
have afeel of understated elegance.

88. Vault. A small number of magical items are kept here for safekeeping
— including the Gryphon Crown.

Tower LEVEL 5
89. Belfry. Thislarge chamber is actually two levels, the upper one being
aring of loftsaround the perimeter: quartersfor thefourteengryphons. The
lower level istaken up by theflying apparatus storage and other equipment.
Six tall windows look out over the countryside; they are almost always
closed. At night theeastern onesarethrown open andtheflying eyesof the
Gryphon swoop away to gain knowledge for their mistress.

Tower LEVEL 6
90. Alarin’s Quarters. A small room off the observatory, Alarin’sroom
is office and quarters, al cluttered.

91. Observatory. The conical, copper-sheathed top of the tower rotates,
and a section of it can be opened to allow Alarin’s large tel escope to peer
into the heavens.

ﬁ Tower Level 6
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4« TOWER OF YARTHRAAK

Thiscitadel isone of six holds, each thefastness of aPriest Arnak (see
Part VV for more on the Priests Arnak). Located at the tip of a peninsula
about 50 miles west of Cynar, the tower holds a commanding position in
theinner Ulor Bay.

The tower ‘complex’ actually consists of the tower itself on a rock
outcropping, and a secret warren of caves hidden in the cliffs on the
mainland. The main garrison of Y arthraak isin these caves: hundreds of
Lugroki ready to serve the will of the High Priest. Normally these foul
creaturesare out of sight, sothat Y arthraak maintainsat least athin veneer
of respectability.

THE TOWER

TheTower of Y arthraak hasstood almost sincethebeginning of theevil
cult, having been constructed by the will of the High Priest through the
power of the Ring. But no army or corps of engineers built thisterrifying
citadel. Instead, the Priest enlisted the creatures of the seato rise up and
apply themselves to building his tower. The result is a strange, organic
structure, constantly being reinforced, alivewith numberlessanimal sof the
sea. Mindlessly they serve adark master.

GENERAL NOTES

Asnoted above, the Tower isactually ‘aive’, consisting of avariety of
corals and other sea creatures under the control of the Ring of Y arthraak.
It has been fashioned out of coralsand shell, jagged and treacherous on the
outside. Butinsideitissmoothed and finished by the secretionsof theslug-
like Murli, whose slime trails harden to a surprisingly beautiful pearly
sheen. Murli are always dlithering about the tower, unheeded by the
inhabitants as they build layer on layer of coating. All through the tower
thereisan ‘organic’ feel. No room issymmetrical, vaults and arches are
uneven and have spine-like ridges, and many surfaces are glistening wet.

Doorsin Yarthraak are no less unique — and disturbing — than the
walls. They fal into two basic categories, the more common ‘shell’ door,
actually aroughly oval fan-shaped panel which fits snugly into a frame.
The door has aclamshell hinge and is either simply pushed open, or from
theother sidethereisalargebarnacle-likeprotrusionfor pulling. Theother
door type spans larger areas and is only used in afew locations. It is an
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orifice of particularly disturbing appearance. Oval in shape, when openit
is about 20 feet wide and ten feet high, looking like apurplish ring inside
the door frame. It iswrinkled and covered with bumpy short protrusions.
To close, the door contracts a network of long muscles and the ring
stretches. Like the pupil of an eye, it contracts (accompanied by an
unpleasant squishing sound) and makes a perfect seal in the center. The
door isvery strong and resilient. It will only open or close for someone
wearing aRing of Y arthraak (the Priests, in other words).

Accessto thetower isover along, slender bridge which connectsit to
themainland. after arriving at the tower island, one can turn left and take
the spiral path down to the sea, or turn right and, after travelling a quarter
of the way around the tower, arrive at the entrance.

ENTRY LEVEL
1. Main Gate. A particularly large and strong version of the' Orifice’ door
isthe outer defense of thetower. Asnoted above, it can only be opened by
the will of awearer of aPriest Ring.

2.FiringCorridor. Tenfeetwideand 20' long, thisareaisusedto contain
‘guests’. Should they be deemed unwelcome, guardsin rooms 18 and 19
fire on them through narrow dlits.

3. Foyer. An odd shaped chamber, this room is dominated by a free-
standing staircase. The center of the room is open above and below,
alowing light to enter from the roof skylight.

4, Stair. Thisstair has an ailmost fluid look. There isno railing and the
surface is very smooth, so care must be taken.

5. Orifice. Another large ‘door’ opens into the High Priest’s Audience
Chamber.

6. Audience Chamber. An ova room 80 across the longer diameter, this
hall has an arched ceiling which risesto thirty feet at the apex.

7. Throne. A low, simple chair, the throneis alarge clamshell flat on a
pedestal. On either side are low columns of coral which are luminous at
night.

8. Window. Thislarge, roughly circular window is similar in concept to
a stained-glass window, except that it is made of organic translucent
materials. Many of the panesaretransparent, affording aview of thebridge
and mainland beyond.

TOWER OF YARTHRAAK
ENTRY LEVEL

0 50
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TOWER OF YARTHRAAK
LEVELS 2,3

LEVEL 2

0 20" 40

9. Sitting Room.

10-14. Priest Quarters. Spartanrooms, thesehol dlittlemorethan cotsand
small wardrobes.

15-16. Guard Quarters. These are simple but comfortable roomsfor the
Priest’ shuman garrison. Thereareonly adozen; they aremore of afacade
than an effective guard force.

17. Guard Mess.

18-19. Guard Room. These rooms flank the entry corridor and have
narrow firing slits as well. Unwary (and unwanted) visitors can thus be
quickly dispatched.

20. Preparation Room. Thisisarobing room for the High Priest, where
he preen himself before important audiences.

21. Office. The Priest’s ‘public’ office, more a place for show than real
work. He holds more intimate interviews here.

Lever Two

22. Temple. This chamber isasmall temple to Karaktus, dark god of the

seas. Karaktusisavengeful and demanding god, and human sacrifice is

sometimes required for rituals here.

23. Holding Room. Where unfortunate victims-to-be are kept prior to

ceremonies.

24. Armory. A small arsenal of weaponry designed for humans or Elves

isstored here.

25. Upper treasury. Thisroom islocked, Extremely Hard to enter, and

holds a fortune as well as variety of interesting baubles — including the

Sea-drake pendant. Located in ahidden wall panel (Very Hard to locate)

the pendant is inside a black wood box which is trapped: a needle tipped

with deadly Gaggur (SeeInhabitants Guide, p 18; instant Death, level 10).

The trap is Hard to detect and disarm. Other itemsin the room:

* Bracelets. Of goldwith beryl inlays, both must beworn, oneoneachwrist.
Designed for a Martia Artist, they add +20 to all Striking attacks and
double hitsdelivered. [+2to OCV, +3 Damage classes for hand-to-hand
attacks.]

« Rings. Two silver ringsof differing sizes, they must beworn ontheindex
and third fingers of the same hand. Together they fire Shock Bolts, no
preparation needed, x3 hits, unlimited usage. [Fires 6d6 Energy Blast
(electricity) at no endurance cost.]

* Boots. Fit ahuman size 9. These soft leather boots allow the wearer to
walk atightrope without trouble, to leave no tracks, and even to run on
powdery snow without sinking.

« Amulet. A gold chain holds a large blue gem. The amulet allows the
wearer to breathe underwater, and swim at up to 25 mph, all without
getting wet. [Life support (5 pts.), +6 swimming.]

« Cash. Three chests contain this combined wealth: 200,000 gold, pieces
30,000 silver pieces.

* Gems. A small, finely crafted chest contains several traysand — in the
bottom, anumber of pouchesfilled with cut and uncut gems. Of note: a
2,000 gp diamond, a1,300 gp ruby, three matched emeraldsworth 3,000
gptogether (750 each separate), and a5,000gpyellow diamond. Therest
are worth 4,000 gp total.

26. Robing Room. Thisis a preparation chamber for priestsinvolved in

rituals.

LeveL THREE
27. Library. The Priest’s personal collection, it contains many texts on
Dark Essence and Channeling, and referencesto the Six Crowns, lineages
of the U-Lyshak ruling family.
28. Reading Room. A smaller room with comfortable furnishings.
29. Storage.
30. Laboratory. The Priest conducts anumber of chemical, medical, and
magical experimentshere. Someof theintended sacrificesto Karaktusfind
themselvesin here first.
31. Guest Quarters. Therareovernight visitor to Y arthraak istreated to
luxurious though somewhat disturbingly organic accommodations.

TOWER OF YARTHRAAK
LEVELS 4,5

LEVEL 4

0 20" 40
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TOWER OF YARTHRAAK
SUBLEVELS

SUBLEVEL 1

0 50

45. Holding Célls. The Yarthraak prison, where special ‘guests’ of the
High Priest await interviews.

46. Stair to Sub-level Two.

SuB-LEVEL Two

47. Caveof the Beast. Thiscreature makesitshomeinthisgrotto. It has
arudimentary intelligence and isbound to the will of the High Priest. Itis
related to the sea-drake, though thisbeast haslegs, itismore of aserpent-
like creature, dripping with afoul slime and possessing a prehensile tail
(whichit sometimesusestograspitsprey). ThePriestwill sometimessend
prisonerswho have outlived their usefulnessdown here, but when they are
unavailable, he sacrifices one of the Lugrék horde so the beast may have
asnack.

48. Ship Grotto. Thislargecaveishalf-full of water, deepenoughtoallow
small shipsto enter. The Priest of Y arthraak has two such craft — swift
sailing vessels — available for errands or his own seaward journeys.

49. Dock. A stone projectioninto thewater allowsthe mooring of to ships.

50. Sea-gate. Thistall opening allowsthe shipsto passintothesea. Itis
flanked on the outside by a projecting reef, preventing strong ocean
currents from buffeting a ship as it leaves or enters. A portcullis of
unrusting black alloy can be lowered across the opening to prevent
unauthorized entry or exit of craft — though the mesh islarge enough for
aman to swim through.

THE CAVES

Inadditiontothetower itself, thereisamazeof cavernsonthemainland
sidewhereresidesahorde of Lugrdki. They also have accessto the tower
viaasecret passage in the bridge (under the main walk on thetop). There
they go down the cliff-side ramp and enter the tower through the cave on
Sub-level One.

LeveL Four
32. Bedroom. Thisroom isdominated by alarge oval be set into ahuge
clam shell.
33. Private Study. A small chamber packed with bulky, comfortable ( if
somewhat twisted in appearance) furniture.
34. Dressing Room. Lined with wardrobes and filled with bathing
facilities, thisis a posh chamber.
35. Servants Quarters. The Priest hasthree personal aides alwaysat his
cal.
36. Sitting Room. The High Priest’s sitting room is rather formal and
elegant. He sees his lieutenants and other favored staff here when it is
inconvenient to have a more formal meeting.

LeveL Five
37. Roof. A narrow open spaceisthe end of thetwisting stairway. Three
small doors open onto a variety of odd rooms.
38. Belfry. The Priest keeps asmall eyrie of sea-hawks here, trained to
carry messagesto Ulor.
39-41. Observation Rooms. Each room has achair which looks out of a
small window over the sea.
42. Teleport Room. Thisroom islocked, Very Hard to open. The floor
iscovered with arcane symbols. It isthe safelocation for the High Priests
Returning and Teleportation abilities.

Sus-LEVEL ONE
Thislevel and the one below are carved out of therock of thecliff. The
haveacharacter similar toanatural cavecomplex, except wherethenatural
cave openings have been altered to suit the needs of the Priest.
43. Interviewing Chamber. The Priest’ s well-equipped torture chamber
isany prisoner’sundoing. Few come out alive, non unchanged.

44, Lugrdki Chamber. A staging areafor Lugroki warriors.

SUBLEVEL 2
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5«THE CITADEL OF THE
DRAGONLORD

Uronthis Kalthul, the Claw of the Dragon, lies in the far north of
Jaiman, sheltered in adeeply-clovenvale. Thissprawling citadel complex
is home of Sulthon Ni’ shaang, one of the six Dragonlords of Kulthea.

AREA MAP

The citadel of the Dragonlord was carved out of avein of adamantine
slag inamountain of ash. Above and behind theholdisan activevolcano,
constantly belching forth soot, ash, and boiling rock. Sulthon has caused
two of therivers of fire to pour down the cliff-sides and rejoin in front of
his fortress, forming a moat of molten rock. Two iron bridges span the
rivers (because of the fluctuating lava, usually one is under repair).

THE OVERALL PLAN

The general design of the Claw of the Dragon is just that: a massive
structure built on the side of asheer cliff with several claw-like buttresses
arching away to theplain below. Like clawsreaching out to thelands and
drawing them in under the power of the Dragonlord, Uronthis Kalthul
extends out onto the steaming plain.

Where some holds are elegant and imposing through the majesty of
their architecture, the Claw of the Dragonisterrifyinginitssheer massand
impossibledesign. Thejoininglavariversontheplainilluminatetheclaw
withaneeriepulsing crimsonlight. Andfromthepalmof theclaw, ahellish
green glow oozes out along the claws even as the Dragonlord's evil
Skyriders and swarms of Tia Bats emerge from their staging area.

In addition to the main gate, there are four passages which wind down
the huge stone claws to reinforced gates at the very tips. Thus can the
Lugroki swarm out of these secret tunnels to surround ‘ guests'.

Marching up from the clawed lower portion of the Fortressare aseries
of curving balconies, and finally a circular tower.
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In appearance the stone of the stronghold isaglistening, glassy stone,
roughly hewn but impossible to damage with normal weapons or even
lesser spells. The stoneissometimesjoined with armor plating by massive
rivetsand bolts. Thereisnowoodinthiscitadel, no carpetscover thefloors
exceptinavery few chambers. Itisaharsh, unyielding castle showing no
subtlety.

All doors (unless mentioned otherwise) are steel, reinforced panels
withlargehinges. Thedoorsinthetower havelocks, Mediumto pick, while
the doors on the lower levels have no locks.

Thisis only the visible portion of the castle, however. Many tunnels
twist downward and back into the mountains leading to a maze of caves.
TherearealsothelL ower Halls(described bel ow) thedungeonsof Uronthis
Kalthul. Whilethedungeonsof the Dragonl ord do not necessarily connote
theotherworldly terror of astay with Priestsof theUnlife, theDragonlord’s
hospitality is not to be underestimated.

THE MAIN STRUCTURE

This is the above-ground portion of the fortress, including the great
claw-shaped base and the tower built upon the mountainside.

GROUND LEVEL
1. Claw Stairs. Thesecurling stairways areten feet wideand can allow a
significant number of Lugrdk warriors to rush ut onto the plain in a short
period of time. Built into the hollow digits of the claw, they areiron with
additional reinforcing.
2. Main Gate. A pair of 90 foot tall arched doors of steel bar the way to
unwanted intruders. They swingoutward ongreat hingesand canbebarred
and bolted into place from within.
3. Defense Towers. Flanking the doors are apair of towers built into the
side of thewall. Each has anarrow stair and severa narrow firing dlits.
4. Guardrooms. Stations for Lugroki on duty, these rooms are usually
manned by ten guards each. Note the connection to the Defense Towers.

5. Armories. Storage areas for supplementary weaponry.

CITADEL OF THE DRAGONLORD
GROUND LEVEL

100’
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6. Passages to Lugroki Caves. These winding tunnels burrow deep
beneath the mountain to the residences and breeding pits of thousands of
Lugrok warriors. They are closed by huge stone slabs which operate on
a counterbalance, lowering along iron tracks into place. The counterbal-
ances can be detached, leaving the doors as immovabl e stone blocks.

7. Foyer and Staging Area. This chamber isfloored with black marble
and lit by dozens of torches. Normally empty, it can serve asa'reception
room’ or asastaging areafor aLugrok foray.

8. Grand Staircase. A curving stair of iron with an ornate (if contorted)
railing, thisdouble stair sweeps up to meet abal cony which circumscribes
the Foyer. It also connectsto abalcony which runs across the back of the
Throne Room. Note the central portion of the staircase which leads down
under the Throne Room. This connects to the Lower Halls.

9. Stairways. These enclosed stairs connect to the upper levels of the
citadel. They can be sedled by reinforced stedl doorswith Very Hard to
pick locks.

10. ThroneRoom. Withitshigh, vaulted roof and smouldering fire-pots,
thissmoky chamber isabarbaric seat of power. Thethroneisset onathree-
step dias and its canopy isamassive iron dragon’s head (even the daisis
made to look like the lower jaw, with protruding tongue and tall red laen
fangs sicking up on either side).

Seconp LEVEL
11. Stairsto Claw Tips. The upper portion of the claw stairs, these open
into alarge, odd-shaped hall which connects directly to more tunnels.
12. Tunnelsto Lugrdki Caves. Likethetunnels mentioned above, these
passages lead into the warrens of the Lugrék warriors.
13.Belfry. A largehomefor several hundred TiaBats, thisbelfry holdsthe
Dragonlords ‘ pets’, which serve as spies and messengers.
14. DepartureBay. A large, odd-shaped holein thefloor provides egress
for the bat messengers and Skyriders. The larger beasts need only drop
through the hole and glide away.

15. Staging Area. Thishigh-ceilinged chamber has storage for the gartyl
saddles and other skyrider equipment. Riders saddle their mounts and
proceed to the departure bay.

16. Passageto Gartyl Nests. Thislargetunnel allowsthe gartyl and their
ridersto passfromthenest areaseveral hundred feet to the southwest tothe
departurebay. Gartyl returning from aflight enter hereviaacave entrance
high on the cliff-side.

17. Stairs. To the levels above and below.

THIRD LEVEL
18. Stairs. Tothelevelsbelow.
19. Servants Quarters. Sulthon’s human kitchen slaves reside here.

20. Drawing Room. An elegantly (if somewhat barbaric) furnished
chamber.

21. Grand Dining Hall. Thislarge, vaulted room has seating for fifty at
the main table.

22. Kitchens.

23. Gallery. A number of strange, contorted scul pturesfind ahomeinthis
dim chamber.

24. Hall. A simple corridor connects the central tower stairwell to these
surrounding rooms.

25. Stairwell. This spiral stair connects all the tower levels. A series of
lamps hang on chins down the center to provide light.

26. Warden's Office. The Warden of the Tower, aDark EIf, coordinates
his duties from this shadowy room.

27. Warden’s Sitting Room.
28. Warden’s Quarters.

29. Game Room.

30. Library.

31. Map Room.

32. Captain’s Office. The Captain of the Skyriders operates from this
room.
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33. Captain’s Sitting Room.
34. Captain’s Quarters.
35.Balcony. Thisvast expanseof stoneissurrounded by alowwall. About

400" above the tortured plain, it provides a panoramic view of this
wasteland.

FOURTH LEVEL
Thislevel isactually the base of the Tower and surrounding balcony.

36. Guard Station. Two garrison guards are on duty at all times.

37.Lord Sorcerer’sSitting Room. The officeand receiving room of one
of the Dragonlord’ s two most trusted advisors: Korgu Varch.

38. Lord Sorcerer’sBedroom. Varch's quarters are garishly opulent.

39. Lord Magician’s Sitting Room. The other advisor, Laranis, is more
subtlein word and taste.

40. Lord Magician’s Bedroom. Laranis' private chambers are comfort-
able but not ostentatious.

41. Guard Station. As#36.

42. Council Chamber. Anoval table of adamantine black stone seats 12.
It isthe Dragonlord’' s war council and conference room.

43. Balcony.

FiFTH LEVEL
44. Guardroom. Four of the Dragonlord's Personal bodyguard are
stationed here.

45, Sulthon Ni’shaang's Sitting Room.
46. Closet.

47. Sulthon Ni’ shaang’ s Bedr oom. Barbarically furnished with fursand
hideous trophies.

48. Anteroom.

49. Guard Quarters. Twenty of the Dragonlord's Personal Bodyguard
live here.

50. Guard Armory.

51.Main Vault. Thedoor islocked, Very Hardto pick. Only Sulthonand
the Guard Captain have keys. Severa chestssit about theroom filled with
cash, gems, and jewelry worth more than a million in gold.

52.1nner Vaults. Guarded by asecret door (Very Hard to detect) thisvault
aso hasasteel door withthreelocks. Thefirstismerely Hard to open, the
second Very Hard, the third is Extremely Hard and Trapped (the trap
incidentally is Very Hard to detect, and delivers a point-blank x4 +30
Firebolt to whoever istrying to pick the lock). [4d6 Ranged Killing attack
(energy) at OCV 12.] Insideisthe Dragonlord’ streasure-trove. Centrally
located on a fine marble pedestal is the Sea-drake crown, glittering on a
cushion. Other treasuresinclude:

 Sword. A bastard sword of superior workmanship, it is also Of Saying
Goblins and Lugréki. +20 to hit. [[+2 to OCV, +3d6k vs. goblins &
Lugroki.]

« Saff of Light. This powerful item has been kept here for centuries. Of
clear laen yet nearly weightless, this staff has constant flickers of light
dancing inside of it (a disadvantage, these are rather visible in the dark
and cannot be muted). Of Essence, it protects the holder from all
electricity and light attacks, and enable him to cast 30 pts of spellsfrom
the Light Law list per day (except Shade, Dark, and Utterdark). It is
additionally a+5 Essaence PP enhancer. [+30 ED vs. Electrical or Light-
based attacks. 5 pts. flash defense. May cast up to 200 active points of
spellg/day which are light-based (although no one spell can exceed 70
active points).]

 Ring. When worn, the wearer isimmediately invisible, silent, undetect-
ableby smell or any magical means. Unfortunately, heisalsoblind, deaf,
and cannot cast any spell until theringisremoved (any spellscast before
puttingtheringonarecancelled). [Grantsinvisibility toall formsof sight,
aswell assound and smell. +30 Defensefor purposesof avoidingmagical
or mental detection.] He has his sense of touch, however.

« Gauntlet. A large, bulky item of steel mesh and plate, it allowsthewearer
topunchasa+10mace. Alas, it doesnot work asamartial artskata. [+1
to OCV, +2 damage classes to punch.]

* Helm: For the vain, it isinvisible when worn.
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CITADEL OF THE DRAGONLORD
LEVELS 4,5, 6

FourTH LEVEL

SixTH LEVEL

FirrH LEVEL

* Power Ram. An ancient item of the Altha, this curious device lookslike
aheavy, elaborate magical rod. (Actually aBlast Rifle, use appropriate
tablesfrom SpaceMaster if available; otherwiseuse 300 rangeFireBolt,
-25initia skill bonus. Skill costs 3/pick). [3d6 RKA (energy) with+2to
range modifiers.]

Rod of the Void. A forked black iron rod with aapair of ebony marble-
sized orbs on the twin tips, it fires Nether Bolts, 200' range, 2x per day,
2x hits. An intensely evil item, it isintelligent and may try to control a
non-evil user withitsconsiderablewillpower (makeaRR vs20thvl, use
SD bonus every time it is used; +50 after first success). If user is
controlled, the wand will want to hunt down and kill non-evils (maybe
starting with the PCs...). [Fires 3d6 Body Destruction Beam (ranged).
Has a 25 EGO and will attempt a 10d6 mind control to control user.]
Mirror of Auras. A handheld mirror, the reflections in it reveal the
Essamce nature of those observed. It worksfor beings, active spellsand
items with powers. Colors are asfollows:

3

ESSENCE ..ottt Red
Essence/Channeling........ccceveiceneeineiee e Orange
ChanNEliNg .......ccoveiieeee e Green
Channeling/MentalisSm .........cccoeorirrieneinenee e Yellow
MENEBIISM <. Blue

Mentalism/Essence

TrUE ESSBANICE ...ttt White
Bracelet of Passing: removed from the wrist, it can be pulled to enlarge
into a hoop 5' across. When placed against afairly flat surface (wall,
floor) it will create a passage up to 5' deep, opening on the other side of
thebarrier. Thebarrier must besolid, unliving, and no morethan5' thick.
Once passed through, the bracelet can be retrieved from either end (it
appearsat both sidesof thetunnel) by pulling away fromthesurface. The
tunnel vanishesand thehoop shrinksto bracel et size. Useable 1x per day.
[Teleport (1) only through solid objects; end destination need not be
seen.]
53. Guard Quarters. As#49.
54. Chief Guard's Quarters.

SixTH LEVEL
55. Door . Normally locked, Extremely Hard to Pick. Only the Dragonlord
has akey.
56. Room of Seeing. Six chairs on low pedestals face outward from the
center of thislarge, vaulted room. Infront of each chair isalargecircular
window. When sitting in the chair, one perceives the window to become
like aviewing surface, and has the ability to see things hundreds of miles
away. The windows cannot penetrate closed areas, and no sound is
transmitted.
57. Ladder to Roof. Aniron ladder leads up through atrapdoor to the flat
roof of the tower.

THE LOWER HALLS

This map depicts the main features of the Dragonlord’s underground
halls.
1. Stairs from Staging Hall (#7). The stone staircase |eads down about
100" to the central underground gathering hall.
2. Gathering Hall. A large natural cavern, the hal is supported by
stalactites and lit by crude torches on iron brackets.
3. TortureChamber: Notetherowsof waiting cellsalongthewall, raised
for an exceptional view of the interviews in progress. A variety of
machines arein place, all designed to inflict pain.
4. To Dungeons: Thistunnel leadsto alarge series of chambersand halls
holding dozens of ‘long term’ guests of the Dragonlord.
5. To Forges. To alarge forge complex which makes weapons and armor
for the Dragonlord’ s army.
6. To Lugréki Warrens. This maze of tunnels goes down into the vast
tunnel complex where the Lugrok army resides. Some connect to tunnels
which curl back up to the entrance-ways on the main level, but an
inexperienced adventurer will probably never find the way.



6«FORGE OF ARION

Theactual location of Tethior’ sgreat forge, smithy and workshopswas
a secret he died with. Few ever knew, and only a handful have since
learned. Even knowingwhere Arion standswould be of little help to most,
for the isle has wards and guardians to keep its mysteries safe from
intruders.

ISLAND MAP

Theldeof Ghostsislocatedinthevery center of the southernmost lake
of Jaiman: Lakyran. No more than twelve miles across, it is constantly
protected by powerful illusionsand spellswhich causeriver-going vessels
tosimply sail aroundit. Six smallerisleswhich surround Arionalso actto
protect it: invisible Flows of Essence swirl between them to create a
powerful and deadly barrier.

The only visible structure above-ground is a hexagonal pyramid of
clear laen, the crystal roof of the central forge hall. 1t cannot be seen from
the coast. A spring fills a small lake at the top of the mountain and a
waterfall cascades down the southern slope. It conceals the only above-
ground entrance to the Forges.

THE FORGE COMPLEX

1. Waterfall Entrance. A winding path curls aong the cliff-side to end
underneath the beautiful roaring waterfall. A small sheltered platform
turns northward and there stands a metal door. Fifteen feet high and
fashioned of somebluish, satin-finishmetal, it showsnosign of age. Three
crystalline triangles set in arow at head-height glow with awarm amber
light. Thewearer of the pendant must press hisright palm to each, left to
right (he can try combinations until he gets it right; there is no trap
involved).

2.Corridor. Four mileslong,itislitby aseriesof paired bluestripsof light
embedded in the smooth stone walls. These walls come to a point at the
apex of the corridor; thereisno ‘ceiling’ as such. About a thousand feet
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from the hall, a long, shallow stairway begins, raising the level of the
corridor about three hundred feet. The doors to the great hall open upon
approach.

3.Central Hall. Lit during theday by sunlight filtering down along shaft
from the skylight above, the hexagonal hall isamarvel of architecture, all
smooth planes and shining surfaces. Twelve doors exit the hall. Six
(including the one to the waterfall entry) are at the points of the hexagon.
Thesedoorsare20' tall triangleswith diding doorswhich meet at anangle.
The other six doors, each placed centrally on aside atop atwo-step dias, is
trapezoidal, with flat top and inward-sloping sides. These doors slide up
to open. All doors are of a bluish aloy and operate with unnatural
smoothness; thewalls are of grey marble, shot with silver and gold veins.

All doorsin the hall are opened by a method otherwise unknown on
Kulthea, palm recognition. It isamagical analog for the high-tech palm-
lock. The luminous red panel next to or on each door can read the palm
placed on it and match it to palm printsit has stored. Most of the locked
doors will only open to Tethior, Andraax and a handful of Tethior's
assistants (all presumed dead). The special treasury lockswill only open
to Tethior's pam.

The doors in the complex which are locked are considered Absurd to
pick [additional -5 modifier], with an additional -50 modifier unless one
has one of three things:

* Oneof the Sx Pendants. Wearing apendant will allow thewearer access
to the Waterfall entrance and the Crown Vault, no more.

« One of the supposedly dead people mentioned above (they must bealive,
by the way, for the lock to activate).

 The Key of Time. This mighty device will open any of the locks in the
complex. (But that's another story).

The six doors set in thewalls have stairways beyond them that |ead to
rooms located higher than the hall; the doors set in corners have stairs
leading down; their rooms have alower atitude than the hall.

GM Note: The other roomsin this complex are intended to be
impenetrable. The treasures and knowledge in the Forge of Arion
are more powerful than your normal PCs should get their hands on;
thus the areas beyond are not detailed. Should the GM desireto fully
detail the complex he may (or we may do it later if you insist!)
Each door islabelled in lruaric:
A. The Waterfall. Thisis the one the PCs entered.
B. The Common Smithies.
C.TheLaenForge. A small forgedevotedtotheuniqueneedsof extracting
and working laen.
D. The Gems Workshop. Where gems are cut and made.
E. The lron Forge. A large facility, charged with making all of the non-
magical raw metals for smithing and crafting.
F. The Gold Workshop. All the finer (non-magical) metals are worked
here.
G. The Magical Smithies. Where weapons and armor of a magical nature
were made.
H. TheMagical Workshop. Wheremoredelicatemagical itemsof all kinds
were made.
I. TheTreasuries. Tethior’ sfortunesin materials, itemsand knowledgeare
locked beyond this door. None may enter.
J. The Weapons Forge. All manner of weapons are created here.
K. The Armory. Where armor is made and stored.
L. The Weapons Workshop. Weapons are decorated and finished in this
sophisticated shop.
4. TheCentral Platform. Thisplatformisatwo-step daislikethe others,
twenty feet across. Inthecenter isaluminousred trianglethreefeet across.
None of the doors above leads to the Vault of Crowns. It can only be
reached through a secret door: the central platform. The wearer of the
pendant must place his hand on the red triangle, and the platform (and all
on it) lower into the floor.
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THE VAULT OF CROWNS

5. ThePlatform. Two hundred feet straight down the platform settlesinto
theheart of theisland. Itwill burstintothecenter of thecrown vault (inthe
center of alaentube), allowing theridersaview of theentirechamber. The
tubeisreinforced at the six cornersby stripsof somealloy. At the bottom
of thetubethelaen opensin anarched doorway. Not so coinicidentally, the
tube is placed on the map in the center of the Jaiman lake — right where
Arionislocated.

6. The Room. Three hundred feet across, it is hexagonal, with six ribbed
vaults curving up to meet in the ceiling — surrounding the laen elevator/
platformshaft). Six small pillarssit about the perimeter, eachwithacrown
on top. Spread across most of the floor is avery large but simple map.

7. TheMap. The map is of Jaiman, and the elements which first demand
notice are the glowing colored lines spread acrossit. They arethe borders
which the crown enforce. The have been moved since their origin, but
astute PCs should be ableto figureit out. Figuring out how to change the
lines would be another matter (it is done by programming the controlsin
the pillars — atask beyond any of the PCs)

8. TheCrowns. Six pillarslinetheroom, each with ahelm-like crown on
top. Thetoprimof thepillar glowswith acolor matching acolored border
on the map:

A. TheUnicorn Crown. Of Urulan, theyellow light appears dimly around
Urulan, but the crown seems asleep, itsjewels and metal dim with lack
of use.

B. The Pegasus Crown. Of Tanara, thewhitelight bordersthe old Tanaran
lands, but, like Rhakhaan, the lights are dim.

C. The Gryphon Crown. Of Zor, itisnow held at Gryphon College. The
bluish radiance surroundsasmall valein southern Zor. The crown gems
glows with a subtle but noticeable radiance.

D. TheWyvern Crown. Violet light rimsthe pedestal, but thejewelsof the
crown aredull and lifeless, asif they were burned out fromwithin. (The
Wyvern helm hasbeen destroyed.) No sign of aviolet border appearson
the map.

E. The Sea-drake Crown. The helm is glittering with silvery green fire,
easily the brightest of the six. Its border encompasses the entire eastern
half of Jaiman!

F. The Phoenix Crown. Of Rhakhaan, its red pedestal matchesthe current
bordersof Rhakhaan (actually enclosing thering of the Gryphon crown).
The crown and border light are both dim, however.

9. TheWalls. Behind each crown and pedestal, the smooth black wall is

etched with atale, written in Iruaric, which speaks briefly of the peopl e of
the applicable land.
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PART VII
 ADVENTURES -

The following section comprises four separate adventures. While each has a specific locale in Jaiman, with a
minimum of work aGM could rel ocate most or all of them. Theseadventuresmoreor lessincreaseinlevel of danger

as one proceeds through the section.

1«CULT of the THIRD MOON

Thethird moon of Kultheaisknown asCharénandisconsidered anevil
presence by nearly every culture on the planet. One of the strange things
about Char6n isits unique polar orbit (meaning that it circles Kulthea by
passing over the polesrather than roughly on the equatorial plane, likethe
other moons). Because of thisanomaly, Charénisinvisiblefor more than
half of itsrotation, asit isbetween Kultheaand thesun. Asit comesaround
theplanet, however, itrisesslowly fromthesouth, every nightrising higher
and becoming morefull, until one night every 149 days Charénisfull and
at Zenith. It shines much more brightly, and with areddish glow. There
is no mistaking the Night of the Third Moon.

Dark cults worship Charén. They consider the zenith to be a time of
particular importance, atime when servants of the Unlifeare ableto leave
their home on Charén and come to the Shadow World. Thisadventureis
about one of those cullts.

LETHARNEN AND VICINITY

i To HAALFITAINE

THE TALE

Thetown of Letharnenislocatedinthefoothillsof theGrey Mountains,
supporting a population of about 400 people. While it lies off the main
routes betweenthecitiesof Lethysand Haalkitaine, it survivesasaleading
supplier of wool inthe Duchy. In most respects L etharnenisatypica hill
village, peopled with simple, honest folk who work long days, haveamug
of mead at the inn, and go to sleep with untroubled minds.

But Letharnen has lived with a secret for the last 150 years, the secret
of the Cult.

Inthe cliffsfar above Letharnen stands an ancient tower. It wasthere
before the town — no one knows when it was built. But until about 150
years ago the Tower of the Third Moon (asit has aways been called) was
abandoned and in ruins. Then the disappearances began.

First it was the daughter of one of the sheep-herders on the eastern
slopes. A search was conducted but no trace of the girl wasfound. Most
assumed sheran off, though someknew her better and suspected that some
evil had befallen her; it was, after all, the eve of the Third Moon. Then
another young woman vanished 149 daysl|ater, and another. Thetownfolk
would bar their doors and the farmers stand watch all night, but somehow
the Third Moon would always claim avictim, alwaysthe night before the
dreaded night of the Third Moon.

Threeyearsand eight missing youngwomen later, aboy wastaken, and
forthenext several yearsyoung menwerethevictims, but not withthesame
frequency. A boy, or even astrong young man, vanishesevery few years.

No bodies have been found; no trace of the youths. What has been
discoveredisthat the Tower of the Third Moon hasbeen repaired, and now
eerie lights burn in its windows late at night. While there is no hard
evidence to connect the disappearances with Char6n and the Tower, the
townsfolk are surethat thereisaconnection. Y et none dares approach the
tower, and no help is forthcoming from Haalkitaine.

THE NPCS

Background on important non-player characters follows. Aswith all
NPCsinthemodule, Systeminformationfor themostimportant characters
can be found in Part 1 X, and basic summaries of all relevant NPCs can be
found in the NPC Chart.

VARLA THE ANIMIST

A youthful, willowy woman, Varlais wise beyond her 30 years. She
and her younger brother Dael — now aboy of 17— were orphaned fifteen
years ago, so Varlahasraised Dael sincehewastwo. Varladidfindtime
to learn the herbal healing disciplines from the former town Hedler,
however, and has since furthered her skill.

Selfless and dedicated, she will treat anyone who is sick or wounded
(provided they pose no threat to Letharnen); though she charges a modest
feetothosewho can affordit. Sheand Dagl makean additional living from
their herb garden.

Varlaand Dael both show their partial Zori blood: fair skin, grey eyes
and dark straight hair. Varlaan attractive woman, but she does nothing to
enhance her appearance. She hasafew suitorsin thetown, but appearsto
wish to avoid the rituals of courtship.
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DAEL

A quiet youth, Dael is somewhat introverted and shy. Heis very
devoted to his sister, however, and would do anything for her. Heis
studying the ways of herbs as well, but his aptitude for the outdoors has
given him skills more like a Ranger.

Like his sister, Dael is a handsome boy, though he seems unaware of
it.

THE PRIESTESS OF THE THIRD M OON

The Priestess and leader of this cult is actually the first girl who
vanished 150 years ago. The members of the cult are also the first eight
vanished young women.

Mara-saappearsto be abeautiful young woman with long blonde hair
and fair skin. Shehaslooked thisway for thelast 150 years. Withtheaid
of the amulet she has essentially become avampire, feeding on the youth
and energy of the young men captured from Letharnen.

Mara-sa has become an obsessed creature, controlled by the Amulet,
intent only upon sating its thirst for blood (and so guaranteeing her
immortality).

KARANG
Mara-sa' s son, heismore animal than man, ademonic creaturewhich
roamsthecountrysideat night killing sheep and drinking their blood. (The
farmers assume it is the work of awolf.)

THE AMULET

The Amulet of Chardn is listed as an NPC because it has schemes,
goals, and powersof itsown, and should betreated likean NPC by the GM.
Thisdeviceisan ancient artifact dating back to the Wars of Dominion

at theend of the Second Era. It wastool created by the servants of Kadama
as one of their many plots of subversion — the prelude to all-out war. Its
former wearer was killed, but the amulet was not destroyed, only lost.
Thousandsof years|ater, aninnocent farm girl found it and was entrapped.

In appearance the amulet is a golden locket on adelicate chain. Itis
made of stronger stuff than it appears, however. Any manwho touchesit
or triesto pull it off of Mara-sareceivesa“C” Heat critical. Anyonewho
opens the locket must resist vs a 20th level Channeling attack, or women
will be Subjugated to the Amulet’ swill, and men will suffer Absolution .
[1 1/2d6k Heat damage. Those opening the locket must make an Ego roll
at -4 or women will fall under a12d6 mind control; menwill suffer a16d6
mind control (catatonia only) which lasts for one week.]

The amulet wants death to all men and to increaseits range of power.
It usesitspower tograntimmortality toitsfollowersto pursueitsgruesome
goal, for while Mara-saistied to it, the others are able to depart and cause
fear andterror el sewhere; they must takepartinthe Third Moon bloodritual
tentimesbeforefully initiated, however. Mara-sarecruitsreplacementsas
the older Sisters ‘graduate.’

LAYOUTS

L ETHARNEN AND VICINITY
Located south of Haalkitaine, Letharnen isatypical hill village. Itis
in the province of Haalkitaine and so under the city’ s jurisdiction.

THE TowN OF LETHARNEN
A small, generaly unremarkable village, Letharnen has the usua
assortment of inns, shopsand thelike. The Fortressisinhabited only by a
few soldiers and the Mayor, a bureaucrat appointed by the Duke of
Haalkitaine.

LETHARNEN
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THE TowER OF THE THIRD M OON
Thisodd, imposing structure clingsto acliff-side about ten milesfrom
Letharnen. Because of therocky terrain, the journey requires at least half
aday.

EXTERIOR PLAN

1. Entrance. While no doors bar the gate to the Tower, anyone passing
between the angular towers has a sense of awatching presence.

2. Watching Pillars. These dark grey, triangular pillars are smooth and
seamless, and clearly madeof adifferent material thantherest of thetower.
There are no windows or doorsin their amost metallic sides; they appear
to be solid. When someone passes between them, there comes a high,
distant wailing of two voicesthat echoes across the courtyard and into the
hills beyond.

3. Altar. A rectangular slab of stone set on apedestal ., the stoneis rough
except for thetop which is polished glassy smooth. A narrow trough runs
alongtheperimeter toahol eat the center bottom; thereisasmall stoneshelf
underneath for acup to be placed (to catch the poor victim’sblood). Nine
feet long and four wide, it has strong manaclesfor wristsand ankles. After
thevictimiscleansed heisbrought hereand bound at nightfall. Heremains
herefor several hourswhilethe Sisterscircle him, chanting in preparation
for the arrival of the Priestess for the midnight ritual.

4. The Tower. The main structure of the complex, this tower has no
windows; only the main entrance and a door onto the bal cony.

INTERIOR PLANS

1. Doors. Forged of bronze, these 20 foot tall doors are streaked with age,
but still operate perfectly: they slide open with a dull boom whenever
anyoneapproachesfromtheinsideor outside. ThePriestessmay, however,
command them to shut and magically lock at any timeif sheiswithin the
tower compound.

2. Poal of Cleansing. At dusk thevictimisbrought down from the holding
cell (made unconscious by aspell from Mara-sa), stripped and bathed here
in preparation for theritual.

3. Stairway. A grand stairway which splitsand curvesaroundto thesecond
floor.

4. Niches. Each holds aseven foot tall stone‘ coffin’, each holding one of
the sistersduring the day. Thesistersare out during the night performing
arcanerituals.

5. Landing. This curves down to the central stair on the first level.

6. Corridor. A windowlesshallway, it hastorch-holdersbut they have not
been lit for years.

7. Meditation Room. In the center of the room isastone table and on it
isalargedagger withajagged blade. Theknifeis+20,madeof smoky laen,
and intensely evil. It will deliver a“C” Stresscritical (RMC I11; alterna-
tively give 1-10 hits) per round it istouched. [+2 OCV, 1d6 Stun Destruc-
tioneach phaseitistouched.] Thereisalsoalargegoldengobletlinedwith
bright silver. ThePriestesscomeshereat dusk and meditateson the dagger
in preparation for theritual.

8. Room of the Seeing Stone. A device stolen ages ago by the former
owner of the Tower, it isone of the Access Stones of Tethior. See Part | X
for details. Mara-sausesit to spy out prospectivevictims. Thedoor iskept
locked and is Hard to pick.

9. Holding Cell. Dael isin here, cut and scratched, his clothes torn from
trying to escapethe Sisters, but basically unhurt. All of hisequipment has
been taken, and he will be frightened and shaken. He is manacled to the
wall by avery strong chain attached to his wrist. The manacle lock is
Mediumto pick. Five other chains are attached to the wall.

10. Stairwell. Connecting the upper levels of the tower.

11. Foyer.

12. Mara-sa’'s Bedroom. The priestess will occasionally (magically)
seduce one of her malevictimswith theintent of having an evil child. She
was successful once, and the result isKarang. If the PCs get to the tower
before noon they may encounter Dael (deeply unconscious) in Mara-sa' s
bed. Thedoor to her bedroomisnormally unlocked but can bebarred from
theinside. (Cannot be unlocked from outside; must be broken down. The
door is AT 10 and takes 100 hits.) [Def 4, body 10.]

13. Closet. Mara-sakeeps avariety of ritual robes here.

14. Treasury. A repository of wealth accumulated from victims and left
at the tower by its previous occupants ages ago. It includes a variety of
unremarkable weapons, a+10 dagger, ax3 Mentalism PP enhancer, a suit
of +10chainarmor, a+5shield, aring of night-vision, and coinsworth 150
gold. [Dagger (+1 OCV), Item which allows mental spellsto be cast at 1/
2 endurance cost. Def 7 Chain armor, +2 DCV small shield, Ring granting
+4 to sight PER rolls at night.]

15. Karang'sRoom. ThePriestess’ wild creature-son normally sleepsall
day in thisroom on a bed of straw.
16. Balcony. Overlooking the courtyard from 40" above, this balcony
opens into the Priestess’ bedroom.

THE TASK

The primary burden for the PCsis to end the disappearances, and the
most obvious way to do that (once they discover the reason) isto rid the
town of the evil Priestess. She can bekilled by the removal of the amulet,
causing her to age to what shewould naturally be (over 150 yearsold) and
killing her.

GM Note: removing the amulet will not cause all the other sisters of
the cult to grow old; destroying it will, however.

Removing the amulet is also not enough to remove its threat. The
Amulet of Charon, if not destroyed or otherwise rendered harmless, will
summon another victim to do its bidding. Destroying the amulet is not
easy. Only theheat of avolcano, theforgesof Arion (seePart V1), or fire-
dragon breath will destroy it. It can be rendered temporarily inactive by
placing in akregora-lined bag or box.

Exact powers of the amulet are listed with Mara-sain Part IX.

STARTING THE PLAYERS

The party has stopped at asmall town for some much-needed rest, and
perhaps some of the group members have even been helped by the kindly
(and powerful) town healer Varla. They would meet her younger brother
Dael, who seems devoted to his sister and the learning of Healing ways.

They noticethat thetownfolk arerather subdued; evenalittleparanoid.
If the characters ask, they will be told: of courseit isthe eve of the Third
Moon (the actual night of the Third Moon is of ill omen everywhere in
Jaiman, but treated with more fear by backwater places). The Letharians
of course fear the night before because that is when the disappearances
occur. Varlatriesto ignorethe ‘superstitions', saying that the youths use
it now as an excuse to leave for another land.

That very night, Varla sbrother iskidnapped whileout gathering arare
mushroom which canonly be collected at night. Thetownspeoplestrongly
suspect that theboy hasheentakentothe Tower of the Third Moon, but they
are afraid to act. Will the (now indebted) adventurers help?

GM Note: perhaps Dael can have already had a romantic encounter
with one of the female PCs, befriended a male (or whatever),
providing an extra incentive for a character to come to hisrescue.

AIDS

Directionsto the Tower will be given, and Varlamay givethegroup a
few healing herbs. Sheis desperate to get her brother back.

OBSTACLES
Theplayersmust reachthetower and stop the Priestessbeforemidnight
of Dael will bekilledintheevil ritual. They have noway of knowing this,
however.

REWARDS

In addition to the undying gratitude of the town, the PCscould pick up
a number of interesting and useful items while knocking about in the
Tower. Theactual treasures within are described in the layout text, but of
specia note is an Access Orb, one of Tethior’s creations (See Part 1X).
Whileitisof limited useto the PCs, the L oremasters or Navigatorswould
pay asmall fortunefor it. Itisunlikely that the PCswould even understand
exactly what they havefound, however... Varlawill alsorewardthemwith
asupply of valuable herbs.
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ENCOUNTERS

Theplayersarenot likely to encounter anything on their journey tothe
tower, unlessthey travel at night, inwhich casethey may meetwithKarang.

If they arrive during the day, the PCswill encounter a sleeping tower.
Mara-sawill awaken asthey passbetween thePillars, and most likely send
down Karang to deal with them.

The other sisterswill not be roused until the Priestess summons them
toaction, after Dagel isfreed fromhisbondsor if Karangisinjured or killed.
She will aso want to deal with them herself.

2= THE CURSE OF ANDARAS

Herethe PCs may rescue afriend and escape with their lives, or getin
deeper than they planned. If they don’t control their greed they could be
in for avery unpleasant surprise.

THE TALE

Andarasisknown across Kultheaas one of the Dark Gods. Not of the
Unlife; not even (necessarily) ‘evil’, but perhaps distasteful to many.
Followers of the Lords of Orhan don’t care fo him, as he is not of their
pantheon. Heisknown asthe Lord of Cats, and his adherents have some
rather unsavory habits, not the least among them being live sacrifices and
dealing with demons.

But the worshippers of Andaras are powerful and — in their own way
— respected.  For the most part they leave others alone and keep to
themselves, with afew exceptions.

THE NPCS

Background on important non-player characters follows. Aswith all
NPCsin the module, system information for such characters (as needed)
can befound in Part I X, and basic summaries of al relevant NPCs can be
found in the NPC Chart in Part 1X.

SANAR FENIRA
A priest of Andaris, Sanar isawandering Clericin search of nothing so
much as trouble. He is a drunk and a thief, and seems to delight in
antagonizing young warriors so hemay use hisunique defense: turning the
target into a black housecat.

BasHo N’GUUR
A wealthy merchant and collector travelling through this area, Basho
will happen to be at a nearby table and witness the encounter. When he
hearsthat the PCswill be going to aTemple of Andaras, hewill offer them
5,000 in gold to recover an item called the Crystal Panther, the holy icon
at each High Temple.

THE CRYSTAL PANTHER

This incredible construct is essentially a laen golem in the form of a
panther. Ithasalimitedintelligenceand hasnodesiretokill intruders; only
drivethemaway. Asaresult, itwill only batter foes(seeitsstatsintheNPC
Table) unless they seem unconvinced that departure is a wise course of
action. Then it will extend its deadly laen claws and kill, kill, kill.

ThePanther will even pursue PCswho arefleeingwith morethanafew
gold piecesworth of treasure, attacking them and playing with them (asa
cat plays with awounded mouse) until they hand over the cash.

HiGH PRIEST OF ANDARAS
Simase can turn into a huge black panther, but prefers to use his
powerful spellsto get rid of intruders. HeisaDark EIf and, whileheisnot
unkind to his followers he exacts tiff tithes from villages in the area,
threatening the popul ace with attacks by Giant Catsif they do not comply.
Simase himself enjoys a decadent lifestyle, indulging in the company
of various of hisyouthful Elven servants.

THE SERVANTS
Twenty Elven men and women serve the High Priest, both as his
personal attendants and as gatherers of tithesand food. They maintain the
temple and in return have a fairly comfortable lifestyle. All are rather
simple-minded and none can speak any language but Kuskar Gk (thetongue
of evil sorcerers). They wear only simple— and rather diaphanous— blue
tunics.

LAYOUTS

The GM should providethetown setting and wil dernessfor most of the
trip. Included isaplan of the Temple itself.

TempLE LAYouT
1. Forecourt. A wide, open spacepaved with grey stones. Threelife-size
panther statues crouch on low pedestals on either side of theentry. (They
come to life and attack when intruders pass the entry.)
2.Entry. Thereisnodoor here, but thewallsare covered with hieroglyph-
ics showing servants of Andaras engaged in various religious activities.

3. Inner Court. Surrounded by aforest of columns, this court is open to
the sky in the center. Scattered among the columns are about 20 slegping
mats. This is where the servants of Andaras live. From sundown till
midnight they will be eating and partying here, increasingly drunk (and at
increasing penalties up to -90) before passing out. [Penalties to all rolls/
combat valuesupto-9.] Frommidnighttill 4 AM they will bevery difficult
to awaken.

4. Sacred Pool. Thispool of hallowed water iswhere the cursed PC may
bepurged. Heneedstoimmersehimself completely, andthecurseislifted.
5.Hall. A dimly lit passage, thishall dividestheliving areafromtheinner
temple. A door of wood carved with small holesdividesthischamber from
thelnner Court; itisnormally kept locked and isMediumto pick Thereare
afew small chests on thefloor of the room (recent tithes), each filled with
coins (220 gold, 2,100 silver, 13,450 bronze, and an assortment of lesser
currencies).

6.Door. A 10'tall door of hammered bronze, this panel isnormally closed
and locked, Hard to pick.

7.Outer Sanctuary. Thisroom containsonly the Crystal Panther. Seated
onitshauncheson apedestal of white alabaster, it isof beautiful clear laen
and 12' tall from paw to ear. Asidefrom thefact that it is enchanted with
Channeling and Essence power, thereisno cluethat it isactually agolem.

TEMPLE OF ANDARAS
SETTINGSGENS
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8. Secret Room. Thissmall chamber hasaVery Hard to detect secret door
into rooms 5, 6 and 9, and also spy holesinto all three rooms.

9. Hiding Room. A place where afollower of Andaras may have secret
asylum if hiding from pursuers.

10. High Priest’s Quarters. Thewalls covered with tapestries and silks
andthefloor heaped with cushionsandrugs, theHigh Priestlivesinrelative
comfort.

11. Acolyte' sQuarters. Not aspalatial asthePriest’ syet comfortable, this
room is home for the chief acolyte of the temple.

12. Doors. A set of doors and a barred grille protect the treasures of the
temple. Only the High Priest haskeys. Thedoorsare of gold plated steel,
and arelocked, Extremely Hard to pick. Thegrilleisof ablack alloy (Eog)
and almost indestructible. It is also locked, and Sheer Folly to pick. The
nature of the grille (and the four pillars, also of Eog) prevents any spells
from functioning in the temple, including Teleportsin and out. Finaly,
anyone attempting to use the priest’ skey to the grillewho is not the priest
receives 1-4 “E” Electricity criticals. [1-4 4d6k electrical.]

13. Inner Temple. Here on acentral pedestal rests areal treasure of the
temple: a 10" tall cat cast in pure gold. The eyes are of onyx with blue
diamondirises. Itisworth hundredsof thousands, but gettingtoitisalmost
impossible.

14. Treasuries. Each of these rooms holds wealth which can only be
dreamed of (partially because the golden doorsare closed). Each door has
alock, Sheer Folly to pick. Should the PCs somehow get in here, the GM
may wish to describe incredible treasures — only to have the Crystal
Panther take it all back.

THE TASK

Inthemost general terms, thetask isto penetratethe Templeof Andaras
and to escape without being slain. The exact goals of the PCswill depend
on their motivations and determination/foolhardiness.

STARTING THE PLAYERS

Rather than arranging for the playersto be hired in atavern or by some
other mundane method, it would be interesting for one of the group to
become involved in an altercation with a man who later turns out to be a
priest of Andaras. The man (Sanar Fenira) casts a curse upon the PC; a
curse which can only be removed by bathing in the Holy Pool of one of
Andaras’ remote temples.

Alternatively, the players may be hired to stea the priceless crystal
panther from the temple, reputed to have incredible powers.

AiDs

There should be someonein town with either apotion or aspell which
will cast Neutralize Cursefor up to six days (normally aNeutralize Curse
which has aduration of 1 day/level would be at |east 18 days— the level
of the caster; but the Curse of Andarasis particularly powerful; reducing
theeffectivenessof aNeutralize.) [12d6 Suppress, 18 daysduration.] Also,
no onewill bewilling totry to Removethe curse, asAndaras’ curseshave
anasty tendency to bounce back on the remover.

However, it should not betoo difficult for the PCsto find someonewho
can explain to them how to remove the curse (bathing in a holy pool of a
High Temple of Andaras) and whereaHigh Templeis(just 20 milessouth
inasmall valley). Thismay beaway tointroduce one of the L oremasters
fromPart V. TheLoremaster will say nothing if the PCsagreeto undertake
Basho’ squest ontop of their own unlessasked for advice, inwhich casehe
(or she) will quietly say that it might be unwise to push one’s luck too far
with Andaras.

OBSTACLES
The players are not intended to get away with everything in this
adventure. For one thing, the crystal panther turns out to be a huge
sculpturewhichisinfact alaen golemin panther form. It could easily take
out just about anyone, but its function is to protect the temple not kill.

REwWARDS
Themain reward will bethereturn of agroup member to normal; other
than that it is rather unlikely that the PCs will get anything more than
bruised egos and ribs, and perhaps afew coins grabbed while running.
Blind greed and presumption of immortality will be rewarded with an
untimely end at the claws of alaen cat.
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ENCOUNTERS

Thefirst encounter will bewith Sanar Fenira, who will set the stagefor
the real adventure. Sanar will be drunk and impossible to avoid. After
turning the party member into acat hewill swirl in hiscloak and vanish (he
hasacloak of Long Door which hefrequently usesfor just such an escape).

THE GuARrDIAN CATS
Six Black stone catslinethe approach to thetemple. When anyone but
amember of thetemplesetsfoot onthepaved forecourt they are awakened.

THE SERVANTS OF ANDARAS
If the PCscometo thetempleat night, they will encounter the Servants
either partying or sleeping. If they come during the daylight hours the
servants will be away, gathering food. If the servants are there, they will
probably be somewhat fearful and shy away from intruders. If the High
Priest ordersthem to attack, however, they all have daggersand will strike
out with sacred (if unskilled) fervor.

THE HiGH PRrIEST
Not as patient asthe Crystal Panther, the High Priest of thistemplewill
defend histerritory without mercy. Simaseisnot interested in claimsthat
aPC was unjustly cursed. He will use his spellsto dispose of the PCsin
the most convenient manner.

THE CRYSTAL PANTHER
The panther will only awaken if the PCs break into the inner shrine
(either by picking the lock or using the key). As noted above, it will not
initially attack to kill, but if severely provoked will show no mercy.

3=LIVING PRISON

A powerful Animistisheld prisoner inagiant tree, guarded by servants
of the Unlife. The charactersare the only ones nearby who might be able
to save her!

THE TALE

Zarisisthe Matriarch of Gryphon College, but being an Animist she
often travels the countryside in search of rare herbs. It was one of these
excursions that she was ambushed by creatures of the Unlife.

Ga'vaag, aPriest of Yarthraak, hasheld aspecial hatred for Zaris, and
was charged by the Lord Priest to eliminate the Animist.

He set asnarein asmall clearing by placing a number of wards about
the perimeter which would prevent magical travel out of the clearing. By
placing afew rareherbal plants (which Zariswould detect) in the center of
the clearing near alarge, ancient tree, helured her into atrap. When Zaris
and her party entered thevale, they struck: Ga' vaag and six Messengers of
Yarthragk. Zaris killed four Messengers by Absolution, but her body-
guardswereslain. When she saw Nerik fleeing into thewoods shetried to
join him by using a Treedoor spell through the large tree. There she was
caught, held by the wards and imprisoned within the great oak.

Ga' vaag wasafraid that heand ameretwo Messengerscoul d not defeat
Zaris, and if hetried to destroy the tree she would befreed. Hedecided to
seek help at Yarthraak and return with reinforcements (in the form of a
Herald of Night). Asguardians, heleft the remaining two Messengersand
summoned two Earth Elementals lurking beneath the grassy soil to deal
with those who might try to free Zaris (Earth Elemental swoul d not attack
Zarisso hecould not usethem against her). WiththeMatriarch of Gryphon
College imprisoned, he rode for home.

Nerik barely managed to elude the deadly and efficient Messengers of
Y arthraak, and now desperately seeks help to rescue his mistress...

THE NPCS

Background on important non-player characters follows. Aswith all
NPCsin the module, system information for such characters (as needed)
can befound in Part 1 X, and basic summaries of al relevant NPCs can be
found in the NPC Chart.

NERIK
Zaris protegé, Nerik, isof Talath descent. Heisanimpressivefigure,
6'8" tall and astrapping youth. However, while he possesses afew spells
which might comein handy, hewill bevirtually uselessinamelee. Nerik

has blue eyes and dark brown hair. He wears a dark grey tunic with a
gryphon emblem patch on theleft breast, pants, walking boots and a short
grey-green cloak.

M ESSENGERS OF Y ARTHRAAK
Cruel minions of the Unlife, these men bring only terror. Loremasters
believe that these assassins are allied with the feared Messengers of
Syrkakang, evil servants of adark force in the Mur Fostisyr to the north.
Whatever their origins, these brutes have afearsome visage and are not to
be trifled with.
Messengers of Y arthraak wear clothing of amottled grey-greenand a
leathery armor — the hide of some hideousbeast. Their mailed fists have
the force of a hammer-blow, and their senses are keen.

GA’vAAG

A petty, cowardly servant of the Unlife, Ga vaag is ahuman of Jamer
ancestry. The priest has small, beady eyes and thin lips which seem to
aways betwisted into asnarl. Wearing the sea-green robes of Y arthraak
under ahooded black cloak, healso carriesan iron wand, focus of hisdark
powers.

Ga vaag ismaster of wardsand barriers. Hisarsenal of toolsincludes
anumber of spiked iron rods, each tipped with a colored orb and with a
differing power. Careful placement of theserodsallows Ga' vaagto create
fields of power which warp the Essance itself.

ZARIS

A powerful Animist, Zarisis also a very wise woman — though she
now realizes that she has become complacent with her powers.

Zarisisof mixed Erlin/Talath blood, abeautiful woman though with a
look of maturity. Her black hair has a streak of white at the temple, her
green eyes often have a‘distant’ look. Just under six feet in height, sheis
statuesque, and awarrior of someskill. Shewearsrobes of green whileat
home, but amore practical tunic and pantsof grey-greenwhileout on herb-
gathering excursions.

LAYOUT

The Vale of the Treeisasimplelayout, and is self- explanatory. The
GM hasgreat flexibility asto whereheplacesit, thoughit should not betoo
distant from Y arthraak.

THE TASK

Theplayersmust reach thevale and defeat the Earth Elemental sbefore
the Herald of Night returns. Even Zaris would be reluctant to face such a
foe outside of Gryphon College.

STARTING THE PLAYERS
Theplayersmight becampinginthewilderness, or just travellingalong
the road, when out of the brush tumbles Nerik. He will be out of breath,
dirty from numerous falls, and covered with small scratches.
Nerik isquitedistraught and will probably promisetheplayersthe Five
Moonsif they can save his mistress.

Aibps
The players will have little to help them; Nerik, as mentioned before,
will not beterribly useful. Oncehegetshisbreath, hewill beabletoexplain
thelayout of thegladeand giveageneral description of theMessengers. He
won’'t know about the Earth Elementals, though.

REWARDS

While even Zarisisin no position to promise the PCsthe Five Moons,
shecanandwill offer themarichreward, including adinner and permanent
invitation at Gryphon College.

Primarily, Zaris can offer amost any healing herb the players may
want, andwill givethemafabulousherb caseto carry themin. Packedwith
16 viasfitted with magical corks, the case can keep 16 herbs fresh almost
indefinitely.

ENCOUNTERS

Theonly real encounter iswith the minions of the Unlife and Elemen-
tals lurking about the glade. Pretty straightforward.
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4°PRIDE Of the GRYPHON

This adventure takesthe playersinto avast tomb complex in search of
the Sword of the Gryphon, one of the items forged by Tethior the Smith.

THE TALE

It is fortunate for posterity that the Lords fo Zor chose to place their
tombs in aremote, underground complex rather than in tombs above the
capital like Haalkitaine. Asaresult, the tombs have survive the millenia,
sealed away in an underground maze which was closed an Era ago.

Inthosecryptsarerumoredto bemany powerful items, ancient artifacts
of the Kings and their magicians. Among them isthe Gryphon-sword of
Zor, one of the mighty items of Tethior. The swordswere not meant to be
sealed away; they were to be used. And at no time more than this do the
items need to be brought to the fore again.

THE NPCS

There are no NPCs of any real significance in this adventure (they’re
all dead!) Statsfor thevarious Undead guardians of thisancient crypt can
be found in the NPC Chart in Part X.

LAYOUT:-THE CATACOMBS OF UR

Thisvast complex served asthe burial site of the Kingsof Zor fromits
beginnings in 3320 Second Era until the realm fell in 4980, almost 8000
years ago.

Dead kingsweretaken to the catacombsin asecret midnight ceremony
and entombed in the crypt prepared for them. Many of the crypts have a
number of interesting safeguards.

Located inthe Grey Mountainsof eastern Zor, theentranceisbuiltinto
thesideof acliff overlooking ariverinanarrow canyon. Itisactually quite
difficult to find; the entrance was not well-hidden by accident.

INTRODUCTION
The Catacombs themselves are broken down into basic sections: The
Foyer area, the Tombs of the House of Kitaan, the Tombs of the Line of
Zaon, and the crypts of the Lankérian Kings.

GM Note: Throughout the Catacombs are placed a number of
symbols of power — mostly traps to deter would-be grave robbers
who somehow got past the entrance. All are etched in stone or other
immovable material and are capable of affecting a number of people
for essentially an infinite number of times. We suggest treating
symbolsin the following manner: |i the PC comes upon the symbol
unaware (this may be GM discretion; a PC cannot remain acutely
alert for symbolsat every turn, yet caution may supply a bonus) ,
allow a maneuver roll using SD bonus as a modifier to avoid the
symbol. A modified, open-ended roll over 100 means that the PC
came upon the symbol and realized that it was there without |ooking
at it —thus avoiding the effects. No RRisrequired. Should a PC
fail his SD maneuver, he must make a Resistance Roll, using Intuition
Bonus as a modifier. Failure means the Symbol takes effect. Should
a PC be acutely aware of a symbols presence (e.g., another group
member just warned him of it around the corner before keeling over)
, he may have as much as a +50 mod to his avoi dance maneuver
(awareness grants no mod to the actual RR). [EGO Roall to avoid
looking at symbol (+3torall if acutely aware of symbol’ s presence.]

SYMBOLS

Thefollowing symbols are used throughout the layout. For convenience,
they are listed here with their system information to avoid unnecessary
repetition. In the layout text they will just be referred to by their names.

Torment: Failureto make aRR vs 10th level means this Essence symbol
immediately delivers 90% of the target’s remaining hits to unconscious-
ness. [CON roll or suffer 6d6 Stun Destruction.]

Frailty: This9thlevel Essence symbol causesthetarget’ s Strength to drop
by 60 for 10 days/5% failure. If strength dropsto 01 (it cannot go lower),
thetargetistooweak towalk.[CON roll or suffer 2d6 Strength Destruction/
every “1” roll ismissed by.]

Crué Blinding: This13thlevel Essencesymbol destroysthetarget’ seyes
completely. [CON roll or EGO (whichever is higher) at -1 or eyes are
destroyed.]

Sleep: Target failing to resist vs this 10th level Channeling symbol is
asleep and cannot be awakened except by magical means (thusthey could
dieof starvation).[10d6 mind control, continous, persistent (causetarget to
remain asleep only).]

Confusion: This 10th level Mentalism symbol causes the target to be
Confusedfor 1 day/10% ResistanceRoll failure— meaning heisincapable
of making even the most basic decision unaided. [EGO Roll or suffer 4d6
INT Destruction.]

Throatfires: Failure to resist this 12th level Essence symbol means
minutes of agony followed by death; the lungs destroyed. [CON roll at -1
or suffer 6d6 Body Destruction.]

Undeath’sCurse: A strangeand unusual spell, this10th level Channeling
symbol will cause the target to become transparent and faintly luminous.
Thetargetisessentially ethereal ; hispossessionsfall to the ground (though
basic clothing transfers with him) and he cannot touch or carry anything.
Hecanmoveno faster than awalking pace, though cantravel through solid
objects. The effect can only be countered by Remove Curse. [If EGO roll
isfailed, target becomes permanently Desolid (uncontrollable, persistent)
until the magic is dispelled.]

Hard-heart: Resist this 10thlevel Channeling symbol or thetarget’ sheart
literally turnsto athing of iron... and he dies. The heart isirrecoverable.
[CON roll or suffer 8d6 Body destruction.]

Immolation: Target must resist this 9th level Essence symbol or takefive
(5) “E" severity Heat criticals. [INT roll\or take 5 4d6k heat attacks.]
Void-gate: A rareand powerful Channeling symboal, it sendsthetarget(s)
who failsto resist its 10th level attack into the Void. To any witnesses, a
strange black ‘hole’ opensin front of the target and — hair and clothing
blown asif by aterrific wind — heis sucked inside. The target may be
recovered by enlisting theaid of an evil magician to summon ademon and
forceittolocateandretrievethemissing PC. ThePC, if found, thenappears
unhurt but somewhat traumatized. [STRroll (to avoid being sucked in) or
target isinterdimensionally teleported to “ The Void”.]
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1. Entrance. A simple portico marksthe entrance to thisroyal tomb. The
door itself ismade of granite three feet thick, faced with Black Eog on the
outside, WhiteEogontheinside. It opensby slidingalongatrack, activated
by acounterbalance mechanism. Thetombissealed by disconnecting the
counterweights, afeat which can only beaccomplished fromtheinside, by
aPriest who exited thetomb using aPassing Spell (Channeling would not
beaffected by Eog, of course). Thus, thereisno opening mechanismonthe
outside and the tomb is impenetrable through spells of Teleport and the
like, as the walls adjacent to the door are also faced with Eog.

2. 900 Steps. Beyond the entry liesa short corridor, sixteen feet wide and
twenty high. Thecorridor itself isonly thirty feet long before beginning a
long, shallow descending stairway. Thereareactually 901 steps; stepping
on the bottom one activates the Sentinel placed in the center of the foyer
(thistrap is Very Hard to detect). These 900 steps take the passage about
300 feet underground.

3. Foyer Chamber. A sguareroom 40 feet long on aside (and thus about
70 feet across at the widest point), the foyer roof is supported by two
columns of beautiful purple marble. Two opposite corners are gone,
opening onto corridors leading back to the 900 steps and the entrance, the
other leading to the Catacombs. The other two corners are also cut out, to
form niches, each holding a column of misty blue glass, providing adim
radiance to illuminate this chamber. In the center of the room, standing
between the columns is the Sentinel, a beautifully constructed Bronze
Golem. Notethat the steps go back up from the entrance, so that the back
of the room is slightly higher than the front.

4.Main CatacombsDoors. A passage connectsthe Foyer with thecentral
catacombs chamber. A set of reinforced steel doors barsthe way. These
are locked, Medium to open, and not trapped.

5. Central Chamber. This octagonal room is 80 feet across and 60 feet
high at the apex of itsribbed dome. It has four doorways, one leading to
theexit and theother threeleading to thetomb complexesof thethreemajor
rulingfamiliesof Zor. Dominating thevaulted chamber isafabul ousgreen
and bluemetalli c scul pture of aGryphon, twicelifesize (about 20 feet tall).
The Gryphonislinked to atrap on all three Tomb entrances, Very Hard to
detect. Whenadoor lock ispicked without using the correct key or without
disarming the trap, the Pegasus exhales a Sun Cloud (10th Ivl Base
Magician Wind Law) to al in the room. [12d6, stun only, area affect, 3"

radius.]

6. Doors to the Lankdr Tombs. This tomb complex was built first,
opposite the entrance. The doors are fashioned of hammered bronze,
octagona like the room, with a pair of large bronze handles shaped like
ram-horns. Four long panels depict the first four kings and Queens
entombed here, in bas-relief. Thefirst and second rulers (Queen Isaraand
Kinglrusor) areinthecentral panel sfacing each other, themother reaching
towards her son. Eachisholding asmall orb in the other hand; these orbs
arethekey to the doors. Both orbs must be touched simultaneously or the
trap (the Gryphon-breath, see#5) is set off. Consider thetrap Hard. Once
disarmed, the doorsare still locked, Extremely Hard to pick. If unlocked,
they swing inward on strong hinges, revealing the long corridor beyond.

7. DoorstotheKitaan Tombs. Theleft door isthe entrance to the tombs
of thelast ruling family of Zor. A trapezoidal doorway with sidesslanting
inwardstowardsthetop, the actual door isasingleslab of dull black metal
(an aloy of keron and black Eog) which slides smoothly upwards along a
track, operated by a counterweight system in thewalls. The doorway isa
quite imposing 12' in height. and inlaid on the door surface in green and
blue laen is a beautiful depiction of the Gryphon, rampant. The inlays
congtantly giveoff afaint radiance. Thisdoor hastwolocks, oneon either
side; eachisVery Hard to pick, but they must be picked simultaneously or
thetrap istriggered (thisis the only way to disarm the trap aside from an
Absurd operation) ThetrapisHard todetect. Attemptingto pick thelocks
simultaneously adds 30 to the complexity.

8. Doorsto the Zaon Tombs. Leads to the right. This door is the most
unusual of the three, asit is 8' in diameter, circular, and made up of four
partswhich spiral out from the center (not unliketheirislens of acamera)
and vanish into pockets in the wall, leaving a perfectly circular opening.
The panels are of agrey aloy with a satin finish (like brushed stainless
steel). The mechanism is very sophisticated yet sturdy and reflects the
Zaon family fascination with mechanical things. Thisdoor isalso trapped
and locked, thelock mechanism being setinacircular panel inthewall to
the left of the door. The doors are trapped, Extremely Hard to detect/
disarm; any attempt to open the door by picking or bypassing the lock will
set off the Gryphon trap (See#5). Thelock mechanismiitself is mechani-
cal, but activates the magnetic lock system of the doors; it is Extremely
Hard to pick. Use of the correct key (wherever that is) automatically
disarmsthe trap.

Catacombs of Ur
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The Lankor Tombs
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TomBs oF LANKOR

The Lankér family was the first to rule the kingdom of Zor, before
corruption and greed began to fill the hearts of the ruling families. In
general thesetombsaresimpler butin somewaysmoreelegant. Treasures
are fewer but more exotic.
1. Doors. Panelsof reinforced steel showsno sign of corrosion. Engraved
in High Zori aretherunes: “House of Lankdr, Lords of the Earth. Enter
with Reverence.” Thedoorsarelocked, Very Hardto open. They arealso
trapped, the mechanism Sheer Folly to detect, Very Hard to disarm once
detected.
2.Gallery. Thishall islined with eight rectangular pillars, each of afrosted
blueglassetched with runes. Therunestell the story of the Lankdr family,
the gift of the Gryphon Crown, and the consolidation of the realm. The
floor is of smooth blocks of green marble with veins of silver.

3. Passage. The walls are faced with bluish marble.

4. Inner Gallery. Four columns support a vaulted roof. The walls are
covered with beautiful mosaics

5. Inner Gallery. The walls and two long supports are covered with
fabul ous mosai cs depicting the major eventsintheking’ slife— featuring
his coronation with the Gryphon Crown and taming of a Gryphon. One
shows him being handed an unusual weapon-like object (blast rifle) and a
large and curious key by atall man with short black hair and six fingers.
Surrounding the two on this scene are huge floating planets and astarfield
(foreshadowing the Hall of Worlds constructed by Andraax, hisowntomb
far to the south).

6. Tomb Entry. This 10' high, 8 wide door is covered with gold and
embossed with a large representation of a coin minted during Jara
Lankor’ sreign. Noopening mechanismisapparent; thedoor slidesintothe
ceiling when Jaral Lankér’s eyeis pressed in both representations on the
inner sides of the column-walls. This mechanism is Sheer Folly to
discover, but avoidsthetrap. Pickingthe‘lock’ isonly Very Hard, but the
attendant trap is Sheer Folly to detect and to disarm. It involvesadlab of
stone blocking the passage ahead with a Symbol of Seep, (see #9).

7. Vault. A metal door islocked, Extremely Hard to open, and inside, set
on a small pedestal, is an orb of seeing. Equipped with a rudimentary
intelligence, 300 daily intrinsic PPs, and knowledge of the Seer Base Past
Visions, TruePerception, and True Sight liststo 30thlevel, itwill serveand
Mentalism-based owner able to attune with it. [Can cast Clairsentience,
Detect, and Mind Scan spellsof upto 120 activepoints.] Itisrather difficult
to transport, however, being about afoot in diameter and weighting = 100
Ibs.

8. Vault. The door to this vault is a sheet of laen framed by steel. Itis
locked, Very Hard to open, but not trapped. The walls of the camber are
of ablack, glassy substance like slag. resting on a pedestal under aglass
cover isaBlaster Rifle (needsto be ‘primed’ to work; Extremely Hard to
figure out). The box is not locked but trapped: lifting it triggers a set of
blades which whirl out of the pedestal to deliver a+50 2-h sword attack,
noQuDB. [OCV 12, 3d6k (physical).] TrapisVeryHard to detect, Hard,
to disarm. If Space Master not available, treat the weapon as a Firebolt
500" wand, useable 1x per round. [3d6k, +3 range modifier] If an
unmodified 01-10 isrolled on any attack, the power pack is dead and not
rechargeable.
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9. Symbol of Sleep. This symbol is on a slab of stone which does not
completely bar theway intotheroom, but isthefirst thing seen. If theeyes
are used to open the tomb door, the slab lowers into the floor, almost
unnoticeable when entering the room.

10. Tomb of IsaraLankér. Isaraliesin state under arounded glass cover
onadlab of granite. Shelooksto bejust asleep but isquitedead, preserved
inthissealed environment. Shewearsfineclothingbut noobviousjewelry.
If the seal isbroken (not difficult; one sharp whack to the glasswill do it)
shewill turnto aheap of dust and an angry Spectre; otherwise shewill rest
quite peacefully.

11. Secret Door. Extremely Hard to detect.

12. Antechamber. Two columns help support the 20 foot high ceiling of
this elegant chamber. The extruded parts of the wall are bas-réliefs and
glow with adim blue radiance.

13. Pool. A shallow reflecting pool castsrippling reflections through the
room.

14. Statues. These are just four very finely carved statues of lordly men,
each 12" high.

15. Secr et compartment. Sheer Follytolocate, thissmall compartmentin
the column conceals a pouch which in turn holds a beautiful bracelet of
silver set with aguamarines. It ismiserly about revealing its powers, (-50
to staves'wands and other analysismethods), but hasthefollowing powers
andisabletousethem atotal of 4x per day (not 4x each, 4x total): 1. If held
up defensively (asonemight doinstinctively), itinstantly createsafield of
defense, manifesting as a blue-green luminous fog, adding 80 to DB vs
directed spells, 40 to DB vsarea Elemental spells, and 80 to all spell RRs;
defense must be ‘called’ separately each round defending. Wearer must
make a successful Easy Maneuver roll (adding Qu bonus) to raise the
braceletintimeif heisjust aware of aspell attack asitisbeing cast. 2. If
thewearer pointshisbracel eted hand at atarget, thebracel et glowsandfires
a blue-green beam of light, treat as Firebolt 300" 4x damage, Plasma
Criticals, Of Saying Mgjor Unlife Servants. [+25 mental/magical defense

for purposes of avoiding dtection/analysis. May be used 4x/day: 1-40 pts
spell defense (for 1 phase); 2-6d6k energy blast, +3 vs. range, +3d6k vs.
servantsof theUnlife.] Thebracelet, an Essamce artifact from the Second
Era, will not function for an evil wearer.

16. Doors. Large rectangular doors of stone, bound with strong alloy and
hinged to open easily.

17. Door s. Steel doors, they are locked and Very Hard to pick.

18. Crypt of Irusor Lankor. Four glowing white columns flank the
platform where Irusor lies, in asimilar fashion as Jaral (#10). He also has
no visible treasures.

19. Secret Door . Extremely Hard to detect.

20. Doors. These smooth metal panels slide open with a hiss as one
approaches.

21. Antechamber. The heavy pilasters are covered with bas-reliefs of the
life of Muris Lankor.

22. Crypts. Three guardian warriors-wights were buried here. If King
Murisisdisturbed, their secret panels open and they attack.

23. Doors. ldentical to #20.

24. Trap. The end of this corridor looks like a set of bas-relief doors, but
the doors are dummies and the last 10' of corridor isapit trap, Extremely
Hard to detect. The pitis 100" deep.

25. Secret Door. Sheer Folly to detect.

26. Outer Crypt. This large chamber is supported by a double row of
rectangular columns, al glowing from within with adim green light. A
large shallow pool lies on either side and a stairway leads up to the tomb.
27. Tomb of MurisLankdr. Murislies peacefully like his brethren, but
on the floor sprawls a skeleton; a pathetic supplicant who died here long
ago. Thesupplicant hasnothing of interest but 11 gold coinsminted several
thousand years ago (maybe valuableto collectors?) and akey which opens
the vaults #7 and #8.

The Zaon Tombs
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THE ZAON TomBs
TheZaonsofficialy inherited rulewhenthelast king of the Lankér line
(BironLankér I11) had noheirs. Hissister Umel hasalready marriedal ord
Kor Zaon and had several children. King Biron transferred the line and
named Umel’ seldest son Rom hisheir. ThusRom Zaon | took up therule
of Zor. The tombs reflect the fascination of the Zaons with *technology’
and the ‘machined’ look of clean lines and smooth surfaces. They turned
to Andraax often for aid in design and technique.
1. Door . Asnoted above, the complex isto theleft when entering the Foyer
area. See the description of the unusual door at #8 of the “Foyer” layout
section.

2. Corridor. Thiscorridor isaperfect tube of smooth white stone8feetin
diameter, except for a4' wide section cut out of the bottom to make aflat
walking surface. The sidesof thiscutout glow with abluelight to provide
illumination.

3.Laen Doors. Thispair of doorsfit together to close the end of thetube.
Of clear laen, they allow aview of the Water Room beyond. A rectangular
plate on the | eft side holds the lock mechanism, Very Hard to pick. The
doorsdlideopenaongmetal tracks, and thenotched form of their edgescan
be clearly seen: the edge of each door is razor sharp (think of a shard of
glass, but unbreakable), and they fit together perfectly.

4. Water Room. Thislargecircular chamber is50' across and spanned by
a5 wide bridge made of agrey aloy. Thefloor of the bridge is actually
an open mesh grating; it hasasender rail aswell. Thevertical supports of
therailing haveaglasstubeattached which glowsblue—thisisthelighting
fortheroom. Twofeet below thebridgetheroomisfilled withwater which
is gently agitated but by no visible means. There are no creaturesin the
water; but thismay be hard to determine visually asthe eerie bluelighting
doesnot alow aclear view below the surface. The ceiling of the chamber
is 25' above the bridge and the bottom is 25 feet below. The entire bridge
isatrap, Extremely Hard to detect: should morethan 300 Ibsbe placed on
it at onetime, both setsof doorsshut very fast (cutting anything intheway)
andlock, and thewatersbeginto churn and bubble. A combination of very
flammable oil and natural gas are being released into the room, and after
one minute (6 rounds) the blue tubes al spark. The entire room becomes
filledwithflamesandeveryonetakessix +30Fireballs, x3hits(onearound
for 6 rounds). [12d6 energy explosion, 5" radius] After that the room
returnsto its former state; the doors can be unlocked asnormal. Anyone
whoisunder water during thisepisodeissafe. If morethan 3001bsremains
on the bridge the trap will reactivate as above.

5. Doors. Of the same satin-finish grey metal as the outer door, these are
semicircular panels which slide together to close the 8' diameter round
portal. A small discinthevery center (thus half on each door) isthelock,
Extremely Hard to pick. If defeated, the doors open with thelock fixed to
the right door.

6. Corridor. Thisshort corridor isalso atube, thoughit jogs upward with
astairway of 20 steps. Thetop stepisaHard todetect trigger-plate, though
not exactly atrap. Stepping on it causes the doors (#5) to open or close
(whatever they currently aren’t).

7.Inner IrisDoor. Very much like the outer door to this tomb complex,
this door has alock very similar to that door (#8 under Foyer) but is not
trapped. The doors can be closed or opened from the inside by simply
touching ametal plate on theinside wall next to the doors. Animportant
difference on these doorsisthat, on the inward-facing side, each door has
aglowing, colored glass circleinlaid in the metal near the point (thus all
four would be near the center when the door was closed; invisiblewhenthe
door wasopened). Thesefour symbolsmatchthoseonfour of the* buttons’
on the door lock #11.

8. Laen Wall. A huge sheet of clear laen 2" thick, it is etched with the
Gryphon emblem, thecircular border morethan 15'in diameter. Thiswall
isactually adoor, and opens automatically only when theiris door (#7) is
closed.

9. Vestibule. Thisroomisa 20 foot cube faced with bluish marble shot
with silver veins, onewall being of |aen (#8) and thetwo sidewallsbroken
by the Sentinel niches. Thefar wall isinterrupted by an arched doorway.
In the center of the room there is a beautiful floor Inlay; the observant
individual might notice an identical one on the ceiling. The central floor

square is actually a secret elevator, Very Hard to detect. Activating the
floor panel is Sheer Folly to determine (essentially a‘lock’), and involves
stepping on each of the four semicircular panelsin sequence, starting with
theonenearest #11. Thesquarewill begintoriseamoment later, whoever
isonitbeing carried upwardswherethecorresponding ceiling squaredides
up and out of theway. Theridersarrivein #25, wherethe squarelocksin
place in the center of the room. Determining the sequence to lower the
panel is merely Medium once the first sequence has been discovered.

10. Sentinels. These Golemsof grey aloy areactivatedif thetrapisset of f
on the doors (#11). Seethe NPC chart for their stats.

11. Doors. Thisdoorway iseight feet wide and twelve feet high, the upper
five feet being an arch. The actual doors are a pair of grey metal panels
which dide into the adjacent marble walls. Inscribed on the door are the
words (in lruaric) “ The Raynid Zaon Line.” Beyond lie the crypts of the
first three Zaonrulers. Thelock issetinametal plate next to the door and
of avery unusual nature. It consists of nine glowing, colored glass discs
set in the square plate, each with a strange symbol on it — four of which
must be touched in theright order to open thedoors. Consider thislock to
be Absurd unless one of the PCs noticed the four symbols on the door #7.
As these four symbols match four of the discs and with the reasonable
assumption that they are pressed in the order that they appear (clockwise
on theirisdoors) there only remainsto figure out which to start with. If
theplayersdo not figureall thisout, the GM may wishto assign adifficulty
to putting the piecestogether, between Very Hard and Medium, depending
on how much they observe.

12. GlassRunePanels. These4' wideand 8'tall sheetsof glassare2" thick.
They aretempered and not easily broken. Each hasarune on the outward-
facing side which glows (Essence glows red, Channeling green and
Mentalism blue). Interestingly, to someone standing behind the glasses
(e.g., in the center of the three), the rune is invisible and the glass is
completely transparent. ClockwisefromthetopthesymbolsareUndeath’'s
Curse, Frailty, and Hard-heart.

13. Crypt of King Saik. Thedesign of thisroomisnearly identical to that
of all the crypts found in this section of the Catacombs, consisting of a
chamber twenty feet wide and sixty long, with the far end being semicir-
cular and raised three steps. TheCeiling at theendisalsoraised, and there
isalight cleverly concealedinthisclerestory nichefromwhich abluelight
pourstoilluminatetheraised area— including thesarcophagus. Thewalls,
floor, and ceiling are all covered with 2' x 2' sheets of very smooth white
(pentallic) marble, held in place at each joining corner by a diamond-
shaped silver boss. Behind the stone coffin, the curved wall has arow of
bronze plates, each 1' wideand 3" high, inscribed in Iruaric with the history
of theruler’slife and reign.

14. Sarcophagus. King Saik’s coffin is arectangular box carved out of
porphyry (a very hard, purplish rock). The lid is a relief of the body
(flattened somewhat); it is rather heavy but unattached to the box and can
be lifted by 3-4 strong adventurers. Inside, the body is within a smaller,
more form-fitting coffin of wood, covered with agold leaf. Insidethatis
the mummified corpse, wearing crumbling finery. Saik will not awaken
unless his personal items (on hisbody) are taken, but then hewill be quite
displeased. Hisspirit will riseasaWraith— see NPC Chart. Saik’ sltems
include:

Ring: Gold with alarge purple sapphire, thisring protectsthe wearer from
the specia effects of the Undead (e.g., cold, draining points, etc.).
Normal Undead attacks havefull effect, however. [+25 magic defense
vs. “special” effects of Undead.]

Amulet: A gold chain holdsalarge (5" diameter) gold hoop surrounding a
discof bluecrystal. Whenlooked at straight-on, colorful imagesappear
inthecrystal, showing Kultheainthecenter, andthefiveMoonsintheir
current orbital positions.

Broadsword: A golden blade, it will flame on command (Saik won't have
it do this!) delivering an additional Heat Critical. It is+20 to hit.
Necklace: Many gold rectangles (1" by 4") connected along one edge fan
out from the neck, each set with aquamarine. It is not magica but

valued at 2,000gp

Bracelets: Of gold, each adds +2 to DB; there are 10 and they can be
cumulative. [+1 DCV/eal]

Other jewelry: worth = 10,000gp.



58 Shadow World -

15. Secret Door. A set of three of the 2 x 2 panelsis actually acleverly
hidden secret door, Sheer Folly to locate. In addition, this door opens
automatically whenever morethan 150 |bs of weight isplaced on thefloor
of the corridor between rooms 13 and 16 — allowing asudden view of the
Undeath’s Curse rune panel in 12.

16. Crypt of Queen Sarian. The 20' long corridor from #15 is unob-
structed, allowing aclear view of the glass rune panels; their symbols are
(clockwise from the top): Cruel Blinding, Seep, and Throatfires. The
symbols, if triggered, also awaken the Queen. Her cryptisnearly identical
to that of Saik (#13)

17. Treasury. A 10' long corridor leads to a steel door with a lock
Extremely Hard to pick guardsthisroom, which contains= 15,000ingold,
gems, and jewelry, in addition to a number of chests and urns containing
now-worthless clothing, food and potions.

18. Trap. A steel door identical to the one protecting room 17, thisoneis
alsodownal0' corridor. Thelock isExtremely Hard to pick and trapped,;
thetrapisHard todetect. Unlessthetrap isdisarmed, any tampering with
the lock (including opening it) sets off the trap: the entire corridor floor
drops away to a50' deep pit with spikes at the bottom. The spikes should
be treated as 1-4 +50 2-h sword attacks; no Qu DB. [OCV 10, 2 1/2d6k
damage.]

19. Sar cophagus. The Queen’ s Sarcophagusisawork of art, arectangular
box made from sheets of amethyst and trimmed with silver. It is semi-
transparent, showing the vague form of the bronze body-form coffin
within. Thelid can belifted by 2-3 persons. The bronze coffin ishinged,
and can opentoreveal themummified body inside. Sariahasnot slept well
theseyears, and shewill awakenif anintruder activatestherunes, stepson
the sarcophagus platform, or touches any of her treasures (including those
ins#17) SheisaWraith Sorceress, armed with spells and awand. Her
sarcophagus also contains =8,000gp worth of jewelry.

20. Secret Door. Identical to #15.

21.Crypt of KingAlzarin. Thisking died at theage of fourteen. Theglass
rune panels are al of Torment. Otherwise the design of the crypt is
basically identical to that of Saik (#13). However, the platform istrapped
(Extremely Hard to detect): as soon as more than 50 Ibsis placed onit a
stream of deadly darts fires from each of the silver bosses (remember
them?). Treat as 1-10 rapier attacks, no bonus, no Qu DB, for everyonein
theroom. [OCV 8, 1d6+1k damage.]

22. Sarcophagus. Alzarin'scoffiniscarved from asingle block of white
alabaster. Thelid is unattached but requires four strong people to move.
The coffin within is of the same silvery metal asthe doors, and inside that
Alzarin’s mummified body wears an elaborate death mask of hammered
goldinlaid with preciousgems(itisworth=10,000gp). Moreimportantly,
however, the instant the outer sarcophagus is opened, Alzarin appearsin
the room behind the adventurers. He begs them to free him, even as he
approaches and triesto touch it. He can only be ultimately ‘freed’ by the
destruction of his death-mask (though he can be banished) . Also in the
coffinisadouble ring of gold (it isworn on two adjacent fingers) which
allowsthewearer to cast Water Bolt 300" 1x per day. [12d6 physical energy
blast, reduced penetration.]

23. Trap. A 10' corridor leadsto adoor of black metal. Thelock ismerely

Mediumto pick, but thetrap beyond is Extremely Hard to detect. Inside,

anillusion of incredible wedlth lies before the PCs. However, as soon as

theillusionistouched, thedoor slams shut and the entireroomisthe scene

of a brutal Call Cold (everyone takes a “B” critical every round for 10

rounds! Brr!). [1 1/2d6k (energy)/4 segments for 3 turns.]

24. Treasury. ldentical corridor and door to #23, except that the lock is

Sheer Folly to pick. However, the treasures within is worth the trouble:

Armor: Alzarin’sarmor, itissilvery dragon-hidewith gold fittings. Itwill
fit aman of medium height and slender build, and protectsasAT 18 but
encumbers as merely AT 5.[7PD/ED, but weighs only 3kg.]

Shield: A golden shield with silver trim, it protectsasa+15 full shield but
isalmost weightless. [Unencumbering, +3to DCV ]

Helm: Becomes asilver circlet when worn, protects as full helm. [Def 8.]

The Zaon Tombs,
Upper Level
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Crystal Sorm Hound: A small glass figurine, when cast on the ground it
becomes a Storm Hound (SW Inhabitants Guide, pg 43) which will
fight for its master for 10 rounds or until itiskilled, when it revertsto
afigurine. 1t will transform 4 times before turning to glass powder the
last.

Gold and Jewelry: worth = 6,000gp.

25. Upper Vestibule. Another 20' cube,

26. Door. ldentical to#11, except theinscription reads“ Tomb of Phynus

Zaon.”

27. Door . Identical to #11, except the inscription reads“ Tomb of Xurnak
Zaon.”
28. Door. Identical to#11, except theinscription reads“ Tomb of Mornan
Zaon.”
29. Door. ldentical to #11, except the inscription reads “ Tomb of Langu
Zaon.”

30. Crypt of King Phynus. The chamber itself isjust like#13. Theglass
rune panelsin this chamber are all of Seep.
31. Sarcophagus. The stone outer coffin is of bloodstone (jasper); it is
particularly massive, and though the lid is not attached, it requires at least
four strong personsto lift. Theinterior coffin is of wood with agold leaf
overlay. Within isthe king's mummified body. Phynus will not awake
until several minutes after his items are taken; he isamummy of consid-
erable stamina, however, and hissword is hidden in a secret compartment
under hisinner coffin (Extremely Hard to locate). Theitemsin Phynus
coffin:

Sword: (hidden) A +25 2-h sword of some golden metal, the blade flames
to deliver a plasma critical of equal severity to any normal critical
given. [+2 OCV, does 2d6 physical killing damage and 2d6 energy
killing damage.]
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Earrings: A pair of large, gold earrings, each with a number of delicate
chainsholdingjacinths(orange sapphires). Oneadds20tothewearer’s
Pr bonus, the other isa+4 PP enhancer (both need beworn). [Aid, +10
to PRE allows all spellsto becast at 1/2 end.]

Bracelets: Two bracelets, if worn on the wrists they add +20 to delicate
hand-maneuvers (picking locks, trickery); but they make a ringing
sound when active. [+2 to Lockpicking and dleight-of-hand rolls.]

Armband: A goldbandwornontheforearm,itwill castashield spell at will.
[+3DCV]

Jewelry: worth = 1,500gp.

32. Doors. Thesedoorsareall basically the same, involving a secret door

in the marble wall, with areinforced steel door behind it down a5' long

corridor. Thedoor islocked, Very Hard to pick. Whilethe severity isthe
same, every lock mechanism isdifferent, so even though onelock may be

defeated, no bonusis given for any other doors numbered 32.

33. Treasury. Thiscubiclecontainsgold andjewelry worth=8,000gp, plus
chests and urns containing now-worthless clothing, food and potions.
Thereisalever setintheleft wall; it cannot bemoved (until thetrap in#34
is activated).

34.Trap. Thedoor isunlocked and theroombeyondisempty. If morethan
200 Ibs of weight is placed on the floor, however, areinforced steel panel
dropsacrossthedoorway, sealing any unfortunatesinside. Thewallsbegin
to grind together, requiring 2 agonizing minutes to move 1' apart (when
they begintosgueeze). All insidetakeaCrushcritical every round, starting
withan“A”, thena“B", etc., to “E”, and continuing with “E”’ s until the
targetsarejelly or rescued. Moving thelever in #33 will reversethe trap.
[Does +1d6 normal physical damage (cumulative) every 4 segments.]

35. Crypt of King Xurnak. The glass rune panels in this chamber
(clockwise from theright) are Cruel Blinding, Hard-hearted, and Throat-
fires.

36. Trap. Thisdevioustrap is Sheer Folly to detect and is activated when
thelock issuccessfully picked. Thedoor popsopen asaVacuumactivates
inthis 10' cubicle. The effect is powerful enough to suck everyonein the
short corridor inside (an Absurd maneuver to avoid it).[10d6 normal
physical damage] Once inside, the door slams as a reverse Vacuum
delivers an “E” Impact crit to everyone inside; the door is jammed by
pressure, and can only beopened by breaking through (itisAT 20 and takes
300 hits to puncture). [Def 8, Body 12].

37.Treasury. Thistreasury containsonly ointmentsand clothing; Xurnak
was a generous king who bequeathed his personal fortunes to the poor.

38. Sar cophagus. King Xurnak's outer coffinis of beautiful moss agate.
Hisinner coffin hasturned to dust and thereis no body — he lurksin the
nearby treasury waiting to come up behind unwary robbers. Only killing
Xurnak will release his personal treasures:

Amulet: an orb on a silvery, gem-studded chain, it adds +20 to DB. [+2
DCV]

Rings: Four rings, each with a gem, each worth = 500gp.

Collar: Of platinum, it protects the neck area: 80% of the time a critical
indicated thereis not effective. [* Def, LOcation 5]

Dagger: +30, itisOf Saying Elves. [+3 OCV, does +3d6k vs. Elves (4d6-
1total).]

39. Body. Killed by the rune, this decayed body sprawlsin the doorway.
Thepoor fool islittlemorethan askel eton wearing afew tattersof clothing,
but hisiron heart liesin his empty chest. The body has little of value —
except asuperb lock-pick kit which adds +30 to any normal lock picking
attempts. [+3 to Lockpicking skill] Thereis also a strange key, made of
platinum alloy, the end of which looks like two triangles with a socketed
center. Itisthe Key of Andraax, and gives off afaint radiance aswell as
pure arcane Essamce radiations.

40. Crypt of King Mornan. The glassrune panelsin this chamber are all
of Hard-heart.

41. Doors. The secret doors are like those in #32, but the locks are Sheer
Folly to open.

42. Trap. Thetrapisamagical one, lyingwithin afake steel door at thefar
end of the small room, and is thus Absurd to detect: when the door is
unlocked it does not open, but instead a spell of magnetism is activated.
Any andall wearing metal aredraggedtothedoor and stuck there. All loose
itemswith iron areimmediately attracted and can only be removed with a
successful Sheer Folly maneuver, adding St bonus, and with a means of
pulling away and out of the corridor (e.g., astrong rope). [40 STR TK vs.
Iron objects; does 1 pip CON Drain/phase until CON reaches0, then 1 pip
body destruction/phase] Removing items of iron content from one's
person in order to escape can be from Mediumto Extremely Hard. Those
who remain in theroom (for whatever reason) begin to feel weak (treat as
losing one Temp Co point per second) astheir red blood cells are affected
by thisincredibly powerful magnet. Anyone who's Co reaches 01 loses
consciousness and their Potential Co beginsto fall at 1 point per second,
after which they will die, the side of their body facing the magnet very red.

GM Note: spells of Leaving, etc. will work fine, but Fly, Telekinesis,
etc, will be overwhelmed.

43. Treasury. Mornan's treasury is filled with art objects: bas-reliefs,
beautiful sculpturesin marble, glassand metal, and paintings (how ruined
by time). To the right collectors these two dozen items (excluding the
paintings) could be worth a total of 200,000gp, but they will be almost
impossible to move and finding the right buyers will be difficult.

GM Note: Navigators, as a policy, do not transport what they suspect
to be looted goods out of tombs or crypts.

44, Sar cophagus. King Mornan died in hislatetwenties, having areign of
only nineyears; but he was ableto commission many great worksof artin
those few years. His sarcophagusisitself awork of art, carved of blue-
white chalcedony, it isthe only one of the sarcophagi whichisstanding. It
looksmorelikeabulky statuethan acoffin. Inside, theKing' sinner coffin
is a boxlike affair of hammered white metal with alock. The lock is
magical; consider it Sheer Folly to open normally, Medium to deal with
magically. Insidethat i sthebody of therather handsomeyoungKing, eerily
well-preserved. Infact, heis not exactly dead. The combination of the
inner coffin and an amulet hewearshave kept him alive. Theamulet holds
his soul, which it captured when he was killed by awasting disease. The
coffin dowly healed him after the disease ran its course, and now isin
stasis. Mornanwould need aLifegiving (treat as 1 day dead but 10-20 days
for full recovery) to beraised, but if the body is out of the coffin for more
than 1 hour he irrecoverably dead.

GM Note: Should the PCs actually awaken King Mornan, they could
trigger an interesting series of events. He will naturally want to
restore his realm, but most of it is a wasteland. The best place for
himto go is probably Gryphon College (where they have the Crown,
but may not want to surrender it!) A whole new quest may be born,
depending on what the PCs do if they complete the quest |ater in the
book.

Mornan has no treasures except the coffinand amulet, whichisasilver
chain worn around the neck with alarge moonstone pendant.
45. Crypt of King Laro. The glass rune panelsin this chamber are all of
Seep.
46. Doors. Thisdoor isnot secret at all, and not locked; itisaplain meta
door.

47. Trap. Theempty room istrapped: if morethan 200 pounds are placed
onthefloor, adeadly spray eruptsfromthe silvery bosses, drenchingall in
the chamber in acid. Treat the acid asa+40 Fireball attack and use Acid
critsif available; the lingering chemical aso delivers declining severity
critsuntil oxidized (e.g., if atarget getsa“D” crit fromtheinitial attack, he
takes an automatic “C” crit the next round, a“B” the next, etc.. The acid
will damage or destroy leather or cloth items. [3d6 BODY Destruction]

48. Doors. This door is not secret, but it islocked, Sheer Folly to pick.
49. Treasury. The room holds several chests, all empty.

50. Sarcophagus. King Laro’s coffin is carved of black onyx, with the
inner one made of white. Theouter lidisquiteheavy, requiringfive strong
personsto lift. Inside, King Laro’s mummified remains are treasurel ess,
and heis one angry mummy.
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THE KiTAAN TOMBS

Last rulersof Zor, the Kitaan family roseto power in amanner similar
totheZaons— at least onthesurface. Intruth, however, thefirst king, Jax,
arranged hisheirship. King Laro Zaon had only one child, a son who met
with an unfortunate accident at fifteen. Left with no heirs, Laro named his
sister’ sson Jax, then eighteen, asheir. Jax had also had an older sister, but
shedrowned ayear earlier. Jax took hisfather’ s name and rose to power
asJax ZaonKitaan|. Whilethe Zaons had been obsessed with technology,
they enjoyed it for its own sake, not as atool for power and wealth. The
Kitaan line, for the most part, wanted power and technol ogy was only one
of the tools available to gain it. They toyed with the concept of uniting
technology with magic, and that was their undoing.

TheKitaan tombswerethelast constructed and arethe most grandiose
in scheme. They also sport the most devious and frightful defenses.
1. TheDoor totheKitaan Tombs. Thisdoor islocated ontheright when
entering the foyer. See the Foyer text for details.

2. Corridor. Two hundred feet long, thisvaulted corridor islit by rows of
lamps mounted on the walls, each holding a small amber gem which
flickers with light. The corridor is thirty feet wide and thirty high at the
peak.

3. Doors. A grand set of steel reinforced doors, they swing open into the
Grand hall as visitors approach.

4.Grand Hall of theElemental Powers. Thismammoth chamber isfour
hundred feet long; the ceiling stretches up amost five hundred feet high.
Itiscruciform in plan with the pointed arches meeting in the center. The
wallsarefaced with smooth, polished granite and thefloor iscovered with
black marble veined with gold. Strange lights from the ‘Elements
described below illuminate the hall with aflickering light.

a. Element of Water. A low marblewall surroundsthis60'long pool of clear
water which isconstantly rippling. Thewater ismagically refreshing,
but any transported |oses the magical effect.

b. Element of Earth. 60" square, this areais a plot of exposed earth from
which grows a sturdy oak tree.

c. Element of Electricity. Two massive blocks of blue laen stand fifty feet
high and 40' apart. Thereisaconstant crackling and smell of ozone as
lightning bolts dance and dlither between the two. Anyone passing
between or even within 10" of the blocks will receive a point-blank
Lightning Bolt attack. [3d6k energy, OCV 9]

d. Element of Cold. Two pillarsof laensimilar totheonesin ‘¢’ but of clear,
luminous laen stand here, and between them curls a misty cloud of
intense cold, rolling into a chilling fog at the bottom and flowing out
across the floor.

e. Element of Air. A pit opensinthefloor hereand in it —extending about
forty feet into theair — isaswirling, roiling tornado of misty air. The
pit appears to be bottomless.

f. Element of Fire. Plumes of flamelick up from this pit, reaching ashigh
as 100 feet.

g. The Fusion. This platform dominates the room, and was a place of
powerful rituals and summonings; it is also a Lesser Essance Focus.
The circular areain the center is of a translucent green material and
glows whenever someone stands on it.

5. Door s. Thesedoorsareidentical to#3, but they do not open (thecorridor
beyond is sealed; it would have accomodated additional tombs).

6. Gates. A set of alloy gates bars the way into this crypt area. They are
locked, Extremely Hard to pick.

7. Pool. This looks like a pool of clear water, but is actually a cruel
Reduction poison, 10thlevel, with potentially extremeeffects (see Shadow
World Inhabitants Guide, p 13.)

8. Pivot Door . Thisrather tricky door islocked and Medium topick but also
trapped, Very Hard to detect. Thetrap activateswhen thelock (located in
the center of the door) issuccessfully defeated, causing the door to quickly
pivot 180° onitscenter. Whoever ispickingthelock isspuninto#13, while
anyone standing by is treated to the back of the door: a symbol of Cruel
Blinding. The lock extends through both sides of the door, but must be
unlocked every time the door is to be opened/spun.

9. Obelisk. Relatestheillustriousearly history of Jax, thefirst Kitaanking
of Zor.

10. Obelisk. Relates the latter part of the king's life. It also concealsa
secret (Very Hard tofind) compartment withaBook of Runesinside. The
book contains arune of every Sorcerer baselist spell to 20th level. Runes
can only be used once each; rune paper is also ruined after use. Thefirst
page of thebook isalso aCruel Blinding Rune. [10 Runesof 10-100 active
points,]

11. Vault. Thedoor to thisroomisof steel and locked, Extremely Hard to
pick. Inside aretwo items, each on a pedestal.

Saff of Gaath: (-40 to Staves'wandsralls), 6' long, white wood with cold
metal core, it has three powers: 1. immune to natural cold while
holding; 2. User may breathe as a dragon, delivering a x3 Coldball
breath 1x/week (3-30 hitsaredelivered to breather); 3. When struck on
thegroundit deliversablizzard 1x per moon: 3 hour delay (whiletemp
dropsto 32°), 3mileradius, 3' snow fallsin 25 hoursand remainsalong
with cold for 10 days. [1—Life Support (vs. Cold); 2—1x week, user
may breath 14d6 energy blast, 3" radius, but does 6d6 normal energy
damage to breather; 3—Once/month, change environment (to bliz-
zard), 3 mile radiusl]

Field Laser: From the ancient times, this is an assault laser with a few
charges left. Treat as a Firebolt 300" wand (use Plasma Crits if
available), useable1x per round. Noskill applies; useAgbonus. If user
rolls an unmodified 01-05 on any attack the energy magazine is
depleted and cannot berecharged. Theweaponisof ablue-black metal,
indestructible, with comfortable handgrips. It weighs about 10 lbs.
[2d6k, +3 vs. Range]

12. Vault. The door to this vault has been blasted through: the center
portion isliterally melted away. The vault is empty.
13. Sar cophagus. Thefirst King of theKitaan linehad constructed arather
spacious crypt for himself, nearly large enough to hold hisego. Heisthe
most terrifying of the Undead here, and will awaken, along with hisguard,
when anyone steps on the platform of his sarcophagus. Thelid, though of
massive granite, liftsup and tumblesto theground. Hehasno treasuresas
such, but iswell armed:

Sword: +25 2-h Unholy sword, made of Keron alloy with silver inlay. [+2
OCV]

Armor: Golden Chain shirt and greaves that protect as superior full plate:
AT 20 (-30). [Def 9, encumbers as chain]

14. Guar d Room. Four skeleton guards stand ready to defend their master.

They awaken when anyone steps on the sarcophagus pedestal .

15. Guard Room. As#14.

16. Treasury. Behind asecret door whichisExtremely Hardtolocatelies
asmall treasury, with = 4,000gp worth of gold and gems.

17. Trap. Thedoor islocked, Hard to pick, and in the center of the room
beyond is a pedestal on which sits a huge sapphire on ablack stand under
aglass dome. However, the marble inlay floor conceals dozens of long,
slender blades. Weight onthefloor within 3' of thepedestal triggersthetrap
and anyonein the room takes 1-5 +80 Rapier attacks. [15 OCV, 1 1/2d6k]
The gemiscut glass.

18. Doors. Double doors of steel plates, reinforced and riveted along the
edges, they arelocked and Very Hard to pick.

19. Inner Doors. These doors are fakes, but that is Extremely Hard to
detect. When unlocked (merely a Medium operation) they swing open to
reveal a symbol of Immolation.

20. Trap. Fortenfeet on either side of the doorsthefloor isapittrap. This
isdesigned to catch those clever enough to behiding behind theinner doors
when they are opened. The floor opens to a 50" deep pit (one large pit
connects the two openings). The walls are smooth, Sheer Folly to climb
without a rope; worse, the floor closes immediately after dumping its
contents. Thistrap is not to be worried about if the inner doors (#19) are
not tampered with.

21. Corridor. Walled and floored with black marble, this finely con-
structed corridor conceals many secret panels, all Very Hard to locate.
They slide easily up along a slot when the correct way to open them is
discovered, however.

22. Crypts. Each holds a small stone coffin and a Skeleton of a King,
awakened when either its secret door istampered with or the doors#24 are
opened.
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23. Sentinel. A golem of bronze, it will attack anyone who emerges from
the room (26) unless one of them carries the Gryphon Blade.

24. Real Doors. Thesedoorsare of dark metal, thelock set in adiamond-
shaped panel betweenthedoors; it remainsattached to theright door asthey
dlide swiftly open (and reveal the symbol, 25). The doors are Extremely
Hard to pick, but magical (so a spell would dea easily with it). A
inscription on the doors reads “King Nikor Kitaan, faithful to the Gry-
phon”. ThisbecauseNikor triedtoreturntothewaysof theearly kings. He
was assassinated (by hisill-fated successor, but it was never proven). His
supporters arranged to have the sword buried with him.

25. Symbol. A glowing red symbol of Void-gate lurks on an obelisk of
black stone behind the doors.

26. Sar cophagus. Nikor’ssarcophagusisasimplewhite marblebox with
afrosted glasslid. Heliesinside, mummified, with the Gryphon Swordin
his chest.

27. Secret Door . Pressing ahidden switchin anearby column causesthis
pandl to slide upwards, revealing a doorway.

28. Thrones. Theroomissimilarindesigntothecorridor, withthefar wall
made up of ‘ secret’ crypt doors. Facing each other acrosstheroom aretwo
marble statues, each an elderly man in robes, and each leaning forward,
reaching out towards an object on thefloor in the center of theroom. They
are representations of advisors. Now, however, they are Wraiths and are
not pleased to be disturbed. The object inthe center of theroomisasmall
black cloth bag, in which isasimple platinum ring with adiamond-shaped
flat setting of black sapphire. An image in the sapphire is the Eye of
Andraax symbol. The ring resists comprehension (-100 to staves/wands
rolls and other magical analysis means) but protects the wearer versus
Absolutionsand other Dark Channels, adding 88to hisRR. It also, at will,
endowsthewearer with an Alkar, aheavenly aurawhich subtracts 30 from
all aimed attacks against him. [+44 spell defense vs. absolution and evil
Channeling spells]

29. Crypts. As#22.

30. Portal. The opening isidentical to the 29's, but it does not open when
theothersdo. Beyondliesaportal, thedestination of whichisuptothe GM.

THE TASK

The recovery of the Gryphon sword is the obvious task for this
adventure, though it can also convey alot of information about the history
of Jaiman and the fall of the Six Realms.

STARTING THE PLAYERS

One of the players, hopefully one true of spirit, perhaps of Zori blood
(and preferably able to wield a sword) comes into possession of a small
glassy orb perhapsthreeinchesindiameter, greenbut clear. Itisimportant
that the most likely person to be Zori-related find the orb, asit would not
reveal itself toanyoneelse. Perhapsthe small sphereisfoundinthebottom
of astream asthe party fordsthewaterway; perhapsitisgiventotheplayer
by a mysterious messenger (a Loremaster?) The Orb should present a
mystery. Whileit does not appear terribly valuable (though aperfect laen
orb might fetch a few hundred gold...) it is magical. Analysis by an
Alchemist will reveal that it is part of something extremely powerful, and
that the workmanship is very high quality, though theitemisvery old. A
player succeeding in a Staves’'Wands roll (give +50 to a Zori) will
immediately get ashimmeringvisionof abeautiful, shadowy blade—with
the orb set in the hilt. Hewill also see atomb entrance, but detailswill be
fuzzy. Glowinglettersonthedoorsof thetombwill bevery clear, however,
and memorable even to one who does not read Old Zorian:

Here lie the Kings and Queens of Zor
Tread not the Paths of the Dead without their |eave

A modicum of research (especialy in a decent place like Gryphon
College) will reveal that thisis the entrance to the Catacombs of Ur, the
crypts of the ancient kings of Zor.

GM Note: If the party isresearching at Gryphon College, Zaris
could be a help or hindrance. If she judges the one who found the
orb unworthy, she might advise them not to try to retrieve it or even
Quest the players to perform a character-building task. If, on the
other hand, she finds the character worthy, she will offer aid. Not
only a few important healing herbs, but she will send along Nerik
(see Living Prison). He has enough healing knowledge and skill to
help the group get through the long series of encountersinevitablein
the Catacombs.

Aibps
Information regarding the catacombs will be aimost impossible to
obtain. A map of the areamight be found at Gryphon College, but details
of theinterior of the place will al have been destroyed long ago.

OBSTACLES
The tireless guardians of the tombs will no doubt prove the largest
obstacles. PCsentering the cryptshad best bewell provisioned with food,
water, and avariety of healing herbsand spells, asahealer will not beclose
by (unless of course they are bringing their own).

REWARDS
Anarray of treasures await the prospective tomb robbers; they must be
careful what they take. ‘ Recovering’ certain artifacts of use and value can
be excused, but plundering just for loot is frowned upon.

GM Note: But since when have a few frown stopped PCs from
shameless looting? Vindictive GMs who feel that the Catacombs
have been pillaged may which to have a few of the more interesting
items cursed, allowing the Undead to continue to haunt the offending
robbers.

The primary goal and reward, however, is the Gryphon Sword, de-
scribed below:

Gryphon Sword

Thisswordisof akeronalloy withdelicateinlay of intertwined greenand
blue. Theguardisdesignedtoresembleapair of spread wings, and thehilt
isascaed claw, the end of which holds a shimmering green orb. Of the
Earth, it has powers related to that element.

POWERS:

1. +35 to hit, 2x hits.

2. Delivers an Internal Disruption critical (see Master Atlas Inhabitants
Guide p 60) in addition to any other.

3. Is capable of one of the following per decaday: Undoor True; Solid
Destruction True (100 cubic feet); Great Crack (500" deep, 30" wide,
1000’ long; 1/10th that in a structure).

4. Of Saying Constructs (Shards, N’ ng, Golems, etc.).

5. Of Changing: will becomeadagger, akynac, broadsword or two-handed
sword at will.

6. Completely deflects all organic missile attacks directed at the wielder.
Thisisactually intended as arather specific defense: it is designed to
protect the user against Shards, who throw deadly organic disks, and
N’ ng, who spit acid.Metal-tipped arrowswith wooden shaftsareat -50.

+31t0 OCV, 3 1/2d6 Damage; also does 1d6 BODY destruction.
1/10 days, may do 8d6 BODY destruction on any inanimate object.
+3d6k vs. constructs.

Will become dagger, two-handed sword, broadsword or kynac

at will.

+5 DCV vs. organic missile attacks.

GM Note: you don’t need to be told that thisis an extremely powerful
item. If you fedl that it istoo powerful for a player to possess while
maintaining some semblance of game balance, you may wish to have
the sword ‘cursed’, restricting or completely suppressing some of its
powers. The curse would be very powerful ; removing it might prove to
be an interesting adventure in itself.

ENCOUNTERS

There are myriad potential encounters in the tombs — mostly with
vengeful Undead, tireless guardians, and deadly symbols; they are ex-
plained in the layout text.
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PART VIII
 LEGACY OF THE SEA-DRAKE =

The following series of adventures are linked to form a quest or short ‘campaign’. Asthe scale of adventures
israther powerful and thenatureof thequestismonumental inscope, itisvery strongly recommendedthat theplayers
have considerable adventuring experience under their belts before being introduced to the quest.

Far in the past, it is said, the entire continent of Jaiman was
ruled by six kings, each on the throne of awide land, peaceful and
wealthy. These kings did not war or covet each others' land, but
maintained an alliance and pact of mutual defense against outsiders
aswell. Thiswasthetimeof the Six Crowns, diademsfor kingdoms
rising in another Era, nearly nine thousand years ago.

Even though at least one crown is till known — the aptly
named Phoenix Crown of Rhakhaan — the ol d tale of the six united
lands is considered pure legend by sensible folk. The Phoenix
Crown is a beautiful item, to be sure, and the heart of a powerful
empire, but no one believes the stories of magical powers which
allowed the kings to keep invaders at bay; such is obviously
exaggerated myth from atime so far in the past that only the most
sturdy structures from that time have survived even asruins.

Y et thereistruth to thistale. Therewere Six Crowns, and six
swordsand magical pendantsaswell, madefor royal guardiansand
advisors. And the Crowns were more powerful than even the
wildest legends suggest: they made their wearers masters of the
Essaance.

Now Jaiman is a broken land again, and faces an evil threat
from Ulor to the west. The fledgling kingdom of Helyssa is
foundering, its king murdered and the roya heir has vanished.
Helyssa— in the land that was once U-Lyshak — isthe strongest
power standing between the Dark Realm of Ulor and all of Jaiman.
Only the fabled magic of the Sea-Drake Crown of U-Lyshak can
stopthefleetsof Ulor and turn back itsevil king Lorgalis. But what

hope isthere in afable?

GM Note: The GM should read through all the adventures and
visualize how they can be personalized for his campaign. At some
point the GM may wish to introduce one of the Loremasters de-
scribed earlier in the book, because when Kier lanis puts on the Sea-
drake crown and turns against them, they are going to feel very lost
and helpless. Whileit is not suggested that a Loremaster travel with
the group during the earlier adventures, one may be necessary to
guide themin the final search. A Loremaster will almost certainly
NOT make the decision whether to destroy the crown control complex
or not; Loremasters are not supposed to take such direct action.
Oneoptionisfor the Loremaster to not beknown asa“ Loremaster”
as such; perhaps just someone they PCs meet where it would be logical
to find a reasonably wise person, though not necessarily someone as
daunting as a Loremaster.
Again, it isimportant that the GM consider the various options and
plan out his campaign before it progresses too far!

1=EYE OF THE DRAGON

This adventure introduces the Quest for the Sea-Drake Helm, and the
central NPC, Kier lanis, heir to the throne of U-Lyshak.

Prince Kier is a childhood friend of one of the PCs, though the
character did not know histruelineage or even name at thetime. Thefirst
stepinthisquest istolocate the Sea-Drake pendant, held in the mysterious
tower of Yarth.

THE TALE

A cloaked figure rides madly into the night, fleeing the city of Cynar
and Helyssa. It is Crown Prince Kier, the last heir to the ancient realm of
U-Lyshak, afraid for hislife in the chaos left by the wake of his father's
suspiciousdeath. Withill-formed plansto gather aforce and return when
he feels safer, Kier travels west.

Kier remembers a childhood companion from his studies at the se-
cluded Gryphon College and resolvesto find hisfriend and ask for help on
his quest...

THE NPCS

This adventure introduces the pivotal NPC of the entire quest, aswell
as an important adversary. As with all NPCs in the module, System
information for such characters can be found in Part I X.

KIER | ANIS, PRINCE OF HELYSSA

A youth of seventeenyears, Kierisneverthelessastrongandintelligent
boy — and descendant of the ancient Kings of U-Lyshak. Tall and fairly
handsome, Kier's Talath ancestry can be clearly seen in his blond hair,
impressive stature (6'4") and clear blue eyes.

Kier has been fascinated by the Crown legends since he was a small
boy, and has done considerable research on the subject. He knows of the
Pendantsand Swordsand their intended purposes, though not their specific
powers.

ItisKier'sdream to find the lost artifacts of the Sea-drake realm and
returntriumphant to hishome. Heiscertainthat thecrownwill protect him
as he takes the throne and casts back the invading fleets of Ulor and
mercenaries of Saralis.

While brave and somewhat impetuous, Kier is not foolhardy. He
knows that his duty is to survive and return to save his people from the
invaders, so he will not take unnecessary risks. Thisis not to say that he
will expect the PCsto protect him; quitethe contrary. Itisjust that he has
afairly good sense of when it is wiser to run and hide than to fight and
perhaps die.

THE PRrRIEST OF Y ARTHRAAK
GM Note: See Part V for details on the Priest of Yarthraak.

LAYOUTS
The Tower of Yarthraak layout can be found in Part VI: Places of
Interest See the detailed map of U-Lyshak for more information on the
region.
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THE TASK

Essentially, the task is to recover the Sea-Drake Pendant from the
Tower of Yarthraak. Italsolaunchesthe charactersalongthepath towards
returning Kier to power and reuniting the fragmented land of U-Lyshak.

STARTING THE PLAYERS

To begin the quest, Kier must meet up with his childhood friend. The
inevitablelink isGryphon College, that small school hiddeninthewestern
foothills of southern Zor.

The manner in which the parties come together will depend largely on
wherethe PCs are at thetime. Should they be far from the College, upon
Kier' sarrival there Zarismay send out her messengerstolocatethem. Kier
then might secure aNavigator to bring him to the PCs, or (and less likely
unlessthe GM hasreduced Navigator rates), he might pay the Navigator to
bring the group to him at the College.

GM Note: Kier has some personal wealth, but most of it is of course
tied up in Cynar. While the infamously indifferent Navigators will
not give Kier credit, the College will provide some funding to him.

In any case, it is likely that the group would start from Gryphon
College, where they can get adequate supplies and advice (if no tangible
help).

Aibps
Because of the importance of this endeavor, a few people may be
willing to offer assistance which would otherwise not be forthcoming.
Specificaly, Zaris, normally tight with her herbs, will offer a small
selection of healing supplies.
Kier's sword will also be an invaluable help to locate the pendant; he
hasalso beento Y arth once, and has avague memory of the 1st-3rd floors.

OBSTACLES

Asthe group nears Y arth, and especially once they enter the realm of
U-Lyshak, they will bein increasing danger of detection. TheHigh Priest
hashisforces— including his M essengers— out combing the countryside
for Kier.

Of course, the Tower and its garrison will provide quite an obstacle,
though it is (fortunately for the PCs) unlikely that the Priest will be ‘in’
during their visit.

REWARDS
The Pendant will of course be the primary reward, which Kier will
present tothegroup member most suitedto useit (assuming that personwill
pledgeto aid Kier in his continuing search for the Sword and the Crown).
There are afew other items of interest in the Tower which may |ater serve
the PCs.

ENCOUNTERS

Thefollowing encounter notesareintended to be (basically) inorder as
the PCs approach their target site. The PCs will have to be clever and
devious to get past the network of evil forces scattered across Jaiman.

THE YARTH TROOPS

Thesehumantroopsare most likely to be encountered when wandering
the U-Lyshak countryside or in Cynar. They are technically the Helyssa
army, and bear the Helyssa symbol of awhite sailing ship on aroyal blue
field. These men are now under the control of the Priest of Yarth
(Yarthraak). Thereis a 70% chance that they will recognize Kier; 20%
chance they will detect him one way or another even if heis disguised.

The one advantage of encountering the Helyssatroopsisthat thereis
an excellent chancethat they will actually helpKier or at | east pretende not
to recognize him. Few like the Y arth Priest, but they fear his mysterious
ability to seemingly know everything that goes on. But if they do decide
to help the prince, it may come in the form of advice, information about
troop deployment and likely waysto get past guards— or even active help
in dipping by.

L ucrOKI TrROOPS

These foul minions of the Priest will almost certainly only be encoun-
tered at night. They have been sent out of Y arthraak to seek out the young
Prince and bring him back aany cost. If thegroup encountersthe Lugréki,
there is a 90% chance that Kier will be recognized (60% even if he is
disguised, as a Lugrdk will use smell to detect as well).

M ESSENGERS
Messengers of Yarthraak (or Dansart, if travelling in Zor) are cruel
marauders the PCs may have encountered before (see Encountersin Part
VII, Section 3).

A HERALD oF NIGHT
These dreadful beings are among the most terrifying creatures of the
Void. They are eerily intelligent and can track by an unnatural mental
means. Fortunately, therearefew of them anditisunlikely that morethan
onewill beon Kier'strail at atime. Details of their naturearein Part IX.

PRIESTS OF Y ARTHRAAK
These Priests of the Unlife in residence are likely to be encountered
unlessthe PCsareextremely stealthy. They arealmost mindlessly evil and
will attempt to capture him even at the expense of their own lives. There
is a70% chance they will recognize him; 30% if heisdisguised. If heis
not recognized they will just try to kill him outright — along with therest
of the intruders.

THE HIGH PRrIEST
Thereisonly a 20% chance that the High Priest will be at Y arthraak,
as he is coordinating his consolidation of the realm at Cynar. If heis
encountered, however, he will of course utilize the vast resources at his
disposal to snag the young prince.

2«THE TOMB OF ANDRAAX

Parttwo of Kier' splanistheretrieval of the Sea-drakesword, aweapon
as powerful as the Gryphon sword but with differing abilities.

After that this adventureis arather straightforward foray, though the
unusual nature of Andraax’s ‘final resting place’ will add some special
flavor.

THE TALE

Thetaleswhich surround Andraax are many, varied, and often contra-
dictory. Oneof thefoundersof the Collegeof Loremastersand theinitiator
of the Library of Nomikos, Andraax vanished during the Wars of Domin-
ion, and hasnot officially reappeared since. Somesay hewasdriveninsane
and ventured into the East; others claim he went into hiding. The
Loremasterswill say nothing; the Scribesof Nomikosmaintain that hewas
killed, and that they buried himinatomb on anisland south of themainisle
of Ormian (Ormianisthelocation of the NomikosLibrary complex). The
very existence of theisland is unknown to most people, and it iscalled by
the Scribes the Watching Isle. They claim that it protects Ormian from
storms.

Kier haslearned through hisresearch that Andraax took the Sea-drake
sword" South of thelsleof Knowledge, wherehelay torest.” Thatiswhere
they must go.

THE NPCS

Background on important non-player charactersfollows. Aswith all
NPCsin the module, system information for such characters can be found
inPart IX.

Tya’AR

Tya ar is, as noted in the layout section below, not areal person at all,
but a very sophisticated, computer-generated mental projection. Con-
structed by theK’ta viiri scientistsagesago, heisadatabase of knowledge
designed to be the ultimate in user-friendly. Unfortunately for the PCs,
most of hisknowledgewill be so outdated and bizarre asto be useless. He
isentertaining, though. Since Tya arisamental projection, hecan only be
seenor ‘heard’ by whoever isholding or touching his projector (the small,
cigarette lighter-sized device). He appears completely real to that person,
however. In appearance, heisayouth of perhaps 17, with violet eyesand
blond hair in amodified ‘bob’ cut; he also appears to have six fingers on
each hand. Heisamost unnaturally handsome.

Tya arisdressed normally inagrey, skintight coverall with decorative
ribbing and other details (very high-tech looking), but he can alter his
clothing or hair styleto whatever hedesires. In manner heisfriendly, but
a bit condescending. He is able to make value judgements and to grasp
complex concepts and situations.
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The power source of Tya ar’ s projector isvirtually inexhaustible, and
the casing is almost indestructible. He is as aware of the physical
environment as his holder while held (using their senses for input), but
oblivious while not in contact with a conscious being.

GM Note: While Tya'ar can be interesting, he should not be too
useful. Hewon't tell the PCs anything that would allow themto
exploit the tomb, nor will he tell them how to recharge any devices or
weapons. Hewill warn them (assuming he is activated) if they are
about to do something really destructive out of ignorance, and will
mislead them if necessary to protect the tomb.

WiTcH
A mysteriouswoman, thewitch appearsto bean old cronewho cackles
to herself alittletoo much. Sheisactually aDyar EIf with schemes of her
own. Seethe Encounter text.

GM Note: The GM may wish to elaborate on the Witch’s motivations
and flesh out the nature of this adventure.

LAYOUTS

Thefollowing section detail sthe physical configuration of Andraax’s
tomb and its surroundings.

THE WATCHING ISLE

The Watching Isle, as noted above, islocated about 15 miles south of
Ormian, an isolated atoll with limited plant and animal life. The southern
half of theisland is of lower altitude and supports a forest and a marshy
lagoon, while the higher northern portion isawindy, grass-covered plain,
ending in a sheer cliff which falls 500 feet to the sea.

The tomb isthe only structure on the plain, but there are ruinsin the
lowlands of the island, an areareputed to be haunted. Actually, the forest
isinhabited by one hermit and anumber of shaskan (winged lizards). The
areaisalsorichwithinteresting birdsinanenvironment at | east 15° warmer
than the ocean air nearby. The marsh isinhabited by a number of Will of
the Wisps (Master Atlas, Inhabitants Guide, page 33), and the eerie
atmosphere is intensified by a number of sirenflowers (Master Atlas,
Inhabitants Guide, p 12) scattered about the marsh.

1. Lagoon. A very sheltered area, surrounded by aring of tree-covered
land. Theonly solid ground to pull aboat up onisalong the north or south
edge, however.

2.Marsh. Thisregionisunder 1-3 feet of water most of thetime, covered
with a greenish algae scum and filled with a variety of interesting (but
harmless) life.

3. Forest. The most dense growth is in this area, a virtual rain-forest
microcosm sheltered by the enclosing land.

4. Witch’s Cave. See separate layout.
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5. Navigator Obelisk. Likeall theobelisks, itisatriangular pillar 10' tall,
made of some smooth, adamantine material.

6. Portal. A graceful, tapered arch 12 feet tall of asilvery metal, it stands
amidst acopse of treeson thishill. The Portal gives off constant waves of
Essamce, to the point of aslight visual distortion. The destinationisup to
the GM.

7. Path of the Flow. This indicates the approximate flow of Esssance
across theisland.

8. Ancient Ruins. Partially mired in the swamp, this collection of stone
ruinsisincredibly ancient and so decayedthat only afew rowsof stonesand
an arch remains.

9. Stairs. A long stairway of 700 steps leads up to the plain.

10. Plain. A nearly flat surface, thiswindy plateau is covered with short
grass. Themisty forest can be seen bel ow asan undulating ceiling of green.

11. Tomb of Andraax. Theupper portion of thistomb isasimple domed
structure.
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THE UpPPER M AUSOLEUM

Actually arather modest edifice, thetombisasmall, circular structure.
Carved of pentallic marble (known for its strength and fine, white appear-
ance) it consists of a domed structure surrounded by a colonnade. The
chamber is approached by awide staircase.

Theentireinsideof theupper tombisanelevator tothelower level. The

key to thetomb isaring, one of the strange black hexagonal-cut gemsin
agold setting. Etched into the obsidian surface is the Eye of Andraax.
Placing the ring over the red hexagon in Andraax’s amulet triggers the
scanner which matchesthering. The scanner transformsthering to clear
for the duration of the stay inside.
1. Entrance/Doors. The entrance to the chamber is accentuated by an
ornate door frame. Not immediately visible is the ot around the frame
which concealsadouble set of polished metal doors. Whentheelevator is
triggered, the doors slide shut.

2. Chamber. Thischamber isnot quite circular and has only one feature
of real note: the statue. Thewallsare plain and unadorned, and onewould
not even be aware that this is the tomb of Andraax if one didn’t know.

3. Statueof Andraax. Alsoof whitemarble, thestatueiseight feet tall and
depicts Andraax in hisfamiliar robeswith the hood pulled back. Hisarms
extend slightly from his sides and thefingers are spread to show without a
doubt that he has six fingers. Andraax appears as ahandsome young man
in this representation, but with ahaunted look on hisface. Also of noteis
his amulet, carved from the same marble, but inset in the center with a
concave red crystalline inlay, the only colored item on the statue. The
hexagon happensto match exactly the size of thering. Pressingthering to
the amulet closes the doors and starts the occupants of the chamber down
along journey underground.

THE OUTER CHAMBERS

These rooms (aswell asthe operation of the Mausoleum elevator) are
al powered by a very sophisticated reactor. There is very little that is
‘magical’ here at al; such detection spells will reveal little more than
background. Thiscomplex functionsthrough theancient technol ogy of the
Lords of Essence. Everything looks new and clean here because mainte-
nance robots (unlikely to be seen during a brief PC visit) keep things in
order, and can even synthesize replacements for worn items.
1. Foyer. This hexagonal room is about 100' feet across, with a shallow,
pointed ceiling supported by six graceful, metallic strutsrising fromthesix
cornersof theroom. Thefloor isof some smooth grey surfacethe PCswill
be unable to identify. In the center liesasmall black object: Tya ar (See
NPCs). Should one of the PCspick it up, hewill immediately appear. All
doors off this suite except those to #6 open automatically with a soft
‘whoosh’ when approached.

2. Transport Room. A matter-energy transmitter, though the consoleand
power converter grid will be completely cryptic to the adventurers, and
Tya ar isn't talking.

3. Labs. Actually three separate chambers, the labs are accessed through
sealed doorswith palm locks. Thereisvirtually no chance of breakingin.
Thetransparent panels showing thethree roomsare also of some unbreak-
ablematerial. Thethreelabsarefor experimentsand repairsin chemistry,
mechanicsg/ physics, and electronics.

4.Medical Center. A suiteof roomsincludingalounge, attendantsstation,
surgery, a recovery room, and three rooms equipped with sophisticated
“Medbeds’: automated surgical/ medical facilities that activate when a
body is placed within them. A medbed can heal someone of almost any
injury except severe brain damage or loss of amajor portion of the body.
Three of these beds are fully functional.
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5. Recreation Area. Also an information room, this large chamber is
covered with cushionsand avariety of strange contraptions. Someare, in
fact, readers for electronically stored data. A very large silvery screen
covers onewall and was used for displaying images to the entire room at
once.

6. Corridor. This passage gets special note because the doors leading to
it are larger and more ornate. Hexagonal and ten feet across, they are not
plainsmooth metallic panelslikethe other doors. Instead they haveraised
areasandridges, actually areinforcing designinthemetal form, thoughthe
characters would not understand that. On the right side of the door is a
reddish transparent panel about hand-sized. It isdesigned asapam-lock,
answering only to Andraax, but of course no one would be able to get
throughthis. Theringwill not work inthissituation, either. But Andraax,
wanting the deserving owner of the sword to be ableto recover it, gavethe
Sea-drake pendant a special power: if held before the panel, the ring will
project afan of light which will trick the sensor and open the doors. With
arush of air and hiss, the heavy, reinforced doorswill roll smoothly open.
The corridor itself is hexagonal, apparently carved out of rock with a
smooth, grey finish. Thefloor surfaceisluminous, providing light along
the 100" long passage.

7.TheHall of Worlds: A huge, domed chamber 300 feet across. Scattered
about the room are nine large discs, each adifferent color of stonewith a
uniquedesign. Theseventhdiscout fromthelargeyellow discinthecenter
has five smaller discs clustered around it. Thisis arepresentation of the
nineinner planets of the Kulthea solar system (afact that an Astrologer or
someone with quite abit of Stargazing would probably figure out). Inthe
center, rising out of the large yellow disc is a star-shaped pedestal of
polished black stonewithasilvery hexagon-shapeinthemiddle. If thekey-
ring isinserted, the Kulthea disk sinks into the floor and is replaced by a
throne. Sitting in the throne causes the hol ographic planets to appear and
the domeitself to darken and revea astarfield. The planetsareluminous,
providing the only light in theroom. The sunisquitestriking, with flares,
etc. After abrief pause, the hologram planets begin to move along their
orhital paths. Aseach planet passesover itsfloor version, thefloor version
lightsup. Thisiswhen the opening switch to Thasia (Planet Three, noted
as#9) and Ombari (Planet Nine) can be activated.

GM Note: this chamber originally served as a teleport to the other
worlds, where the Lords of Essence had installations. None functions
now, except the physical vault under Thasia and the Door to the
Inner Crypt.

The planets are not exactly to scale, but their movements are relative:
a. Kuluth takes 12 seconds to orbit.
b. Thasia takes about 30 seconds to orhit.
c¢. Kulthea takes one minute to orbit.

d. Ombari (planet 9, innermost gas planet) takes 8.3 minutes. Ombari
actually sweeps aong the outermost wall, half hidden in the wall.
When Ombari matches with the rear entrance (its orbit not exactly
level, it dips to floor level at this point...), the rear ‘door’ opens
(visible only from the throne unlesslocked!) thethrone person has5
seconds to lock the setting before the door closes again. Note that
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Ombari’ s position on the floor is at the door location.

8. Throne. Thisoddly-designed seat facesthecenter of thechamber. Once
someonesitsinthethrone, other viewers seehim vanishinside ahologram
of Kulthea. He can seefine, however, and when the planetsbeginto move,
Kulthea sweeps away from him (like the planet images in the floor, the
throneitself does not move around the chamber!). The chair has no back,
but does possessapair of upward-curving arms, each of which sportsthree
very obvious buttonsin arow. Their functions:
Left Arm:

a. Run planets: causes planets to resume course after they have been
‘held’ or ‘reversed.’

b. Hold planets: Stops planets.

¢. Reverse planets (must be held down or planets stop).

Right Arm:

d. Pivot Clockwise. Pivots the throne as long as the button is held
down.

e. Pivot Counterclockwise. Pivots the throne aslong as the button is
held down.

f. Openvault/door. Only operateswhentheappropriate planetisheld

over avault or door; it causes that door to open.
9. ThasiaVault. Thasia(Planet Three) isasecret vault holding theLord's
Saff (seebelow). Whilethe GM may wish to play down the powersof this
item, itisinfactvery, very powerful. However, itisalsointelligent and can
shielditself from crude attemptsto assessitsabilities(i.e., any analysisthe
characters may have access to). It will revea only its most mundane
powers (Tier One) through Staves/Rods rolls and similar analysis to
someonelikethe PCs. For powersof the Lord’ s Staff, see Andraax’ sstats
inPart X, Section 1. Thevaultitselfisasmooth cylinder of somematerial
which the PCs are unable to analyze. It rises 8 feet up out of the floor,
revealing an oval opening 2/3 of theway up. Inside, hoveringin blackness,

istheLord sStaff. Itisuntrapped and need only begrabbed out of thevoid.

Lord’s Staff: arod of clear blue laen one foot long and oneinch in
diameter, unadorned except for acontoured gold handgrip at one end
and a plain 2" wide silver band around the other. It was made by
Andraax long ago and held by Lorgalis for a period of time, but
recoveredintheWarsof Dominion. TheRod hasawill of itsown, and
thoughitwill not actively dominateauser, it will not necessarily obey
commands, either. The Rod is Of the True Essaance, and thus can be
used by any spell-wielder. It hasthreetiersof powers; only Tier One
may be learned normally; Tier Two abilities may be revealed to a
‘worthy’ user one at atime (perhaps one per level); Tier Three are
reserved for those who can master the Rod (Only three have done so:
Andraax, Lorgalis, and — briefly — T'vaar Dekdarion, (a60th level
Loremaster and Warrior Lord).

Tier One:
a. Enhancer: x6 PP (any profession) [wielder castsall spellsat 0 end]

b. Rays. Fire a beam of blue light, treat as Firebolt 100'. No prep
needed, unlimited use. Note that the Rod hates Demons, and will
makean extraSayingroll vsthem; adding +10to theday roll for each
regular critical level above“A”. vsLarge and Super Creatures, roll
1x on Normal, 1x on Slay. [2d6k energy blast, 3d6 vs. Demons]

c. Absorhb: Holder may attempt to absorb any spell directed at him; he
must be awarethat the spell isbeing cast and (more or less) interpose
the Rod. Theincoming spell must make aRR as ‘target’ vsthe Rod
as60th Ivl ‘attacker.” Theroll isstraight level vslevel andif it fails
itisabsorbed and lost. Thiseffort only requires 10% of rod holder’s
activity for theround. [60 pts. magical defense, but an action must be

[The Hall Of Worlds
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expanded to use each time]
Tier Two:

a. Jectral Form: user isableto becomeinvisibleand undetectableby
al normal and magical means. He can walk through solid material at
will and fly at up to 100 miles per hour. Thispower can only be used
1x per 10 days, however, and for no more than 1 minute per Temp
Congtitution point, as it drains the user. He must return to normal
before his theoretical Co drops below 1. He will recover these Con
points at 1/hour, but attempting to go spectral before full recovery
meansaRR vs. 60th Ivl Channeling; failure meaning death by system
shock. [20" flight, desolidificationandinvisibility tonormal sight, but
does 1 pip CON drain/5 minutes)

b. Armor: Whilethe Rod isheld (and user isconscious) heisencased
isan energy shield equivalent to AT 20 (-50). Thereisno maneuver
penalty, but no other physical armor or magical protection enhance-
ments may beworn (it suffers no competition). [provides 10pd, 10ed
forcefield]

c. Fusion Sword: a3' long blue blade of energy extends from the end
of therod; treat as a +40 broadsword/two-handed sword, 2x hits, all
target ATsare 1. Criticals are Heat and Slash. May be used one or
two-handed, skill with broadsword or 2-h sword allow similar skill
bonus. [4d6k, armor piercing]

Tier Three:

a. Lord of Flows: Use Navigator Flow Mastery List at will (World
Guide, p 64). [May cast spellsupto 150 active pointsfor the purposes

of detecting, analyzing and manipulating Essence flows only]

b. Lord of Portals: Use Loremaster Transport List at will (World
Guide, p 58). [May cast teleport, varaible advantage, varaible limita-
tions, up to 150 active points]
c¢. Say: Unsubtle but effective: therod is pointed and the holder says
“die”; the Rod understands who the target is. Range: 500", no range
penaltiesor bonuses. Thespell attacksat 60th level and thetarget has
an additional -50to hisRR ; Rod attacks on whatever realm thetarget
ismost vulnerableto (good luck, buddy). Target, failing, glowsblue
for amoment andisvaporized. A Hasted user may usethis power 2x
per round! [15d6 BODY destruction (living targetsonly) at range, no
range penalties)
10. Ombari Door. Thisdoorisvisibleat all times, but can only be opened
by the correct alignment of the planets and pressing the button on the
throne. Tya ar will not be helpful here unless the players are completely
baffled.

THE INNER CRYPT

Thisis(supposedly) thefinal resting place of Andraax, oneof themost
famous peoplein the history of Kulthea.
1. Entrance. Beyond theOmbari vault liesashort corridor and ahexagonal
door which splitsinto six parts which pull away from the center to reveal
the bizarre anteroom.
2. Anteroom. Theroom is a hollow black metallic sphere thirty feet in
diameter, with access around it by a catwalk running the perimeter of the
chamber at themid-section. Inthe center of thisroom reststranslucent orb
withanumber of black rodsrunningout of it andintothesurroundingwalls.
Theorb pul seswith anenergy which defiesanalysis, throbbingwith power.
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Mentalists will detect a presence.

3. Andraax’sTomb Chamber. Beyond the Anteroom liesablack metal
door. It risesslowly to reveal thetomb chamber. Thewallsare of ablack
stonepolishedtoahighlustre; itisasomber, austerebut very elegant room.
At thefar end of thetomb, a5' high representation of the Eye of Andraax
isinlaid in the wall in luminous green glass.

4. Sarcophagus. A block of black stone four feet wide and eight long
dominatesthe chamber, and on top isabox of some unbreakable transpar-
ent substance, the panel sfitted together with ablack metal (Eog). Theglass
itself seemsto belaced with anamost invisiblegolden net. ItisaKregora
inlay, preventing any magic to operate within five feet of the sarcophagus.
Inside, thebody of Andraax liesinstate. Cladinagrey lectard-likegarment
similarto Tya ar's, he appearsto beasleep. Itis, infact, ahologram; heis
not there at all.

5.Vault. A dabof marbleidentical insizetotheoneholding the Sea-drake
sword (see #6) hason it a6" tall representation of the Andraax Eyeinlaid
insilver. Insidethe pupil of theeyeisalock. Only someonewiththeKey
of Andraax found in the Catacombs of Ur (not the ring; another key) can
openthisvault with ease(treat asAbsurd, withanadditional -50 otherwise).
Opening thevault causesthe 3" thick front faceto slide open to theleft and
reveal acloset of sorts. Insidearebackup replacementsfor all of Andraax’s
equipment (see Part IX) and arecharger with several ready power-packs.
Thevaultisprotected frommagical intrusion by anet of Kregorajustinside
the surfaces.

GM Note: Should the PCs get into this vault, they would be wise not
to take anything. Dead or not, Andraax is a powerful guy and his toys
are very dangerous. While the GM may not wish to warn the PCs
should they take anything, he may want to punish them later.
Especially with part of his consciousness travelling with the group,
Andraax will have no trouble tracking them and getting his property
back in a devious and twisted manner.

6. TheSword. A dab of dark green marble seven feet tall, four wide and
three thick stands near the left wall, and seemingly lying flat against the
stone (actually sunk halfway in the stone) is the Sea-drake sword. The
stoneis hollowed out around the hilt so that it may be grasped. Only Kier
may take the sword, and if there is a worthy PC in the group he will
immediately present it to him/her in return for their continuing aid.

THE TASK

Put simply, thetask isto get the Sea-drake sword and get off theisland
before the minions of evil catch up.

STARTING THE PLAYERS
The PCs will have their hands full researching the possible current

hiding places of the sword, and Kier will be of some help. The GM may
wish to supplement this adventure with a series of ‘red herrings': minor
forays where the sword is supposed to be but is not. (Players need to be
frustrated sometimes.)

GM Note: it will add to the interest of the adventure if the playersare

given no hint of the actual extent of the tomb. They will (hopefully)

have little idea what they are getting into.

AIDS

The PCsmust get the Andraax Key (actually aring) from the Witch or
they have no hope of succeeding in this part of the quest.

OBSTACLES
The group must travel to thisisolated island and convince the witch to
hand over thekey to them. They must al so evadedeath in Andraax’ stomb.

REwARDS
The greatest reward is of course the Sword of the Sea-drake, but there

aremany other treasuresinthecrypt for thosewhowoul d dareto takethem.

GM Note: Thereisa strange (and optional) reward which the GM
may convey upon one of the characters, preferably one who does not
get the sword or pendant:

The Tomb of Andraax is more than atomb, it isarepository of a part
of his consciousness. When the players enter the crypt (as they amost
certainly must do), they will bescanned by thebi zarreorb-machine, andthe
one most suitable will be conferred with an additional ‘ consciousness.’
ThisPresencewill remain latent and passive under normal circumstances;
only acareful check with Mentalism spellswill reveal a shadowy second
Presence inhabiting the character. However, a a time of crisis (GM
Discretion), the Andraax presence will try to surface — if the character
alowsitwill it succeed. (Thus, if thecharacter thinksthegroup can handle
thesituationwithout ‘help’ he cannot summon Andraax — though thefirst
time Andraax triesto surface, the poor character should have no ideawhat
isgoing on except for astrange feeling of power through his body waiting
to bereleased if hedesiresit). Should he do so, however, hewill havethe
following powers and abilities:

1. AT 20 (-150), defends as a Large Creature for criticals, at 60th vl vs.
spells. [PD and ED 14 (resistant), 30 pts. spell defense]

2. May cast Andraax’s Purge, (a 60th level Absolution which causes the
target tobewithout thoughtsfor 1 day/5%failure) 3x. [ 15d6 mind control
(causes target to be without thoughts only), lasts for 2-12 days)

3. May Teleport himself and his companions (up to 10) to anywhere else
on the globe that he has been with only a 5% chance of failure. Failure
resultsin the group being bounced back to where they were and stunned
for 1 round. He may only attempt the Teleport 1x per appearance.

The Andraax Presence cannot be communicated with directly (e.g.,
you can' task him questions) and heonly remainsfor 3 minutes(18rounds).
ThePresencecanonly surfaceatotal number of threetimesbeforeitdispels
fromthe character forever (the GM may wish tolet the character know this
after thefirst: “you’ veonly got two opportunitiestodo that again!”). Also,
when the Presence departs each time, the character is exhausted mentally
and physically and requires at least 8 hours rest.

ENCOUNTERS

The following encounters are suggested for this adventure.

A SeA ENCOUNTER
This is optional, but the PCs may encounter one or more interesting
things asthey maketheir way to the Guardianisle. Seacreatures, strange
vehicles, pirates, and other things lurk in the seas south of Jaiman.

A Dream
The night before the group arrives on theisland, one of the characters
will haveadreamwhereahooded figureinblack robesstandsinadark, fog-
shrouded landscape and speaks:

“ Before you take the High Road
You had better go the Low

Seek a cave by the stairway

Be wary of the Flow

“ The Old Witch has the Key
In Favor must she be paid
In order for you to succeed
in your quest for the Blade.”

THE FLow
A powerful Flow of Essence curves across this island — part of the
reason the bay to the north is so sheltered. See the Master Atlas World
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Guidefor ideas of Flow Effects.
THE WiTCH

As can betold from the NPC description, the Witch is not an ordinary
character. She does have the key, though, and she will lend it to the party
only if she gets what she wants, and that is a child.

When the group arrivesshewill insist that they stay the night with her.
Her cave is comfortable enough, and she will prepare an excellent meal.
Shesaysthat shewill sleep uponwhether to hand over thekey andtell them
inthemorning. All thewhile shewill be choosing the future father of her
child.

Both the food and the campfire will be laced with a mild, harmless
Level 10 sleep-inducing drug. For added effect, the Witch will cast Seep
spellsonall except her chosen. Shewill then assume her trueform and use
whatever skills or spells are necessary to seduce her chosen.

GM Note: depending on the nature of your game and campaign, you
may wish to ‘gloss over’ this portion of the encounter. The encounter
by the chosen male with the witch should be as detailed or vague as
you desire; in any caseit will only be remembered as a strangely
vivid dream. The chosen might even be Kier, and so the PCs will
never know what happened. However, an enchanted child of one of
the characters hasinteresting potential for later in the campaign.
The Witch will conceive, and bear a son in a few weeks, who will
grow to maturity in lessthan a year. Her plansfor himare up to the
GM.

3=THE DRAGON’S CLAW

Thisadventurecentersaround entry into thehomeof Sulthon Ni’ shaang
and recovery of the Sea-Drake Crown.

THE TALE

Thequest nearscompl etion asKier relatesto the PCswherethe Crown
of the Sea-drake lies: the Dragonlord’ s castle!

Far to the north in the tortured land of Ja' miil Targ, liesthe citadel of
Sulthon Ni’ shaang, the Red Dragon.

GM Note: What the characters and Kier do not know istheterrible
truth about the crowns. See Rewards.

THE NPCS

Background on important non-player characters follows. Aswith all
NPCsinthemodule, System information for such characters can befound
inPart IX.

SULTHON NI’ SHAANG
The Dragonlord is a more interesting character that the priest of
Y arthraak or even Lorgalis because he has more free will. Heis not the
blindly evil lord who seeksto dominate without reason except to dominate
and subjugate. Hehasplans. Heal soiscaught between the crazed minions
of the Unlife and the disorganized forces of ‘good’.

LAYOUTS

The layouts of the Dragonlord’s Citadel and vicinity can be found in
Part VI.

THE TASK

Torecover the Sea-drake Crown andin so doing, to compl etethe quest.

STARTING THE PLAYERS
Thisadventuremay pick upright after other oneleavesoff. Kierknows
wherethe crowniskept (at least hethinksitisinthe Dragonlord’ scitadel),
the only thing holding him back was the support he needed to get in.

Aibps
Sulthon Ni’ shaang may ‘allow’ the playersto get away, knowing that
they will soon seek the same thing he does: the Forge of Arion and the
nullification of the Crowns.

OBSTACLES
Thelandsto Ja' miil Targ arefilled with hazards, and finding thecrown
in the Dragonlord’s Citadel is amajor obstacle in itself.

REwARDS

There are no clear rewards to this adventure; the quest istheoretically
compl eted, so there would be bonus Experience Points, but the outcomeis
a hitter one. The nature of the crowns is such that they transform their
wearer into an automaton with only onethought: to protect therealm. Itis
not clear whether the controlling properties of the crowns have been
tampered with; certainly the borders have been altered since the crowns
were made.

ENCOUNTERS

The GM must run encounters on the approach and infiltration of this
frightening citadel.

THE PossesseD KIER |ANIS

Kier putsontheCrownand for amoment standsasoneinatrance. Then
a strange look comes over his face: a hard look almost without emotion.
The PCs who have travelled with him for probably months now will
immediately realize that something has atered his mind.

Kier will look around condescendingly for amoment, then say: “1 must
return to my realm and take control from theinvaders. | amKing!” Any
comments from the PCs — especially smart remarks — will be greeted
with acold stare and acommand for obedience. Kier will thenlook at the
pendant and sword holders and declare them both to be incompetent,
unqualified holders and demand that hisitemsbereturned. Sincethe PCs
canreasonably deducethat thisisnot the‘real’” Kier speaking they can (sort
of) reasonably refuse, at which point he will become enraged, say he will
recover his realm without them and them have them hunted down and
killed. Then hewill vanish.

SuLTHON NI SHAANG

Sulthon is acautious being, and should he detect theintruders, he will
not try to capture them at once, but rather try to determine just what they
aredoing there. Once herealizesthat the PCsare after the Crown, hewill
be fascinated, wanting to know why and what they want it for (could one
of them bethe heir!?). He hasno usefor the crown personally, and having
the King of U-Lyshak resurface would only make trouble for that major
thornin hisside, Lorgalis.
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4o THE SMITH

In this adventure the PCs must find the secret chamber of the crowns
and then decide whether to risk Kier's life by destroying the ancient
complex or not!

THE TALE

The Tale of the Crowns has been discussed in many other areas of the
book; the GM may wish to refer to Part |11 and the introduction to this
section.

THE NPCS

NPCs from previous adventures or other sources may come into play
as needed.

LAYOUTS

The Forge of Arion and Crown Vault layouts may befoundin Part V1.

THE TASK

The task facing the PCsis to decide how to handle the disaster which
their supposedly rather straightforward quest has become.

STARTING THE PLAYERS

After thedisappearance of Kier, the PCsmust escapethe Dragonlord’s
castleand get to somewherethat they can assessthesituation. At Gryphon
College they will be able to get information from the llarsir, which will
show rather disturbing picturesof Kier raising anarmy and driving back the
forces of Lorgalis while storms rage on the coasts of U-Lyshak day and
night. Other methods of gathering information may be employed, includ-
ing herbswhichcall forthvisions, Communing spells, andthelike. TheGM
should not giveaway too much toofast, however. Draw out theclimax and
have someone knowledgeabl e begin to hint at theinevitable confrontation
between Kier and Lorgalis— one in which the young king could not win.

As mentioned at the beginning of the Part, the Players are probably
going to need some serious help with this final, twisted part of the
campaign. Either a Loremaster, a disguised Loremaster, or perhaps
someone from Gryphon College (though they are not going to be entirely
objective) could be avaluable aid towards figuring out the location of the
Forges and the Crowns vault. Considerable work will need to be done to
even figure out that the crowns are controlled from a central location,
though Kier knew thisand may have dropped afew hintsduring histravels
with the party.

Finally, shouldtheplayersdecide, thecharacter with the Andraax-spirit
hastheability to destroy the crownsby using an energy beam from hiseyes
(usable only for this, it causes the presence to depart forever afterwards).

OBsTACLES

Practically, thePCsmust locatethe Crownvault andtravel there, al the
while avoiding the minions of the Unlife — including Lorgalis, who
desperately seeks the vault so he can twist it to his evil purposes and the
forces of Sulthon Ni’ shaang. They must also act before things get too out
of handinU-Lyshak, sinceKier will betaking control andfighting abloody
war against Lorgalis armies. It will only be a matter of time before
Lorgalis himself comes forth to dispose of the young king himself.
(Lorgalis would not be severely hampered by the crown’s powers.)

On the more philosophical front, the PCs are going to have to decide
what to do once they get into the vault and discover exactly what is going
on. Should they destroy the crowns? What will happen —will Kier die?
What of the Gryphon Crowninthe College. What of the other Crownsand
items? Could they reprogram controlling crownsto correct the problem?
Shouldthey interferein what |ookslike agrand plan initiated thousands of
years ago? They must decide.

REwWARDS
Few rewards of any tangible nature await the PCs. This is a more
abstract problem. It is suggested that the GM award considerabl e experi-
ence points for a solution that he finds most just and morally satisfying.

ENCOUNTERS
Because of thecomplexity and possible convol utionsof thisadventure,
the GM will have to plot out encounters as the action progresses.
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PART IX
e GM NOTES -

Thefollowing section concentrates on the ‘ system’ aspect of the many persons, groups, and objectswhich play

apart in Jaiman.

1«IMPORTANT NPC
SYSTEM DATA

The stats for prominent NPCs from Part V are listed here for both
Rolemaster and Fantasy Hero systems.

THE MAGICIAN

(ALso LorcALIls THE WHITE)

WHITE MAGE

Age: ? (Appears= 60) Eyes: Blue. Hair: White; long white beard. Build:
Medium. Height: 6'5". Race/Sex: Dyar/Lord of Essence. Skin: Fair.
Demeanor: Gruff, condescending; sometimes charming. Dress: White
flowing robes, hood, white staff. True Attitude: Hateful; derision for all
life. Home: . Aka: Lorgalis; the Magician; the White Mage.

LoRrGALIS

Age: ?(Appears=35) Eyes: Black. Hair : Black. Build: Muscular. Height:
6"5". Race/Sex: Dyar/Lord of Essence. Skin: Deadly pale. Demeanor:
Haughty (rarely speaks). Dress: Black shiny armor, black cloak. True
Attitude: Bloodthirsty. Home: Ulor. Aka: Lorgalis the White.

Hits: 350. Melee: 275bs. Missile: 190typh.

AT(DB): 20 (160/120). Sh: Y(50). Gr:Y.MovM: 30.

Lvl: 50 (70). Profession: Seer/Mystic/ArchMage. Stats: St-102;
Qu-103; Em-99; In-100; Pr-101; Ag-100; Co-99; Me-98; Re-99;
SD-96. AP: 84. PP: 1680 (210 x 8).

Skill Bonuses: Climb80; Swim; Ridell0; S&H140; Perc190;
Runel40; S&W180; Chan102; DirS190; Amb*15; Acro40; Act96;
Admin80; Chem120; PubSp85; RMas96; Smith90; SpellM114;
StarG45; Stra& Tac89; Subdu70; Trick60.

Spells: Base Spell OB: 100. Directed Spell OB: 190 (Any Boltor Ball,
though prefersNether attacks). Lorgalisknowsall BaseMage, Cleric,
Archmage and Sorcerer Spells, all Open and Closed Essence and
Channeling, all Evil Essence and Channeling to 50th, all Navigator
Base.

Special Abilities:

Defends as Large Creature. Lord of Essaence Abilities.

Armor: Keron Alloy full plate: AT 20 (-50); it encumbers as AT 6.
Robes: Will changefrom purewhiteto black at will; alsocamouflage
to add +50 to hiding.

Shield: Appearsto beasmall round target shield, but actualy offers
protection as a superior wall shield.

Sword: Blade of the Void (Lord Implementor)
1.0f Slaying, taking the soul of anyone it instantly kills.
2. Drains 1-10 permanent hits every time it delivers acritical.
3. Absorbs light, creating an aura of Utterdarkness up to sixty feet
in radius (absolute darkness).
4. +45 broadsword.
5. Fumbles only on 01-02.
6. Canfireasoul aseither aNether Bolt or Ball, hitsx = soul level
(it stores up to 6 souls at atime).
7. Should Lorgalis be injured or ‘struck down’, the sword will
summon a spectral image to wield it:

LEVEL: 20 AT(DB): 19 (-40) HITS: 200 MELEE OB: 195.
Amulet of Darkness: an clear stone of adamant in agolden setting,
itisax8 PP multiplier and allowsthe wearer to cast Dark Absolution
at will.

Ring: Gold with ainlaid disk of etched obsidian. While worn it
shields the wearer's mind from all thought probes and analysis;
instead projecting benign, slightly befuddled (and compl etely indeci-
pherable) thoughts. Thering must fail its50th Ivl RR beforetheruse
isdetected; it must fail by morethan 50 beforeany useful real thoughts
are uncovered.

Staff: of white wood, the staff can shrink to wand size or grow to a
full sevenfeetinlength. It storesupto 100 levelsof spells(max level
of each spell is 20).

Typh: +20, returnsto thrower.

Armor: 10PD, 10ED Full Plate (Magical)
Robes: -5 to others sight perception rolls to spot when hiding
Sword: « When it hits, does 2d6 stun destruction on 11-

« Darkness at will, Impervious to al sight in 5" radius

* +4t0 OCV

« Steals soul of any it instantly kills

« Can use stolen souls to fire 12d6 Energy Blast

« If Lorgalis struck down, sword fights on at

OCV10 DCV7,Def8,Body15

Amulet of Darkness: Allowsal spellsto be cast at 0 END. Wearer
may throw 10d6 mind control, persistent, O end, usable only to cause
catatonia (soulessness), at will
Ring: 50mental defensevs. Mind Scans& Telepathy Staff: May store
up to 500 active points of spells (maximum points/spel|=200)
Skills: Climbing(15-), Swimming (4"), Riding (17-), Stealth (18-),
Perception (20-), KS: Runelore (18-), KS: Stafflore (17-),
Magic (24-), Tactics (17-), Acrobatics (11-), Acting(16-), Admini-
stration (15-), Chemistry (18-), Oratory (15-), PS: Smith (16-),
Astronomy (15-), Persuasion (17-), Conversation (15-).
Spell Ability: Up to 150 active points
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STR:30 DEX:26  CON: 30 BODY:20 INT:28
EGO: 30 PRE: 35 COM: 18 PD: 12 ED: 10
SPD:5 REC: 14 END: 60 STUN: 50

OCV: 15 DCV:12 Phases: 35,8,10,12

GRYPHON COLLEGE

ZARIS

Age: ? (Appears= 40). Eyes: Green. Hair: Dark Brown. Build: Average.
Height:5'6". Race/Sex: lylar(Loari)/F. Skin: Lightly tanned. Demeanor :
Usually Businesslike. Dr ess: Green/brown robes or tunic and pants. True

Attitude: Compassionate; Dedicated. Home: Gryphon College.

Hits: 170. Melee: 140bs. Missile: 1901b.

AT(DB): 11 (90). Sh: N. Gr: (Y). MovM: 30.

Lvl: 35. Profession: Animist. Stats: St-65; Qu-90; Em-90; In-101;
Pr-95; Ag-98; Co-91; Me-86; Re-92; SD-82. AP: 94. PP: 735
(105 x 7).

Skill Bonuses: Climb80; Swim75; Ride112; S& H140-190; Perc108;
Rune75; S& W66; Chan80; DirS85; Act75; Adminl110; AnTrl25;
Cav68; Chemd5; Cook70; Craft82; Dance45; Diplom90; FAiId9O0;
Fletch35; For145; L eatherW20; M edit90; Musi c50; Nav30; PubSp48;
RMas35; Sail30; Ski60; SpellM; StarG20; Track80; Weathw5s0;
WoodC25.

Spells: Base Spell OB: 35. Directed Spell OB: 125 Channels Pure
(from Pendant below). Zarisknows all Base Animist liststo 30th, all
Open and Closed Channeling to 20th; also the Arcane List Entity
Mastery and Druid Lists Nature's Forms and Tree Mastery (RMCI).
Gryphon Pendant: acrystal orb 1.5" in diameter, with a crouching
gryphon imageinside. It is suspended by astrong silvery chain.

1. Wearer resists Channeling as a 30th level; Dark Channeling as
60th level.

2. Sonerunning at will.

3. Sorm Call 1x per decaday.

4. Use of Utterlight V; Alkar at will.

5. Channels Pure (as Plasma Bolt 300", x6 damage, (Or Lightning
Bolt 7x damage with Heat crits if Plasma Bolt Tables unavail-
able), beam of pure blue light, 3x/day.

6. Wearer is able to employ Merging True Organic and Passing
Organic, and may also use such powers through stone.

TreeSword: +25, of adark brown wood with an edge of gold. The
swordwill not harm plantlife. If held forward, however, it will cause
al underbrush to part beforethe holder; thebrushwill alsore-closeas
far back as 30" behind the holder, leaving no trace of passage. It isOf
Saying demons.

Long Bow: +35, this superb longbow can befired every round by a
user with skill rank 10 or above, and has 2x normal range.

Bracelet: A bluish-silver hoop, it conveys x7 PP and also adds +30
to al RR’sversus Enchantments of the Unlife.

Robes: ProtectasAT 11, yet do not encumber. They also camouflage
thewearer, adding + 50to 100to hiding (depending on surroundings).

Armor: 5PD,5ED robes (magical, unencumbering)

Gryphon Pendant: (seetext)

Tree Sword: +2 OCV broadsword. Will not harm plantlife. Teleki-
nesis (15STR) for parting underbrush and restoring it after passing.
+3d6k vs. Demons

Long Bow: +3 OCV, +2 OCV vs. range. Reloads automatically for
anyone with at least 3 skill levels.

Bracelet: Allows all spellsto be cast at 0 end and conveys 15 pts.
magic defense vs. enchantments of the Unlife

Skills: Climbing(14-), Swimming(4"), Riding(15-), Stealth(18-),
Perception(+4), KSmagic(14-), +4 levels w/ magic Acting(13-),
PS:. Administration(15-), Anima Handling(16-), PS: Caving(13-),
KS: Chemistry(12-), PS: Cooking(13-), PS: Dancing(12-), Conversa-
tion(14-), Persuasion(14-), Paramedic(14-), PS: Fletching(11-),
PS: Forestry(17-), PS: Leatherworking(11-), PS: Musician(12-), Navi-
gation(11-), Oratory(12-), Transport Familiarity-Sailing Skiing(13-),
PS: Astronomy(11-), Tracking(14-), KS: Weather(12-), PS: Wood-
carving(11-), Magic(21-)

Spell Ability: Up to 90 active points

STR:10 DEX:14  CON: 15 BODY: 13 INT:28

EGO: 18 PRE: 20 COM:17 PD: 5 ED: 5
SPD:4 REC: 6 END: 30 STUN: 30
OCV: 12 DCV: 10 Phases: 3,6,9,12

SULTHON NI'SHAANG

Sulthon Ni’shaang is among the most ‘*human’ of the Dragonlords,
seeming the most like men in his thought patterns and motivations.
Age: ? (Appears =30) Eyes: Amber. Hair: Mahogany. Build: Muscular.
Height: 6'6". Race/Sex: Fire Drake/M. Skin: Ruddy. Demeanor: Char-
ismatic. Dress: A variety of fine garments, though he prefers reds and
ambers. True Attitude: Dynamic, Assertive. Home: Ri’ shariv Ja miil (I:
“Fiery Red Mountain®). Aka: Lord of the Black Valley; The Red Dragon.

Human Form

Hits: 210. Melee: 250bs. Missile: —

AT (DB): 18 (80/180). Sh: (Y*). Gr: (A/L). MovM: +30.

Dragon Form:

Hits: 500. Primary: 320HCI. Secondary: 240HBt.

AT(DB): 12(140). MovM: VF/VF.

Lvl: 60(80). Profession: Evil Magician (Warrior Mage). Stats. St-
101; Qu-103; Em-103; In-98; Pr-101; Ag-101; Co-102; Me-96;
Re-99; SD-99. AP: 96. PP: 2520 (360 x 7).

Skill Bonuses (in human form): Ride90; S&H120/190; Perc260;
Runel80; S& W170; Chan60; DirS210; Amb+10; Act95; Admin130;
Chem50; Craft65; Lead90; PubSpl100; RMas90; Seduct80;
SpellIM110; StarG60; Stra& Tac120; Trick135.

Spells: Base Spell OB: 120. Directed Spell OB: 210 (Firebolt and
unfires). Mage, Evil Mage, (Magus) Baseliststo 50th, all Open and
Closed Essence lists to 50th.

Special Abilities:

Resistance of form: Aswith all the Dragonlords, Sulthon Ni’ shaang
resists attacks as a Super-large creature; Large Creature in human
form.

Breath Weapon: x8+80 FireBall in acone extending up to 200" and
50" across at the furthest extent. Usable up to once every 6 rounds,
total of 8x per day.
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Staff: A 7'tall staff of mahogany, it holdsinitsclawed top afist-sized
chunk of amber. In the center of this unusually clear gem is
imprisoned a large and beautiful dragonfly. The staff is a x7 PP
enhancer and protects the holder from all heat and cold attacks, also
will cast 7 each Bladeturn and Deflections per day (spells which
subtract 100 from a specified melee or missile attack, respectively).
In addition, 7x per month the dragonfly may be summoned: an
intelligent insect, spectral in nature (it cannot be harmed by physical
attacks) which can fly at 300mph. It is an intelligence gathering
device, asthe holder of the staff can see through the dragonfly’ seyes
at will. The dragonfly can remain out for 7 days, after which it
dissipates and returns ethereally to the gem. The dragonfly can go
anywhere anormal dragonfly could (e.g., in an open window but not
insideaseal ed chamber) andisinvisibleand silent, but canbedetected
magically.

Sword: Of Amber laen, thisbroadsword is+35, and hasthe power to
channdl “Sunfire”. Not to be confused with the Mentalist spell, this
is more powerful: caster may channel the ‘ power of the sun’ 7x per
day. Thismay either beused asacruel strikein melee, delivering —
if the normal attack delivers any critical — an “E” Heat and Cold
Critical (roll separately from regular crit; also use “Plasma’ from
RMCI I if available); or it can beused asadistanceweapon, resulting
inafiery ray of energy erupting from theend of the blade, 300' range.
UseFirebolt Table, 7x hits(or PlasmaBoltfrom RMCI11) and employ
both Heat and Cold criticals. A devastating weapon.

Ring: Gold ring with aruby set, it isaring of Demon Mastery (Evil
Magician, Dark Summons list), alowing the wearer who aready
knowsthelist to greatly increase his powers. He can control upto 18
‘pales’ of demons (18 Palel or 3PaleV1 or 6 Pale 3, etc.) demons, his
rangeis1mileperlevel, andthechanceof non-control of asummoned
demon isonly 1x the demon'’s pale (instead of the normal 5x).
Amulet: A golden chain with seven large garnets suspended from it
in ornate settings, it stores 7 spells, each up to 30th level.

Robes: Crimson robes with ornate trim, they have the ability to
protect as AT 18, with a supplemental DB of 20.

Cloak: Full-length hooded cloak, it allows the wearer to become
Invisible and Silent at a thought, and even if visible adds +70 to all
hiding rolls.

Armor: Human Form: 8PD,8ED Robes(magical, unencumber-ing)
Dragon Form: +6rPD, +6rED
Special Abilities: +20 inherent defense vs. magic
Breath Weapon-18d6 area effect (cone) energy blast, 8x/day
Staff: Allows al spells to be cast at Oend, gives holder Missile
Deflection ability(18-) up to 7x/day. Grants +15 defense vs. heat and
cold attacks, 7x month, magical dragonfly may be summoned (invis-
ible) throughwhichwearer may exercise Clairaudienceand Clairvoy-
ance
Sword: +3 OCV Broadsword, 7x/day may add +7d6k(heat) in hand-
to- hand or fire 8d6k energy blast.
Ring: Adds 40 active points to any of wearer's known Demon-
summoning or Demon-controlling spells
Amulet: May store up to 7 spells of up to 90 active points
Cloak: Grantsinvisibility to normal sight and +4 to stealth rolls
Skills: Riding(14-,) Stealth(17-), Perception(+9), KS: Magic(19-),
+9 combat levels w/magic, Ambideterity, Acting(15-), PS: Admini-
stration(16-), KS: Chemistry(12-), Persuasion(14-), Oratory(15-),
Seduction(14-), Tactics(16-), KS: Astronomy(14-),Magic Skill (26).
Spell Ability: Up to 150 active points
STR:23 DEX:28 CON: 28 BODY:20 INT: 18
EGO: 20 PRE: 30 COM: 18 PD: 9 ED: 8
SPD:5 REC: 12 END: 60 STUN: 50
OCV: 17 DCV: 14 Phases: 3,5,8,10,12

PRIEST OF YARTHRAAK

Age: ?(Appears=30). Eyes: Green. Hair: Black. Build: Medium. Height:
6'4". Race/Sex: lylar-Dyar/M. Skin: Fair. Demeanor: Wise, friendly.
Dress. Sea-green robes with the Sea-drake emblem. True Attitude:
Brutal, Cruel, Possessed. Home: Aalk Y arthraak.

Hits: 112 Melee: 175 Sword Missile: 145 Typh
AT(DB): 11 (90/70). Sh: Y*. Gr: N. MovM: 25.

Lvl: 40. Profession: Sorcerer. Stats. St—95; Qu—99; Em—100; In—
102; Pr-97; Ag-100; Co-89; Me-95; Re-86; SD-90. AP: 94. PP:
140 x 8 = 1120.

Skill Bonuses: Climb50; Swim100; Rided0; S&H90; Percl02;
Rune99; S&W105; Chan60; DirS90; Amb; Li See Ring; Act105;
Admin95; Chem70; Diving45; Lead72; Math52; Medit; PubSp67;
RMas80; Seduct75; Stra& Tac75; WeathW90.

Spells: Base Spell OB: 50. Directed Spell OB: 90. Knows all Base
Sorcerer and Evil Cleric to 30th, 10 Open and Closed Essence and
Channeling Lists, mostly utility spells.

Lord Ring of Yarthraak: A silver ring set with a opalescent gem,
thisitem is very powerful — and evil.

1. x8 PP enhancer.

2. Nether Bolts 200" 4x/day.

3. Understand any written Text and read 8x normal speed.

4. Speak Elvish and Arcane tongues fluently.

5. Command sea creatures.

6. Breathe underwater.

7. Protect wearer as AT 11 (-50).

8. See underwater as clear air.

Robes: Sea-green hooded robes, they can changeto any color desired,
adding +50 to hiding.
Typh: A specia throwing weapon, it has the effect of a-10 Flail.
Usually a fumble of this weapon means a “D” Krush (sic) on the
thrower, but with thisitem it is only aregular fumble.

Boots: Soft boots allow the wearer to walk or run on water, sand,
swamp or any slippery wet surface as dry solid ground.
Runesword: An artifact of the Second Era, this sword has several
abilities:

1. +20, Specia Bastard Sword (as Bs or -10 2-handed sword).

2. Can parry missile weapons

3. Silvery green blade deliversaDisruption critical of same severity

asregular crit.

4. Holds four runes on either side of the blade, allowing the user to
place up to atotal of eight runes (max 20th level each) on the
sword. Therunesmay be cast instantly while holding the sword.
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Armor: 5PD,5ED
Lord Ring of Yarthraak:
« wearer may cast all spellsat 0 end
« 4d6 killing blast, 4x/day
« confers Speed Reading and Eidetic Memory Talents
« Allows 4pt. understanding of Elvish and Arcane tongues
* 12d6 mind control vs. sea creatures
« 5pts. life support(breath water)
* +5PD,+5ED armor
« +4 perception(sight only) while underwater
Robes: +3 to stealth rolls
Typh: 2d6k, -1 vs. range
Boots: Flight, 6" (only in contact with (fairly) level surface)
Runesword: +2 OCV Bastard Sword

User may use hand-to-hand combat levelsto add to DCV vs. missile
weapons. 1d6 Body Destructioninadditionto normal damage. Sword
may store runes of up to 60 active points

(up to 8) on the sword

Skills: Climbing(12-), Swimming(5"), Riding(12-), Stealth(14-),
Perception(+5), KS: Magic(15-), Combat level sw/magic(+5), Ambi-
dexterity, Acting(15-), PS: Administration(14-), KS: Chemistry(13-
), Diving(12-), Persuasion(13-), Seduction(13-), Tactics(13-), KS:
Weather(14-)

Spell Ability: Up to 90 active points

STR:15 DEX:20  CON: 15 BODY:14 INT:23
EGO: 17 PRE: 18 COM: 14 PD: 6 ED: 4
SPD:4 REC:7 END: 30 STUN: 30

OCV:14 DCV: 11 Phases: 3, 6,9, 12

HERALDS OF NIGHT

Harbingers of the Unlife, these messengers of terror are among the
most frightful of theservantsof Darkness. Comingforth only at night, they
sweep their foes before them in adark wave of fear. They are servants of
variouspowerful Evil factionson Kulthea, includingthe Dragonlords. The
actual origin of the Heralds is unknown, though it is believed that the
Swords of Night they wield are adark legacy from the Wars of Dominion.

Heralds of Night appear astride black unicorns, all handsome men and
women with hypnotic eyes and fair skin. They are without helm but wear
ametal breastplate and greaves of black armor whichreflect nolight  All
bear swords with strange powers, glittering two-handed blades of dark
glass. Below isatypical Herald.

HEerALD oF NIGHT

Age: ?(Appears=25) Eyes: Black. Hair : Black. Build: Muscular. Height:
6'6".Race/Sex: HighMan/M or F. Skin: Very Pale. Demeanor : Emotion-
less. Dress: Black breastplate and greaves. True Attitude: Possessed.
Home: varies.

Heralds wear black armor and usually a short black leather kilt-like
garment. Studded black thigh-boots, bracers and headband complete the
uniform. They have super-human strength, perhaps partially conferred by
the sword, or summoned using adrenal control.

Their Black Unicorn steeds have red glowing eyes, steaming nostrils
and aluminous golden horn. They are evil and hate all humansand Elves
— and will attack a non-evil Unicorn on sight 90% of the time.

Hits: 200. Melee: 250bs/2-hs. Missile: —

AT(DB): 18(90/190*). Sh: (Y*). Gr: A/L. MovM: +35.

Lvl: 20. Profession: Fighter (Warrior, Evil Paladin). Stats: $t-103;
Qu-101; Em-80; In-100; Pr-100; Ag-103; Co-100; Me-90; Re-80;
SD-95. AP: 95. PP: 240 (60 x 4).

Skill Bonuses: Climb70; Swim80; Ride120; S& H95/175; Perc100;
DirS100; Acro75; Track60.

Spells: Base Spell OB: 20. Directed Spell OB: 100 (Dark Absolu-
tion). May know any of the following: Evil Cleric lists, Open or
Closed Channeling lists, (Paladin [Un]holy Warrior, Spell Breaker,
Shielding Ways).

Special Abilities:

Physical Resistance: Heral ds cannot be stunned, and they regenerate
4 hits per round.

Mental Resistance: Becausetheir mindsare dominated by the sword,
they hav an additional +40 to RRs vs mental attacks.

Black Unicorn:

Lvl: 20. Base Rate: 160. M ax Pace/MN Bonus. Dash/50. Speed /
MS/AQ: BF/VF. Size/Crit: L/I. Hits: 200. AT(DB): 11(80). At-
tacks: 250LHo/ 135L Bash/ 1160L Ts. Notes: Vicious, intelligentand
evil.

Sword of Night:

1. Of clear laen, theblade appearsto betinted dark bluewithmany tiny
flecks of silver inside, like astarfield. +40 bastard sword. They are
designedinmockery of Valris Starsword, whichissimilar in appear-
ance. The sword glows with adim blue-white light.

2. Delivers a Cold critical in addition to any other (Some deliver
Disruption).

3. Casts Magician Base Light Law “Utterdark” at will.

4. Can (at the decision of the wielder) draw the ‘soul’ of anyone it
deliversan“E” critical to. Target getsaRR, butis‘touching’, and the
swords are considered 20th level for thisattack. The sword can hold
up to 4 souls at atime, and a soul may be used to fire an Evil Cleric
Dark Absolution at the level of the soul. Soul is automatically
destroyed when the spell is cast.

5. Intelligent, the sword will attempt to control any other wielder than
itself. It should be treated as 20th level and has a Will of 200.

6. x4 Evil Channeling PP enhancer.

Headband: ProtectsasaFull Helm.

Bracers. Allow wearer to cast up to four each Bladeturn and
Deflections per day.

Boots: Allow wearer to utilize Leaping and Landing (Mentalist
Movement list) at will.
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Armor: +40 breastplate and greaves.
Cloak: Adds+30to DB, +80 to hiding at night.
GM NOTE: All of theHeralds' itemsarevery evil; should a non-evil
person attempt to use them they must make successful RRs vs 20th Ivi
Channeling for each item or suffer the following effects:
1. First failure: nausea; -10 to Strength for the day.
2. Second Failure: severe nausea, -25 to all activity.
3. Third Failure: incapacitating nausea (-50toall activity), Temp Co
and S drop by 1-10 points.
4. Fourth Failure: Target is unable to move (activity at -100) and
Temp &, Con, Qu and Ag drop by 3-30.
5. Successive Failures: as Fourth until a Sat reaches 0, at which
point thecharacter isin acomaand Permanent statsar e affected
(see ChL&CalL, pg 6-7).

Removing and discarding the item(s) will stop the process but not
reverse and Stat damage.

Armor: Breastplate & Greaves, Average Defense 4 at 6 kg

Large Shield

Sword: +50CV, 2 1/2D6K/3D6+1K Dam, 1-1 STNx, STR Min: 18,
does 8 dice of Energy Blast on every hit in addition to damage
normally caused. May also do 2 1/2 dice of Body Destruction at the
wielder’scomand. Can create a 16" Radius Darkness, bought down
toOEndatwill. TheswordsisaSentient Artifact with an Intelligence
of 18 and an Ego of 28that can usethe Blast and Destructionto protect
itself if need be

Headband: defendsasalFull Helm with no encumberance or percep-
tion penalties

Boots: +15 Strength, only for leaping, and 14- Breakfall

Cloak: provides +3 Protection and adds 3 to Stedlth rolls

Special Abilities: Heralds cannot be stunned and regenerate, as 3
Body/Phase. They a so have 15 ptsof Ego Defensefromtheir swords
Skills: Climbing (15-); Perception+5(18-); PS: Acrobat (12-); Riding
(21-); Running 8"; Stealth (22-); Swimming 4"; Tracking (13-)
Combat Skills: Famw/ Common Melee Weapons, Famw/ Common
Missle Weapons; Sweep Manuever; +3w/ All Combat; +2 w/ Melee
Combat; +3 w/ Swords

STR: 28 DEX:20 CON: 20 BOD: 16 INT: 18
EGO: 14 PRE: 20 COM: 18 P.D: 13 ED:7
SPD:5 REC: 15 END: 60 STN: 60

OCV:7 DCV:12 Phases: 3,5,8,10,12

LOREMASTERS

Loremasters play an important role in the workings of the world —
even though they are rarely seen and almost never intervene directly.

ANDRAAX

Age: ? (Appears =35) Eyes:. Violet. Hair: Black, streaked with Silver.
Build: Robust. Height: 6'3". Race/Sex: Lord of Essence (Althan)/M?.
Skin: Tanned. Demeanor : Varies: sometimesreserved; other timesmanic,
paranoid, other insanities. Dr ess: Full-length, hooded flowing black robes.
True Attitude: Secretive. Home: 2.

While theoretically no longer an actual Loremaster, Andraax’s in-
volvement in the Shadow World — both past and present — is such that
hisinclusion hereisimperative.

Andraax was an associate of Uthain the First Era, though he remained
neutral throughout most of the conflict. Hewas one of the first to tamper
with the Essance but was able to harness it without destroying himself.

Andraax wasoneof theoriginal threefoundersof the Loremastersand
is obviously an immortal. However, he has no typical Elven features
(pointed ears, etc.), and some claimthat they have noticed six fingersonhis
hands. Heis, infact, one of the Althan K’ta viir: aLord of Essence. He
escaped the conflict of the original Lords by fleeing to a hidden subterra-
nean chamber and placing himself in a sophisticated cryogenic sleep, to
return to wakefulness after the interregnum.

Andraax — in his recognizable form — has the look of a Lord of
Essence: smooth, tanned skin with no facial or body hair, hands with six
long, dextrousfingers, small round ears, and thethick black scalp hair. His
eyes, though the characteristic violet color, are round-pupiled, however,
and his shimmering sable hair hasastreak of silver-grey at theleft temple.

The physical description given aboveisAndraax’ smost popular form.
He has been known to assume a number of guises — including a female
form. He could be encountered anywhere, in any guise. Itissaid that the
only thing which remainsthe same about his appearance are hisunmistak-
ableviolet eyes.

Hits: 240. Melee: 285ps. Missile: 240Ge. Energy: 210Is.
AT(DB): 20 (215/315¢). Sh: N. Gr: N.
MovM: +50. PP: 7680 (960 x 8).

Lvl: 120. Profession: Seer/Mystic/Mentalist. Stats: St-105; Qu-
108; Em-102; In-100; Pr-110; Ag-106; Co-110; Me-112; Re-108;
SD-98. Will: 518. AP: 109.

Skill Bonuses: Climb120; Swim100; S& H200; Perc1800; Runel30;
S&W135; Chan150; DirS115; Amb+20; Acrol00; Act240; Ad-
minl110; Appro0; Arch95; Chem75; Diplom118; Fals87; Math115;
Medit140; Music90; Nav1l4; PubSpl160; RMas80; Seduct130;
Sigl145; SpellM110; StarG100; Stra& Tac180; Subdu200; Trick80.
Spells: Base Spell OB 120: Directed Spell OB: 240 (Any Elemental
Attack, including Plasma and Nether). Andraax knows every Men-
talist Base, Open, and Closed list; al Seer, Lay Healer, Astrologer,
and Mystic Base Liststo 50th level. (Healso knowsall ArcaneLists
from RMC I, all Loremaster and Navigator Base, all Montebanc,
Sleuth and Magus Base from RMC |11, and all Space Master Psion
Liststo 50th).

* Additional DB isfrom Deflections True

Special Abilities:

Racial Abilities: LikeMorgalis, Andraax hasall of thespecial abilities
inherent in the K’ta'viir race, but at reduced levels. (See the Master
Atlas Inhabitants Guide, p44.)

Srength of Body: Andraax resists all attacks as aLarge Creature.
Sword: A 2-h power sword (in RM, treat as a +40 2-h sword
delivering double hits, Slash and Heat criticals). It also has a 50%
chance of destroying non-magical weaponswhich areused to parry it
(20% base chance of destroying magical weapons, -5% per +5 of the
item, open-ended).
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Gé A +40weapon, it deliversan electricity critical in additiontoiits
regular deadly attacks. It also returns magically to its pouch.
Robes: Ableto change color to automatically match their surround-
ings, they are also Ultrablack, adding 100 to hiding.

Grav Belt: A High-acceleration, mentally-controlled belt device.
Andraax can flay at speed in excess of 300 mph.

Barrier Shield: An enhanced version of the Space Master Barrier
shield, thisdeviceisapair of bracel etswhichadds+100tohisDB, and
Andraax isconsidered AT 20 while wearing them.

L aser Pistol: Arcane-looking Laser pistol with the powersof alL aser
Rifle. (GMs without Space Master may wish to use the Longbow
table and extrapolate heat/puncture criticals.)

Wyvern Pendant: See Section 3 for details of its powers.

Armor: Barrier Shield: asan 8/8 Shield with +10 to DCV.

Sword: 4D6k +4 OCV.

Ge: does1 1/2D6K witha+4 OCV, inflictsa5D6 electrical blast on
every successful hit in addition to damage normally caused. Returns
to pouch after every throw.

Robes: +5 to Stealth Rolls.

Belt: alows Flight (Levitation) at 75" per phase, 150" noncombat.
Pistol: projects a 3D6 Ranged Killing Attack with no range Mods.
Special Abilities: Andraax has1/4 Damage Reductionvs. all attacks.
Skills: Climbing (21-); Deduction (18-), KS: Astronomy (18-); KS:
Chemistry (12-); KS: Diplomacy (20-); KS: Knots(12-); KS: Mathe-
matics (20-); KS: Meditation (22-); KS: Seduction (22-); KS: Signal-
ing (22-); KS: Slight of Hand (12-); KS: Tactics (24-); Magic (29-);
Oratory (23-); Perception +6 (24-); PS: Acrobat (18-); PS: Actor (26-
); PS: Architect (15-); PS: Musician (13-); PS: Navigation (20-);
Running 8"; Stealth (25-); Swimming 4"; Trading (20-).

Combat Skills: Fam w/ Swords, Fam w/ Thrown Weapons, Fam w/
Pistols, Weapon Sweep, +4 w/ All Combat, +1 w/ Ranged Weapons,
+2 w/ Swords.

Spells: 150 Active Points.

STR:33 DEX:23 CON:30 BOD:20 INT:45

EGO:29 PRE:53 COM:38 P.D:10 E.D:9

SPD:5 REC:13 END:60 STN:82

OCV:8 DCV:18 Phases:3,5,8,10,12
HerNE

Age: 23. Eyes: Brilliant Green. Hair: Light Brown (bob cut). Build:
Average/Sinewy. Height: 5'8". Race/Sex: Zori (Thalan)/M. Skin: Fair.
Demeanor: Cynical. Dress: Varies. True Attitude: Concerned yet De-
tached. Home: Jaiman.

Hernaeisan unusually short Zori — actually aslight mutation induced
by hisunusual spirit. Herneeisinfact aThalaninmind, possessing unusual
powers. He also learned the techniques of Kynac use from the Duranaki.

Hernaeisvery reluctant to use hismental powers, and under all but the
most dire circumstances he will restrict himself to spells of 10th level and
below. Hernaeusually fightswith kynac and open hand, but will occasion-
ally draw oneof hiskynacsto parry or useasasecond attack (shown below
in parenthesis).

Hits: 165. Melee: 210long ky (130ky). Missile: 190ky.

AT(DB): 4 (120). Sh: Y*. Gr: N. MovM: 30.

Lvl: 10/50. Profession: Mentalist/Bard/Loremaster. Stats. St—91;
Qu-101; Em-99; In-101; Pr-105; Ag—99; Co-96; Me-110; Re-102;
SD-103. AP: 93. PP: 1890 (270 x 7).

Skill Bonuses: Climb110; Swim40; Ride50; DTraps40; PLocks80;
S& H120; Perc150; Runed0; S&W50; DirS90; Amb+15; Li many;
AMov100; MASt90r4; MASw70r3; Acro90; Actl10; Cont75;
Dance50; Diplom80; FAiId70; For65; Music90; Navs5; PubSp60;
Seduct80; Sing90; StarG120; Subdul10; Trick80; WeathW65.
Spells: Base Spell OB: 55. Directed Spell OB: 120. Hernseknowsall
Bard Base Liststo 50th, all Open, Closed and Base Mentalism Lists
to50th. HealsoknowstheL oremaster ListsTransport, Lost Lore, and
Interaction to 50th.

Special Abilities:

Srength of form: Because of induced body changes, Herneeresists
criticalsasalarge Creature, and hisnormal skinisvery resilient —
consider asAT 4.

Srength of Mind: Hernads mind is so powerful that all mentally-
related attacks are at -100.

Shan: A stringed instrument about 3' long and very sender, it
produces surprisingly resonant tones. Hernags is a superb model
made with fine woods and ivories.

Long Kynac: A +20 weapon (and so +35 on the rapier table) this
weapon is Of Saying Demons.

Kynacs: A matched set of threethrowing blades, they areeach +15(so
+15 on the rapier table) and magically return to their sheathes after
being thrown.

Cloak: A dark green garment lined with black, thisfull-length cloak
adds 60 to hiding rolls while outdoors or at night.

Pendant: An artifact of the early Second Era, it may have been made
by Tethior. Thependantisasmall crystalline sphereabout aninchin
diameter suspended from aplatinum-iridium chain. Insidethecrystal
is a shifting pattern light a starry night sky. It has the following
powers:

1. x 7 PP enhancer to Mentalists or Astrologers

2. Allows knowledge of the Astrologer lists Time' s Bridge and Way
of the Voice.

3. Will cast 3x per night (only after dusk) avariant of Starfires: abeam
of blue-whitelight. Treat as Firebolt 300", 3x hits; option of using a
combination of Stun/Unbalance or Plasma Criticals.

4. Casts at will ashimmering shield about caster, adding 40 to DB.

Special Abilities: +5PD, +5ED (natural)
25pts mental defense
Shan: (same as rolemaster listing)
Long Kynac: +2 OCV, +3d6k vs. demons
Kynacs: +1 OCV, magically return to sheath after being thrown
Cloak: +3 to Stedlth rolls outdoors or at night
Pendant: Allowsall spellsto be cast at 0 end. Allowswearer to cast
divination-type spells of up to 75 active points. 5d6k energy blast
(starfires), 3x/night. At will casts 10pd, 10ed force field
Skills: Climbing(15-), Swimming(4"), Riding(12-), Security Sys-
tems(12-), Lockpicking(14-), Stealth(16-), Perception(+7), KS:
Magic(12-), +4 combat level sw/ magic,Ambidexterity, +3 levelsw/
hand-to-hand combat, Acrobatics(14-), Acting(15-), Contortionist
(14-), PS: Dance(12-), Persuasion(14-), Conversation(14-), Para-
medic(13-), PS: Musician(14), Navigation(12-), Oratory(13-), Se-
duction(14-), PS: Singing(14-), KS: Astronomy(16-), Sleight of
Hand(14-), KS: Weather(13-)
STR: 14 DEX:25 CON: 18 BODY: 13 INT: 25
EGO: 28 PRE: 33 COM: 17 PD: 6 ED: 4
SPD:5 REC:8 END: 36 STUN: 30
OCV: 17 DCV: 15 Phases: 3,5,8,10,12
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REN THRAYSK

Age: 31. Eyes: Blue. Hair: Blond. Build: Muscular. Height: 6'8". Race/
Sex: lylar/Talath. Skin: Tanned. Demeanor: Friendly, Helpful.
Dress:White tunic & Pants; Black hooded robe. True Attitude: Frus-

trated. Home: None; awanderer.

Asagenera note about Loremasters, the nature of their aptitudes and
training (especially with regard to learning their Spell lists) alows for

learning at unusual rates with special ease.

Hits: 210. Melee: 220MAStR4, 190MASwWR4, 240 2-h sword
Missile: 210 gé, 190 shuriken.

AT(DB): 11(100*). Sh: Y*. Gr: (A/L). MovM: 40.

Lvl: 30. Profession: Monk/Loremaster. Stats: St—101; Qu—100;
Em-95; In-98; Pr-100; Ag-101; Co-97; Me-87; Re-75; SD-65.
AP: 92. PP: 450 (90 x 5).

Skill Bonuses: Climb100; Swim90; Ride45; S&H180; Perc195;
Ambx20; AMov100(al); AD50; MASt190; MASw190; Acro95;
Act70; AthlG60; Cont90; Dance60; Diplom35; Diving40; FAiId85;
For75; Lead45; PubSp40; Seduct60; Subdul20; Trick60; Tumb70;
Wo0dC50.

Spells: Base Spell OB: 30. Directed Spell OB: 50. Renknowsall Base
Monk listsand all Base Loremaster Liststo 30th.

Special Abilities:Yado: Ren has mastered the arcane skill of deflect-
ing and even catching thrown and missile weapons. He has 20 skill
rankswith atotal bonusof 100 (see RMC I or |l if availablefrorules,
otherwise subtract 100 from up to 4 missile attacks/rnd).

Arm: A fabulous construct of platinum, keron, laen and fine jewels,
this mechanical arm trebles all Striking hits, adds +30 to hit and an
additional Crush Critical on top of the M/A crit; if thefoeis stunned
or unaware, he can deliver a Large Crush attack should he choose.
Thehand hasincredible crushing power, but larger strength activities
arelimited by the strength of Ren’ sfleshand bones. Thearmalso can
fire a Lightning Bolt 100" from the fingers, x2 hits, 2x per day.
Thorn: A two-handed Holy Sword in the truest sense, it not only
delivers Holy Criticals to larger beasts, but the user may roll on the
Holy table in addition to any other Critical. Also, when drawn by a
Paladin or Lord who is true of heart (Ren counts) it generates a
Protections Sphere True: al within 10' have a+30 to their RR, DB,
Maneuvers, and are immuneto Fear. Thornisalso +30, a beautiful
blade of a golden aloy. Ren carries it hidden inside a specialy
designed staff-scabbard.

Armband: A black metal armband which Renwearson hisreal arm,
alowing him to parry withit. It aso adds +30 to hit.

Belt: Of Armorskin, the belt is of links of ablack metal. When the
buckleistouchedit magically protectsthewearer asif hisskinwasAT
11, and he were wearing a full helm and greaves.

Gé A +20 gé of safereturn, it will retun viaLong Door to its pouch
up to 3x per day. If fumbled it will only do agrapple critical (not a
crush).

Shuriken: 12 +20 Shuriken with double the normal range. Ren can
throw two simultaneously (on target per round).

Collar: A silver chainwhichisax 5 PP enhancer and al so annulsneck
criticals 30% of the time.

Armor: Belt-Gives +5rPD,+5rED

Special Abilities: Missile Deflection (19-)

Arm: +6d6 HtH damage,40str grip, may fire 4d6k lightning bolt 2x/
day

Thor n: +2d6k damagetwo-handed sword, +30CV, grants+3 overall
levels and +30 PRE defense to all friendly characters within a 2"
radius

Armband: +3 to OCV, hand to hand

Ge': +2 OCV, returnsto its pouch automatically up to 3x/day
Shuriken: 12 +2 OCV shuriken, +2 additional OCV vs. range
Collar: alowsall spellsto be cast at 0 end, +8 armor, location

#5

Skills: Climbing(15-), Swimming(7"), Riding(12-), Steath(19-),
Perception(+9), Ambidexterity, All Martial Arts Maneuvers, +4DC
for martial arts, Acrobatics(14-), Acting(13-), PS: Athelete(13-),
Contortionist, PS: Dancing(13-), Persuasion(11-), Breakfall(12-),
Paramedic(14-), Oratory(12-), Seduction(13-), Sleight of Hand(13-),
Ps: Woodcarving(13-), Spells: Up to 90 active points for combat-
related, combat enhancing spells

STR: 23 DEX:28 CON: 18 BODY: 14 INT: 18
EGO: 10 PRE: 23 COM: 18 PD: 8
SPD:6 REC:.7 END: 36 STUN: 35

OCV: 17 DCV: 17 Phases: 2,4,6,8,10,12

KARsTIA OF MYNARS

Age: ? (Appears =35). Eyes: Grey. Hair: Black w/white streak. Build:
Statuesque. Height:5'10". Race/Sex: Dyar/F. Skin: Fair. Demeanor:
Quietly confident. Dress.Flashy robes. True Attitude: Serious, Kindly.
Home: Travelswith Circus Troupe.

Hits: 112. Melee: 135 Rapier. Missile: 190 Longbow.

AT(DB): 3(45). Sh: Y*. Gr: (A/L). MovM: 20.

Lvl: 25. Profession: Seer/Loremaster. Stats: St—89; Qu—99; Em-98;
In-96; Pr-101; Ag—99; Co-86; Me-97; Re-94; SD-87. AP: 99.
PP: 525 (75X 7).

Skill Bonuses: Climb70; Swim30; Ride20; S&H180; Percl52;
Rune80; S&W75; DirS90; Ambx5; Acro60; Act80; Diplom78;
Fletch64; Seduct70; StarG60; Subdu90; WeathW80.

Spells: Base Spell OB: 20. Directed Spell OB: 90 Shock Bolt. Karstia
Knows all Seer and Loremaster Base lists to 25, 8 Open and Closed
Mentalist Liststo 20th.

Pendant: adelicate gold chain with alarge teardrop-shaped opal, it
isax7 PPenhancer for Seers, and all owsthewearer freeuseof the Seer
Base Mind Visionslist to 50th level (must use own PP’s, but level is
no barrier). It also adds +25 to DB.

Crystal Ball: A small orbwhichostensibly allowsKarstiato summon
her visionsin her roleastroupe Seer. Actually, itisacommunication
device to the Loremasters.

Boots: Soft black leather boots which allow silent movement, leave
no tracks and enable the wearer to run on the most shifting and
unstable surfaces with ease.

Tunic: Actually moreof acoverall,itisahooded garment of aneutral
grey material which hasthe strange ability to match exactly whatever
material itisnext to, adding +90to hiding rolls. Inaddition, it makes
the wearer AT 3.

Rapier: +20, of Keron.

Long Bow: An Elven Bow, +20 with 20 magical arrows.
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Armor: Tunic (+2rPD, +2rED)

Pendant: Allowsall spellsto becast at 0 end, wearer may cast “ seer”
and “divination” spells of up to 150 active points. Also grants +2 to
DCV

Crystal Ball: AsRM write-up

Boots: adds+3tostealth,+9 DEX (only for maintaining balancewhile
running on unstable surfaces.

Tunic: -4 to others perception rolls to spot wearer

Rapier: +2 OCV

Long Bow: +1 OCV, +1 OCV vs. range

Skills: Climbing(13-), Swimming(3"), Riding(11-), Stealth(19-),
Perception(+7), KS: Magic(14-), +4 combat levels w/magic, Acro-
batics(13-), Acting(14-), Persuasion (13-), Conversation(13-), PS:
Fletcher(13-), Seduction(13-), KS: Astronomy(13-), KS: Weather:
(14-) Spells: Up to 75 active points

STR:15 DEX:18 CON: 15 BOD: 12 INT: 17
EGO: 18 PRE: 25 COM: 20 PD: 6 ED:5
SPD:3 REC: 6 END: 30 STUN: 28

OCV:13 DCV: 11 Phases: 4,8,12

2«ADVENTURE NPC
SYSTEM DATA

NPCsmentioned specifically in adventuresand not al ready mentioned
in Part V (and therefore covered in the preceding section) are listed by
adventure titles. Only the most important NPCS (i.e., those whose skills
require the most clarification) are noted here; all mentioned NPCs can be
found in the NPC chart.

CULT OF THE THIRD MOON

PriesTESS OF THE THIRD M OON

Age: =165 (Appears =20). Eyes: Blue. Hair: Blonde. Build: Slender.
Height: 5'6". Race/Sex: Talath/F. Skin: Fair. Demeanor: Cruel; Ob-
sessed. Dress: Black Robes. True Attitude: Insane; Driven. Home:
Tower of the Third Moon.

Hits: 120. Melee: 90daMissile: —
AT(DB): 1(90). Sh: N. Gr: N. MovM: 20.

Lvl: 20. Profession: Sorceress(Moon Mage). Stats: St-81; Qu-96;
Em-94; In-95; Pr-70; Ag-92; Co-88; Me-80; Re-65; SD-79.
AP: 96. PP: 240 (40 x 6).

Skill Bonuses: S& H70; Perc90; S& W80; DirS90; Act40; Admin45;
Lead78; Seduct110; StarG50; Subdu40; WeathW60.

Spells: Base Spell OB: 40. Directed Spell OB: 95 Nether Bolt, +70
Absolution. Mara-saKnowsall Base Sorcery ListsandtheEvil Cleric
List Dark Channelsto 20th level.

Special Abilities: Mara-sa is immortal as long as she wears the
Amulet.

Robes: Add +40to DB.
Dagger: +30, Of Saying Men (any humanoid male after puberty).

Amulet: Anintelligent device, it draws energy from the deaths of
young men. It has the following powers:

1. x6 PP Enhancer.
2. Converts women to Succubi through aritual.
3. Stores up to three 20th Ivl spells at atime.

Armor: None

Robes: Add +4 to DCV

Dagger: +3 OCV, +3d6k vs. men

Amulet: Allowsall spellsto be cast at 0 end

6d6 Transform (women to succubi, requires ritual)

May store up to 3 60 active point spells at atime

Skills: Stealth(13-), Perception(+4), KS: Magic(14-), Acting(12-),
PS: Administration(12-), Persuasion(13-), Seduction(15-),
KS: Astronomy(12-), KS: Weather(13-), Magic(20-)

Spells: Up to 60 active points

STR:15 DEX:17 CON:15  BODY:13 INT:18

EGO: 13 PRE:12 COM:18 PD:5 ED: 4

SPD:3 REC:6  END:30  STUN:29

OCV:9 DCV: 9 Phases: 4, 8, 12
THE CURSE OF ANDARAS

HiGH PRIEST OF ANDARAS
Age:=800 (appears =30). Eyes: Blue/dlitted. Hair: Silver-white. Build:
Average. Height: 6'4". Race/Sex: Dyar Elf/male. Skin: Fair. Demeanor:

Haughty. Dress. Black robes with bluetrim. True Attitude: Belligerant;
protective. Home: Temple. Aka: Simase.

Hits: 110 Melee: 90sc Missile: —

AT(DB): 3(60). Sh: N. Gr: N. MovM: 35.

Lvl: 15. Profession: Evil Cleric. Stats: St-88; Qu—99; Em—77; In—
96; Pr—80; Ag—94; Co—93; Me—; Re-86; SD-85. AP: 79. PP:
30 +6.

Skill Bonuses: Perc84; Rune70; S& W90; DirS85; Act55; Admin4o;
ANTr90; Lead50; PubSp95; StarG45; STrack55.

Spells: Base Spell OB: 30. Directed Spell OB: 85 Absolution. SImase
Knows all Evil Cleric Liststo 20th, 8 Open and Closed Channeling
liststo 10th.

Special Abilities: Simase’ amulet alows him to becoame a huge
panther up to 1x per day. Hisfeline stats are: Hits: 150. Primary:
90LCI. Secondary: 100LBt.

AT(DB): 4(70). MovM: VF/BF.

Amulet of theCat: A flat disconaheavy goldchain, itallowsSimase
totransforminto apanther. Itisalsoa+6 PPadder and Adds30tohis
DB.

Scimitar: +15

Armor: 2PD,2ED

Amulet: Adds+15 End for casting spellsonly, +3DCV, wearer may
shapechenge into agiant panther 1x/day (23 BODY/, 3d6k claw, +4"
running, +3 DCV, +3rPD, +3rED)

Scimtar: +1 OCV

Skills: Perception(+4), KS: Magic(14-), Acting(12-), PS: Admini-
stration(12-), Animal Handling(14-), Persuasion(12-), Oratory (14-),
KS: Astronomy(12-), Tracking(12-), Magic (18-)

Spells: Up to 50 active points

STR: 13 DEX:18 CON: 15 BODY: 17 INT: 20
EGO: 14 PRE: 13 COM: 14 PD: 5 ED: 5
SPD:3 REC: 6 END: 30 STUN: 32

OCV: 10 DCV: 8 Phases: 4, 8, 12
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LIVING PRISON

NERIK

Age:22. Eyes: Blue. Hair: Dark Brown. Build: Sturdy. Height: 6'8".
Race/Sex: Tadath/Mae. Skin: Fair (but tanned). Demeanor : Confused.
Dress: Grey tunic& Pants. TrueAttitude: Good | ntentioned; smarter than

he looks or acts. Home: Gryphon College.

Hits: 77. Melee: 450s. Missile: —

AT(DB): 1(30). Sh: N. Gr: N. MovM: 15.

Lvl: 6. Profession: Cleric. Stats: St-78; Qu-89; Em-90; In-98; Pr-
75; Ag-95; Co-97; Me-83; Re-54; SD-90. AP: 94. PP: 60 (12 x 5).
Skill Bonuses: Climb65; Swim70; Ride45; S& H80; Perc80; Rune63;
Chan30; DirS30; Cav45; Cook25; Dancel5; FAiId80; For48; Sing20;
StarG20; Track35; WeathW40.

Spells: Base Spell OB: 6. Directed Spell OB: 36 (Directed Spell:
Sunning). KnowsCleric Base Channels, Life Mastery, Repulsionsto
10th, Closed Channeling Blood, Bone, Organ, Muscle, Nerve Law;
Open Channeling Concussion’s Ways and Barrier Law to 10th.
Ring: plain gold ring, x5 Cleric PP multiplier

Distort Cloak: Nerik’scloak createsastrange warping effect which
causes increasing visua distortion the further oneisfromit. Those
within 10" are unaffected, but missile attackers are sorely hampered.
All missile weapon users must subtract 10 from attack roll for every
ten feet of range from wearer (e.g.; a bowman 90 feet from Nerik is
at -90!) Penalty isin addition to normal range subtractions.
Guardian of theHeart: Thisnecklacehasa?2" diameter disc-shaped
pendant which has an 80% chance of cancelling any critical against
the heart. 1t also hasa50% chance of negating any critical involving
the chest area.

Staff: +10 Quarterstaff, it stores 3 spells of up to 10th level.

GA’VAAG

Age:45. Eyes:Black. Hair :Brown. Build: Slight. Height: 5'9". Race/Sex:
Jameri/M. Skin: Pallid. Demeanor: Shifty. Dress. . True Attitude:
Hateful. Home: Tower of Yarthraak.

Hits: 68. Melee: 75. Missile: —

AT(DB): 1 (30). Sh: N. Gr: N. MovM: 10.

Lvl: 16. Profession: Evil Magician. Stats: St—35; Qu—90; Em-99;
In-88; Pr-52; Ag-91;, Co-79; Me-90; Re-85; SD-45. AP: 43.
PP: 160 (32 x 5).

SKill Bonuses: Climb25; Swim15; Ride50; S& H70; Perc98; Runel04;
S&W88; DirS80; StarG40; Track15.

Spells: Base Spell OB: 32. Directed Spell OB: 80 FireBolt. Ga'vaag
knowstheMageMagicianFire, Ice, Wind Lowaliststo 20, Base Evil
MagelistsMatter Disruptionand Darknessto 20th, and 5 Essencelists
to 10th.

Iron Wand: A twisted rod about afoot longwith ared gemsetinthe
end, it isax5 PP enhancer, and allows Ga vaag to freely cast spells
from the Evil Magician Physical Erosion List.

Iron Rods: Small stakesof ironwith colored orbsinthetop, theseare
spell storing devices into which Ga vaag places Spells of Illusion,
dispelling, and other waiting trapsfor pursures and those he wishesto
snare.

Robes: Green robes of Y arthraak, they add +30 to DB.

Dagger: +10 and magical.

Armor: 4PD, 4ED
Ring: Allows all spellsto be cast at 0 end
Distort Cloak: +16DCV (only for doubling existing range penalties)

Guardian of the Heart: +9PD,+9ED: locationl3, also protects
locations 9-12 on a 11- activation roll

Staff: +1 OCV, stores 3 spells of up to 30 active points

Skills: Climbing(13-), Swimming(+3"), Riding(12-), Stealth(14-),
Perception(+4), KS: Magic(12-), PS: Caving(12-), PS: Cooking
(11-), Fam: Dance(8-), Paramedic(14-), Survival(12-), PS: Sing-
ing(11-), KS: Astronomy(11-), Tracking(11-), KS: Weather(12-),
Magic(14-)

Spells: Healing Spells up to 30 active points

STR: 13 DEX:17 CON: 19 BODY: 11 INT:20
EGO: 17 PRE: 12 COM: 18 PD: 6 ED: 4
SPD:3 REC:.7 END: 38 STUN: 28

OCV:6 DCV:6 Phases: 4, 5, 12

Armor: None

Iron Wand: Allowsall spellsto becast at 0 end, and wearer may cast
Drain and Destruction spells of up to 90 active points

Iron Rods: Each may store one spell (any active point total) with a
variable “trigger” advantage

Robes: +3to DCV

Dagger: +1 OCV

Skills: Climbing(11-), Riding(12-), Stealth(13-), Perception(+4),KS:
Magic(14-), KS: Astronomy(12-), Fam: Tracking(8-), Magic(19-)
Spells: Up to 60 active points

STR:8 DEX:17 CON: 15 BODY:10 INT: 18

EGO:9 PRE:11 COM:8 PD: 4 ED: 4

SPD:3 REC:5 END: 30 STUN: 22

OCV:8 DCV:8 Phases; 4, 8, 12
ZARIS

Note: Zarisisdescribed earlier in the section under Gryphon
College.
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EYE OF THE DRAGON

KIER | ANIS, PRINCE OF HELYSSA

Age: 18. Eyes: Blue. Hair: Dark Blond. Build: Lean, Muscular. Height:
6'1". Race/Sex: Talath-Jaiman/Male. Skin: Fair but Tanned. Demeanor:
Friendly. Dress. Leather Jerkin/Tunic/Pants. True Attitude: Honest;
Strong-willed but Scared. Home: Cynar (Prince of U-Lyshak).

Hits: 85. Melee: 85hs/72 2-h sword. Missile: 70cb.

AT(DB): 14 (50). Sh: Y15. Gr: A. MovM: 15.

Lvl: 6. Profession: Fighter. Stats: St-96; Qu-89; Em-90; In-96;
Pr-85; Ag-97; Co-93; Me-77; Re-58; SD-80. AP: 96. PP: N/A.
Skill Bonuses: Climb35; Swim20; Ride40; S&H35; Perc25; Ad-
min20; AthlG40; Dance32; Diplom15; FAid20; Fletch24; Forl2;
Frenzy45; L ead38; Seduct20; Sing25; Stra& Tac30; Subdu55; Track20.
Special Abilities: AsHeir to U-Lyshak, Kier can don the Sea-Drake
Crown.

Sword: Forged in the Early Third Era, it is an excellent weapon,
though not an artifact. Itisabastard sword +15 of asilvery alloy. On
command it will point towardsany of the Sea-drakeartifacts, and will
glow with apalewhite light within 300" feet of them if thewielder so
desires. Finaly, it is Of Saying servants of the Unlife (if used 2-
handed, itisallowedtotop out onthetablevsUnlifecreaturesaswell).
Leather Armor: Looksandwearslikeaplain (if well-made) |eather
jerkin (ATS) but protectsasAT 13 (-10); AT 14 (-10) if wornwith the
bracers.

Bracers: Leather bracers act as Greaves and will prevent wrist
injuries 50% of the time.

Shield: A +15 Target Shield.

Comp Bow: A superior bow, itis+10in quality.

Armor: 6PD, 6ED Magica Leather
Sword: +1 OCV, Detect (at range) sea-drake artifacts, +3d6k vs.
servants of the Unlife
Bracers: +8PD, +8ED, Location 6
Shield: +1 DCV
Bow: +1 OCV
Skills: Climbing(11-), Riding(12-), Stealth(12-), Perception(+1),
Administration(11-), PS: Athelete(12-), PS: Dance(11-), Persua
sion(11-), Conversation(11-), Paramedic(11-), PS: Fletcher(11-), Fam:
Survival(8-), Seduction(11-), PS: Singing(11-), Tactics(11-), Track-
ing(11-)

STR:20 DEX:18 CON: 18 BODY:13 INT:15

EGO: 13 PRE: 15 COM: 18 PD: 7 ED: 5
SPD:4 REC:8 END: 36 STUN: 32
OCV:9 DCV:8 Phases: 3, 6,9, 12

THE TOMB OF ANDRAAX

THE ‘WiTCcH' oF WATCHING ISLE

CroneForm: Age: ?(AppearsVery Old). Eyes: Watery Grey. Hair : Ratty,
Grey. Build: Slight. Height: 5’2" and Stooped. Race/Sex: Small Human
(?)/F. Skin: Wrinkled, pale. Demeanor: Eccentric but Friendly. Dress:
Worn but clean robes, shawl. True Attitude: Scheming but not ‘ Danger-
ous'. Home: Watching Isle.

Real Form: Age: ? (Appears=20). Eyes.Blue. Hair: Long, Black. Build:
Statuesque. Height: 5'7". Race/Sex: Dyar/F. Skin: Fair, Smooth. De-
meanor: Sultry, Seductive. Dress: Diaphanous Tunic. True Attitude:
Scheming but not ‘ Dangerous’. Home: Watching Isle.

Hits: 87 Melee: 45daMissile: —

AT(DB): 1(65). Sh: “Y”. Gr: N. MovM: 20.

Lvl: 13. Profession: Mystic. Stats: St-68; Qu-97; Em-100; In-74;
Pr-101; Ag-99; Co-85; Me-88; Re-70; SD-55. AP: 97.
PP: 144 (36 x 4)

SKill Bonuses: Climb20; Swim25; Perc80; Rune25; S& \W65; DirS80;
Act92; Cav15; Chem40; Cook66; Craft20; Dancel5; For72;
Seduct91; Sing45; Trick45; Weathw40.

Spells: Base Spell OB: 24. Directed Spell OB: 70 (Firebolt). Knows
all Mystic Base to 20th, Essence Spirit Mastery to 20th.

Wand: A 1'long stick with apiece of quartz attached to oneend, itis
ax4 PPenhancer. It cantransformintoastaff at will (astheoldwoman
she usesit s0).

Ring: A plainring of jade, it adds +30 to DB.

Necklace: aglimmering silver necklacewithasmall oval whitestone
pendant, it confersunusual fertility powers on the wearer. A woman
has a 99% chance of concieving after intercourse with afertile male
of same (or interfertile) species, will go to full term without compli-
cationsafter only threeweeks, and her child (sex her choice) will grow
to adulthood in afew months. The child will have some combination
of the parents skills and abilities, but no practical knowledge. Prox-
imity to aflow of Esssance isalso important to provie energy for the
incredible growth.

Key: Key tothelnner Crypt of Andraax’ sTomb (theHall of Worlds).
Itisactually aring, goldwithablack gemlikeobsisian, withan etched
symbol of Andraax’s Eye.

Armor: None
Wand: Allowsall spellsto becast at 1/2 END, Transformsto staff at
will
Ring: +3DCV
Necklace: Asin Rolemaster Description
Key: Asin Rolemaster Description
Skills: Climbing(11-), Perception(+4), KS: Magic(12-), Acting(14-),
Fam: Caving(8-), KS: Chemistry(12-), PS: Cooking(13-), Fam: Danc-
ing(8-), Survival(13-), Seduction (14-), PS: Singing(12-), Sleight of
Hand(12-), KS: Weather(12-), Magic(17-)
Spells: Up to 60 active points
STR:11 DEX:20 CON: 15 BODY: 12 INT: 15
EGO: 10 PRE: 25 COM: 20 PD: 5 ED: 3
SPD:3 REC:5 END: 40 STUN: 26
OCV:6 DCV:6 Phases: 4, 8, 12
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3*THE WORKS OF TETHIOR

Following isalist of pertinent items made by Tethior the Smith, and
their current locations.

ILARISIRI

Four Master Orbs there were, and sixteen lesser (“Access’) spheres.
The Master Stones were nearly five feet in diameter, and set in great
pedestals of stone or wrought metal. The Access stones, only capable of
communicationwiththeMastersor relatively short-rangevision, weretwo
feet acrossand usually found berth in agracile metal pedestal formed like
amany-branched tree. Of all of Tethior’ screations (which includethe Six
Jaimani Crowns, the Pendants and the Images), the Master Orbs were
possibly the most impressive.

M AsTER ORBS
Master Orb 1: Storm Wizard
Master Orb 2: Gryphon College (SE Jaiman)
Master Orb 3: Karilén (Loremasters)
Master Orb 4: Andraax (location unknown)

Access ORrBs
Access Orb 1: Karilon
Access Orb 2: Votania (Emer)
Access Orb 3: Vog Mur
Access Orb 4: Nexus (in the Navigators' Tower)
Access Orb 5: Haalkitaine, held by the Emperor
Access Orb 6: Remiraith, held by King Liras
Access Orb 7: Tower of the Third Moon
Access Orb 8: Sel-kai, held by the Prince of Sel-kai
Access Orb 9: Cult of Stars, at Vour
Access Orb 10: Gethyria
Access Orb 11-16: Destroyed or location unknown.

SIXCROWNS, PENDANTS &
SWORDS

The triads each consisted of a Helm/crown, a pendant, and a sword.
Whiletheruler wore the crown helm, hischampion would bear the sword,
and an advisor (indended to be a spell-caster) would keep the pendant.

THE NATURE oF THE CROWNS
The Crownswereintrinsically the most powerful of theitemsand had
subtletieswhich no one but Andraax and Tethior knew of. Their wearers
werelinked to other crownsinacomplex beneath anislein central Jaiman,
near the forges of Arion. The Vault of Crowns held devices which
maintai ned the structure of the continent and dictated theborders. Now the
White Mage may have discovered the secret of this chamber...

CROWNS

The Six Crowns were mighty devices indeed, and perhaps the most
difficulttounravel and control. Their powerswerearcane, tapping directly
into the Earth-essamce of the World. Although they were called the
‘crowns’, they appeared as helms when not worn. Their powers were not
primarily associated with combat. When placed on the head, in fact, they
transformed into a lightweight diadem or glittering crown. Note that the
Genera Powersimmediately bel ow apply evenif theKingtakesthe Crown
off; the individual powers can only be accessed if the King is actually
wearing the Crown.

GENERAL Powers oF EVERY CROWN
1. Attuning: Whenthehelmisfirst placed ontheheir’ shead, it attuneswith
him (or her). If thewearer isnot the appropriate heir, he must resist vs
a60thlevel TrueEssaance Unminding (by True Essamcethismeansthe
Helm attacks on whatever realm the target ismost vulnerable against).
If thetarget isintheroyal family and believesheisthe heir, heisonly
Unminded for 1 round/5%failure; otherwise, itisoneyear/5%failure!
The successfully attuned heir is able to understand the helm’ s powers
and use them without making wands/stavesrolls. Heasoiswillingly

subjected to its controls, whether he iswearing it or not, until he dies
orthehelmisdestroyed. [Attuning: Wearer first placing crown on head
must make EGO roll at -6 if not the true heir. Targets in the Royal
Family who believe that they are the heir are “unminded” (lose al
thoughts, catatonic) for 1 phase/every “1” aroll ismissed by; othersfor
1year/”1" roll is missed by.]

2.Mind Defense: Kingresistsall spellsof Charm, Fear and other coercion
(any realm) at 90th level. He (by concentrating) can also sense if
someoneis plotting treachery, range 300 feet. [90 pts. spell defensevs.
Charm and Fear-type spells]

3. Passivity: King has no expansionist desires and wishes to administrate
hissubject statesfairly; hewould punish severely any subject lord who
wished to take land from a neighboring Kingdom.

4. Realm Sense: King is subconsciously aware of the border of hisland.
Citizensof of other active Crown realms passwithout problem, but the
approach (within about 100 miles by sea, 30 miles by land) of agents
from abroad will cause unease. The greater the number, the more
anxious the King will be; he will also be aware of the approximate
location and nature of the ‘invaders’ through dreams.

5. Realm Defense: At hiswill he can cause storms off the coast powerful
enough to turn back or even wreck ships. On land he can call a
confusingand blinding fog, storms(rain, windsor blizzards, depending
on weather) tremors, or even a cataclysm. The king merely makes a
wish for thisto come to pass; the Helm and central Mind of the Vault
handlethedetails, usually abletolocalizethedisturbanceand minimize
damage to the residents.

6. Returning: The attuned king may Return either to the location of the
Crown or the sanctified location in the capital city (determined when
the Crowns were made).

Gryphon (blue/gold): (Zor): Gryphon College

The dominant metal of the helm is a bluish steel, complimented by
inlaysof greenlaen, and two short gold hornswhich spring from the upper
sides. Whenwornit becomesasteel circlet set with bluegems. Therealm
of defensefor the Gryphon Helm has been re-set to conform to aradius of
100 miles about the College.

1. x4 Channeling PP enhancer. [All of wearer’s spells may be cast at 0
Endurance Cost.]

2. Allows wearer to become a gryphon: AT 12 (-30), L Crits, +100 LCI,
+60LBa. [Wearer may become Gryphon (Fly at 16", 6 Resistant PD, 2
Resistant ED in addition to normal PD & ED, STR 35, 2x2d6k claw
attacks.]

3. Allows wearer to cast Ta-taal (“man to stone”) 1x daily. [Wearer may
cast 7d6 Transformation attack (man to man) 1x/day.]

4. Wearer may fly at will. [Flight 12".]

5. Wearer has accessto all “Weather Ways' spellsto 30th level. [Wearer
may cast Weather-oriented spells up to 90 active paints.]

Pegasus(silver /white): (Tanara): Lost, presumed destroyed (Under Kulthea
in the Catacombs of Ur).

Thishemwasof auniform silver color, with acrest made of aresilient
white material fashioned like ahorse-tail. Inaddition, silver and frosted-
clear laen wings sprung from the sides. When worn it became a headband
wrapping about the back of the head, taking the form of stylized slender
wingsof glassand silver. Thewearer’shair isturned snow-white aswell.

1. x4 Essence PP enhancer. [All of wearer's spells may be cast at )
Endurance cost.]

2. Wearer isabletofly asaPegasus, with misty whitewings. [Flight (10").]

3. Allowswearer tofreely use“Wind Law” to 50th level. [Wearer may cast
wind-based spells up to 150 active points.]

4. Wearer isimmune to Electricity.

5. Wearer May Return one spell cast at him per round (treat as 50th level
spell) and perform normal actions. [Wearer may reflect (27-) incoming
spells (see missile deflection skill).]
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Unicorn (gold/white): (Urulan): Lost, presumed destroyed.

Of asilvery-grey metal trimmedwith gold, theaccent of thishelmisthe
single, twisted horn of shimmering gold projecting from the front. When
worn it becomes asimple gold circlet.

1. x4 Mentalism PP enhancer. [All of wearer’s spells may be cast at 0
Endurance cost.]

2. Wearer has Mirrormind vs al Mental Attacks. [Wearer automatically
reflects (25-) any mental attacks back onto the caster.]

3. Wearer is able to befriend good Unicorns; inspires rage in Black
Unicorns.

4. Wearer isimmune to Cold.

5. Wearer isableto freely utilizethe“Mind Attack” and all Seer Liststo
20th Ivl. [Wearer may cast mental-spells powers of up to 60 active
points.]

Phoenix red/gold): (Rhakhaan): in the vaults below Haalkitaine.

A helm of reddish metal set with yellow sapphires and amber laen, it
takesthe form of adelicate shimmering circlet whenworn, flickering with
red-orange-yellow light.

1. x4 Essamce PP enhancer. [All of wearer’'s spells may be cast at 0
Endurance.]

2. Wearer may ‘immolate’ at will, bathed in flames delivering “A” Heat
crits to al within 10" and himself regenerating 10 hits/rnd. [Damage
Shield, at will, 1d6k heat 1" radius.]

3. Wearer isat all timesunharmedtoflame, andinfact heal shitsequivalent
to those supposedly delivered by fire attacks. [Regeneration (only while
immolated) 1 Body/phase.]

4. Wearer hasuseof “FireLaw” to 30th Level. [Wearer may cast fire-based
g pells up to 90 active points]

5. Wearer may use up to 50 Spell Pointsworth of the Navigator List Flow
Mastery (up to 20th level) per day. [Wearer may cast spells of up to 40
active pointsfor the purposes of detecting, analyzing, and manipulating
essence flows.]

Wyvern (silver/blue: (Saralis): Lost, presumed destroyed.

A winged helm with agittering jeweled wyvern crouched on top, this
helm becomes a circlet in the form of along snake-dragon biting its tail
when worn.

1. x4 Channeling PP enhancer. [All the Wearer’s spells may be cast at 0
endurance.]

2. Wearer may cast ‘Absolution’ once per day. [Wearer may cast 15d6
Mind conytol (only to simulate mindlessness) 1x/ day.]

3. Wearer is at al times immune to draining effects of Undead.

4. Wearer has use of Cleric “Repulsions’ to 30th Level. [May cast
repulsion/dispelling/suppression spells up to 90 active points.]

5. Wearer may cast any 5 spellsfromther Heal er Baselistsper day, and has
Free use of Transferring Ways. [Wearer may cast aid and transfer spells
of up to 200 active points/day.]

Sea-drake (Green/silver): (U-Lyshak): Held by the Dragonlord Sulthon
Ni’ shaang.

A helm of agreen metal like dragon-head set with huge emerald eyes,

it becomes alaurel of kelplike leaves accented by pink coral when worn.

1. x4 Mentalism PP enhancer. [All of Wearer’'s spells may be cast at 0
endurance.]

2. Wearer may cast any 4 spellsfrom the Mentalist Base Mind Merge List
(up to 30th level) per day. [Wearer may cast up to 200 active points/day
of “mental” spells.]

3. Wearer can swim with the equivalent of rank 10 skill and breathe water
asair. [Swimming (+6"); Life Support (breathe underwater).]

4. Wearer has unlimited use of “Liquid Manipulation” to 30th Level.
[Wearer may cast spells which alter or manipulate liquids in some way
(up to 90 active points).]]

5. Wearer may deliver, 1x per day, a100' R Mind Shout (treat spell as60th
level). [Wearer may, once per day, perform an 18d6 ego blast, no range,
explosion.]
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PENDANTS

Unlike the crowns, whose alignment is (at least initially) relatively
cryptic, the design of the pendants makes their division clear. Eachisa
perfect, tiny orb of crystal approximately 3 centimetersindiameter. Within
the orb isaskillfully fashioned image of the beast, primarily in the colors
noted below. Eachorbisattachedtoafinechain of astrongalloy, designed
to beworn about theneck. The chain also enablesthe pendant to be swung
or whirled to aid in different applications of its powers.

Power Oneisintrinsic to theitem; powers Two-Four can belearned by
anyonewho isaware of the skill either simply gaining use of the power or
picksskills; powers Five plus are usable only by someone of the appropri-
ateprofessionwho hasmadetheir staves/wandsroll. Thependantsall have
aninnateintelligence, but they cannot ‘ speak’ assuch. |nsomeways, they
are actually the most powerful of the Items, possessing strange abilities at
the oddest of times.

Gryphon: (blue/green — earth; Channeling) (Zor): Held By Zaris, Gry-
phon College.

1. Wearer resistsChannelingasa30thlevel ; Dark Channeling as60thlevel .
[15 magical defense vs. “channeling (spells originating from a “ higher
source”), 30 magical defense vs. Evil channeling spells]

2. Stonerunning at will. [Clinging, 20 STR (stone only).]

3. Storm Call 1x per decaday. [Change environment, 3 mile radius (cause
strom) once per 10 days.]

4. Useof Utterlight V; Alkar at will. [Images9createlight, 8" radius) linked
to Suppress 10d6 (vs. Darkness).]

5. Fire ChannelsPure (as PlasmaBolt 300", x6 damage, (Or Lightning Bolt
7x damage with Heat critsif Plasma Bolt Tables unavailable), beam of
pure blue light, 3x/day. [6d6k blast, 3x/day.]

6. Wearer is able to employ Merging True Organic and Passing Organic,
and may aso use such powers through stone. [Desolidification (for
passing through stone and organic material only).]

7. x5 PP enhancer for Channeling or Channeling Hybrids. [Wearer may
cast spellsat 0 end cost.]

Pegasus: (silver/white— air; Essence) (Tanara): Held by the Speaker of
the Jyaad of Tanara.

1. Wearer resists Essence as a 30th level; Dark Essence as 60th level. [As
first power of Gryphon Pendant, only vs. “essential” (hon-mental or
“divine” in origin) magic.]

2. Wearer cannot fall; automatic Featherfall if wearer should so require.

3. TrueRe-aiming at will (user whirlsitem around head; all missileattacks
are deflected. One round prep required). [User may perform missile
deflection (30-).]

4. Summon Pegasus 1x per decaday. Steed remains for 5 hours.

5. Summon Fog 1 mile radius 1x per day.

6. Fire Airbolt (asFire Bolt 300", x3 damage, Impact Crits, blast of air ) 1x/
day. [18d6 energy blast, 1x/day.]

7. x5PPenhancer for Essenceor EssenceHybrids. [Wearer may cast spells
at 0 end cost.]

Unicorn: (gold/white — ice; Mentalism) (Urulan): Lost, presumed de-
stroyed.

1. Wearer resistsMentalism asa30th level; Dark Mentalism as60th level,
isimmunetocold. [Asfirst power of Gryphon Pendant, only vs.“ mental”
magic.]

2. lce/Waterrunning at will. [Flight, 6" (only usable for running safely
across water/ice]

3. Can utilize a30th vl True Hold 1x per day (user employs pendant like
ahypnotictool).[Telekinesis, 40 STR, only holding targetimmobile, 1x/
day.|

4. Summon the Absence of Heat once per week. Effectissimilar to Cold
Ball, 300' radius, except natural cold, x3 damage. Criticalsare oneless
in severity than indicated. [16d6 energy blast (cold) 3" radius, reduced
penetration 1x/week.]

5. Firelce Channels(aslceBolt 300", x6 damage, Cold Crits, beam of pure
cold) 3x per day. [5d6k blast, 3x/day.]

6. Touch of Cold Sleep 1x per decaday. Must touch target; resist vs 30th
level Mentalism. Failureresultsin enforced Lifekeepinginwhichtarget
islocked in Cryogenic sleep until administered Awakening or Lifegiv-
ing. [May touch target and use 15d6 mind control to cause target to fall
into “suspened animation” which lasts until dispelled 1x/10 days.]

7. x5 PP enhancer for Mentalism or Mentalism Hybrids. [Wearer may cast
spellsat 0 end cost.]

Phoenix: (red/yellow — fire; Essence) (Rhakaan): Taken by Ajkara,
subsequently lost.

1. Wearer resists Essence as a 30th level; Dark Essence as 60th level. [As
first power of the Pegasus Pendant.]

2. Firerunning at will.

3. Wearer may Immolate at will, and is at that time immune to flame and
heat. Heisimmune to spell effects and enchanted fire in any case.

4. Wear's soul can be stored at instant of death; returns to repaired body.
Must be wearing orb at instant of death. Useable 1x per decaday.

5. Summon the Absence of Cold once per day. EffectislikeaFirestorm.
Flammable materials ignite 90% of time; Fireball 300' radius, x3 dam-
age. Criticalsare onelessin severity than indicated. [14d6 energy blast
(fire), 4" radius, 1x/day.]

6. Unleash Fire Channels (as Fire Bolt 300", x6 damage, Heat Crits, beam
of purered energy like alaser; possible Blindness) 1x per day. Can be
devastating to physical objects aswell. [6d6k blast, 1x/day.]

7. x5 PPenhancer for Essenceor EssenceHyhbrids. [Wearer may cast spells
at 0 end cost.]

Wyver n (Silver/blue— Earth; Channeling) (Saralis): Presumed destroyed;
actually held by Andraax.

1. Wearer resistsChannelingasa30thlevel ; Dark Channeling as60thlevel .
[Asfirst power of the Gryphon Pendant.]

2. Makeswearer immuneto all forms of Absolution. [+50 mental defense
vs. mind controls causing “minlessness,” mental paralysis, etc.]

3. Free use of Detection Mastery to 30th level. [Wearer may cast detection
and mind scan spells up to 90 active points.]

4. Herb Mastery at will (doubles potency — if applicable) of any healing
herb administered. [Wearer may cast detect and analyze on any herb.]

5. Windrunning at will (allows wearer to run on air). [Flight, 6".]

6. See through the eyes of any animal within 1 mile, 1x per day (animal
must be spotted initially, spellslasts only aslong as user concentrates).
[Clairvoyance, range 1 mile (through eyes of any animal in range only),
concentrate, 1x/day.]

7. x5 PP enhancer for Channeling or Channeling Hybrids. [Wearer may
cast spellsat 0 end cost.]

Sea Drake (Green/silver — Water; Mentalism) (U-Lyshak): Lost, pre-
sumed destroyed (actually at Y arthraak).

1. Deliver Steam Bolts: asWater Bolts, but use Heat and Impact Criticals,
and x3 hits, 1x per day. [8d6 physical energy blast linked to 8d6 energy
blast (heat), 1x/day.]

2. Wearer resistsMentalism asa30th level; Dark Mentalism as 60th level.
[Asfirst power of the Unicorn Pendant.]

3. Freeuseof Delving Listto 30thlevel. [May cast detect and analyze spells
of up to 90 active points.]

4. Use two spells from Shifting List per day. [Wearer may cast shapeshift
or life support spells of up to 60 active points twice per day.]

5. Use 10th Ivl Mind Shout 1x per day. [10d6 Ego attack, no range,
explosion, 1x/day.]

6.+30to DB. [+3to DCV .}

7. x5 PP enhancer for Mentalism or Mentalism Hybrids. [Wearer may cast
spells at 0 end cost.]
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SWORDS

Inaddition totheHelmsand Pendants, swordswerefashioned. Not the
equalsof Tethior’ sfinal works—theNarselkin, for example—thesewere
neverthelessitems of considerable power and scope. Each wasintelligent
(though not asmuch so asthe pendants). Eachtriad of itemsapparently had
theability to communicate— or to allow their wieldersto communicate—
mentally over great distances; they were not intended to be used by the
same person at once.

Gryphon (blue/green — earth): (Zor): Presumed Destroyed. (Actualy
in the Catacombs of Ur.)

Thissword isof akeron alloy with delicate inlay of intertwined green
andblue. Theguardisdesignedto resembleapair of spread wings, and the
hilt isascaled claw, the end of which holds a shimmering green orb. Of
the Earth, it has powers related to that element.

1. +35 to hit, 2x hits.

2. Delivers an Internal Disruption critical (see Master Atlas Inhabitants
Guide p 60) in addition to any other.

3. Is capable of one of the following per decaday: Undoor True; Solid
Destruction True (100 cubic feet); Great Crack (500" deep, 30" wide,
1000' long; 1/10th that in a structure).

4. Of Slaying Constructs (Shards, N’ ng, Golems, €tc.).

5. Of Changing: will becomeadagger, akynac, broadsword or two-handed
sword at will.

6. Completely deflects all organic missile attacks directed at the wielder.
Thisisactually arather specific defense: itisdesigned to protect the user
against Shards, whothrow deadly organic disks, and N’ ng, who spit acid.
M etal-tipped arrowswithwooden shaftsareat -50. [Note: all FH statsfor
this sword are detailed in previous text conversions.]

Pegasus (silver/white— air): (Tanara): Lost, presumed destroyed.
Thisswordisof perfect, clear laen. Thehiltsand guard are of asilvery
aloy, and the pommel holds a milky white orb.

1. +351to hit, 3x concussion damage. [+3 OCV, +2d6k damage.]

2. The bladeisin fact invisible until it strikes, making it impossible to
parry. [Strikes with the blade cannot have the “block” maneuver per-
formed against them.]

3. UnleashestheHard Wind (asWater Bolt 200", x4 damage, |mpact Crits,
ablast of irresistableair) 2x per day.[16d6 physical energy blast, 2x/day.]

4. Of Slaying Demons. [+3d6k dmg. vs. demons.]

5. Of Changing: will become adagger, broadsword or two-handed sword
at will.

Unicorn (gold/white— water/ice): (Urulan): Lost, presumed Destroyed.

Perhaps the only incorruptible of the six realms, this sword is of clear
laen with asilvery edgeand gold inlay. Itisvery elaborate. Thehiltsare
gold, and it holds afaceted orb of clear crystal.

1. +351to hit, 2x concussion damage. [+3 OCV, +2d6k damage.]

2. Coldflames on command, enabling the sword to deliver a Cold critical
in addition to any other. [May also strike for additional (separate) 2d6k
cold damage.]

3. Unleash another form of the Absence of Heat (as Ice Bolt 200", x4
damage, Cold Cirits, astream of intense cold, more like a flamethrower
than the beamlike pendant power) 2x per day. Can be devastating to
physical objects aswell. [4d6k blast (cold) 2x/day.]

4. Of Slaying creatures of Heat (including Fire Giants, Fire Hounds, Evil
Unicorns). [+3d6k damage vs. heat-using creatures.]

5. Of Changing: will become adagger, broadsword or two-handed sword
at will.

Phoenix (red/yellow — fire): (Rhakaan): Forgotten; locked in a vault
beneath Haalkitaine.

A beautiful two-handed sword of gold, with an edge of clear, yellow

laen. Inthe pommel is atopaz orb — receptacle of the sword-soul.

1. +35to hit, 2x concussion damage. [+3 OCV, +2d6k Damage.]

2. Flames on command, enabling the sword to deliver a Heat critical in
additionto any other. [May a sostrikefor additional (separate) 2d6k heat
damage.]

3. Unleash another form of the Absence of Cold (as Fire Bolt 200, x4
damage, Heat Crits, a stream of intense heat, more like a flamethrower
than the beamlike pendant power) 2x per day. Can be devastating to
physical objects as well. [4d6k blast (fire) 2x/day.]

4. Of Slaying creaturesof Cold (Elementals, Cold Drakes, IceTrolls, etc.).
[+3d6k vs. cold-using creatures.]

5. Of Changing: will become adagger, broadsword or two-handed sword
at will.

Wyvern (Silver/blue — Earth; Channeling) (Saralis): Lost, presumed
destroyed.

1. +351to hit, 2x concussion damage. [+3 OCV, +2d6k Damage.]

2. Unleashesthe Earth’ sRage: Wielder strikestheground and delivershis
choiceof Tremors, aGreat Crack or Quakes (Sorcerer Solid Destruction
List). Usable 1x per 10 days. [8d6 Body Destruction, area affect, 16"
radius; only on inanimate objects affixed to the ground (trees, buildings,
etc.) Ix/day.]

3. Will turn Target to stoneif sword deliversacritical, and target failsvs
a 30th Ivl Channeling. Usable 2x per day. [8d6 Transformation (target
to stone) if sword hits (2x/day).]

4, Of Jaying Undead. [+3d6k vs. Undead.]

5. Of Changing: will become a dagger, broadsword or two-handed sword
at will.

Sea Drake (Green/silver — Water; Mentalism) (U-Lyshak): Lost (inthe
Tomb of Andraax).
The sea-green blade has slightly scalloped edges and adelicatetracery
of silver. The hilt-guard is designed of clear, blue-greentinted laenin the
form of fish-fins cupping around the hilts.

1. +35 to hit, 2x concussion damage. [+3 OCV, +2d6k Damage.]

2. Water Mastery: can calmall but the most severewater inal mileradius;
Part water upto 100" deep, 1000' long and 20" wide. [ Changeenvironment
(calmwater), L mileradius; Telekinesis(50 STR) areaaffect-hexes (150"
long, 15" deep, 3" wide) only for parting water.]

3. Unleashesthe Hard Wave (as Water Bolt 200", x4 damage, Impact Crits,
a blast of irresistable water) 2x per day. [14d6 physical energy blast
(water) 2x/day.]

4. Of Saying Flying Demons. [+3d6k vs. flying demons.]

5. Of Changing: will become a dagger, broadsword or two-handed sword
at will.
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4«MASTER NPC CHARTS

ROLEMASTER NPC CHART

Name Lvl Hits AT(DB) Sh  Gr Melee Ob Missile Ob Mov
GeNeraL NPCs
Lorgalis 50(70) 350 20(160/120) Y(50) A/L 275bs 190typh 25
See Part | X for details of powers and equipment.
Zaris 35 170 11(90) N (A/L) 140bs 190lb 20
See Part | X for details of powers and equipment.
Alarin 38 150 1(70) N N 110da — 15

lylar(Loari)-Talath Astrologer. Knows all Astrologer Base to 30th, 10 Open/Closed Channelling/Mentalism lists. 114 PP (ring, +8 Adder). Alarin is descended in
the Mortal side from the Kings of Zor. Heisthus able to use the Gryphon Helm. He is one of very few who knows the location of the Forge of Arion and the
Vault of the Crowns.

Selena 32 91 1(80) N N 80da — 20
lylar Seer. A Powerful woman, she has mastered the use of the llarsir. Knows all Base Seer lists to 20th, 8 Open/CLosed Mentalist lists to 20th. Necklace, x7 PP.
S. Ni’ Shaang (Human) 60 210 18(80/180) Y* (A/L) 250bs — 30
S. Ni’shaang (Dragon) 80 500  12(140) —  — 320HCI/240HBI VFIVF
See Part | X for details of powers and equipment.
High Prst of Yarthraak 40 112 11(90/70) Y* N 175bs/th 145typh 25
See Part | X for details of powers and equipment.
Priests Yarthraak (12) 10 90 4(30) N N 80ss 70da 15

Human Evil Clerics. Ring: x4 PP enhancer, Firebolts 3x/day, Understand any written Text, Speak Elvish tongues fluently, Detect Magic, Halve the effects of Heat
and Cold, Protect wearer as AT 4 (-10). Long Knife, use Short sword table but do slash criticalsinstead of Krush. Various Clerical Spells.

Herald of Night 20 200 18(90/190) Y* A/ 250bs/2-hs — 40
See Part | X for details of powers and equipment.

Andraax 120 240 20(215/315*)t N N 285pwrswd 240gé/ 210L srPstl 53
See Part | X for details of powers and equipment.

Hernae 10/50 165 4(120)t Y* N 210Iky 190ky 20
See Part | X for details of powers and equipment.

Ren Thraysk 30 210  11(100)* Y* (A/L)* 220MASt/190MASw 210gé 30
See Part | X for details of powers and equipment.

Karstia of Mynars 25 112 3(45) Y* (A/L)* 135rp 1901b 20

See Part | X for details of powers and equipment.

NPCs N PLACES OF INTEREST

Nomikos

Chief Scribe Niros 30 67 1(15) N N 90da — 10
Talath Bard (Sage). All Sage Base Lists, All Open and closed non-combat Mentalism Lists. Spectacles of x4 PP

Msr Changramai Thom 31 210 1(150) N N 180MASt/170MAsw 215typh 40

Zori Monk. Knowsall Base Monk lists to 30th. Wristbands allow parry. Headband protects as helm and is x4 PPenhancer.

URONTHIS KALTHUL

Lord Sorcerer Varch 24 98 1(70) N N 85da — 10
Jameri Sorcerer. Knows All Sorcerer Base to 20th, 8 total Essence/Channeling liststo 10th. Amulet is x4 PP enhancer
Lord Magician Laranis 21 75 2(95) N N 70da — 15

Zori Mage. Staff is+5 Adder. +85 Fire Bolt. Robes add 60 to DB

NPCs For ToweRr oF THE THIRD MooN

Varla 12 86 1(40) N N 58ha 71lb 20
Zori Animist. Knowsall Animist Base, Channeling Healing Spellsto 10th. Amulet is x4 Channeling PP enhancer.

Dael 4 91 1(55) Y N 102ss 90ch 25
Zori Ranger. Knows 2 Ranger Liststo 10th. +10 short sword.

Priestess 20 120 1(90) N N 90da — 30
See Part | X for details of powers and equipment.

Karang 7 110 3(60) N N 90LCI/70LBit — 30
Beastlike human (fighter), son of Mara-sa.

Elder Sisters(4) 10 90 1(40) N N 80SCI/40SBit — 25
Succubus-like women with long nails and teeth. Immortal, seduce then kill their mate.

L esser Sisters(8) 5 72 1(20) N N 50SCI/20SBit — 20

Succubus-like women with long nails and teeth. Immortal, seduce then kill their mate.
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Name Lvl Hits AT(DB) Sh  Gr Melee Ob Missile Ob Mov
NPCs For CURSE OF ANDARAS
Sanar Fenira 8 75 1(40) Y N 81lma — 15
Jameri Evil Cleric, can Channel Andaras’ Curse, 30th Ivl, turns target into housecat. Also Knows 3 Evil Cleric Liststo 10th
Basho N'guur 7 66 1(20) N N 70da — 15
Jameri Rogue (Merchant)
High Priest of Andaras 15 110 3(60) N N 90sc — 10

Dyar Evil Cleric. See Part IX for details of powers and equipment.
NPCs For LivING PrISON

Nerik 6 e 1(30)* N N 450s — 15
Talath Cleric. See Part I X for details of powers and equipment.
Messenger #1 15 135 11(65) Y10* A/L 140ha 155Ich 30

Zori Fighter. Acute sense of hearing and smell. Green Dragonskin Armor, Gauntlets punch as hammers, mini double crossbow, cloak, +30 to hiding (110 total).
Often uses poisons.

M essenger #2 16 128 11(70) Y10* A/L 135ha 165lcb 35
Dyar Fighter. Acute sense of hearing and smell. Green Dragonskin Armor, Gauntlets punch as hammers, mini double crossbow, cloak, +30 to hiding (120 total).
Often uses poisons.

Ga'vaag 16 68 1(30) N N 75da — 10
See Part | X for details of powers and equipment.

NPCs For Pribe oF THE GRYPHON
TOMBSOF LANKOR

Queen Isara Lankér 12 170 1(60) N N 60MGr (‘ Touch”) 90 Shock Bolt 30
Spectre. ‘Touch’ drains 1-10 Temp Con, can cast Shock Bolt 5x/day. See Adventure Text for details of equipment, treasure, etc.

King Irusor Lankér 14 200 1(50) N N 90MGr (‘ Touch”) 80 Shock Bolt 30
Spectre. ‘Touch’ drains 1-10 Temp Con, can cast Shock Bolt 5x/day. See Adventure Text for details of equipment, treasure, etc.

King MurisLankér 17 240 1(70) N N 120MGr (‘ Touch”) 70 Shock Bolt 30

Spectre. ‘Touch’ drains 1-10 Temp Con; can cast Shock Bolt 5x/day; only affected by ‘magical’ weapons. See Adventure Text for details of equipment, treasure,
€etc.

King Jaral Lankor 15 210 1(50) N N 100MGr (‘ Touch”) 90 Shock Bolt 25
Spectre. ‘Touch’ drains 1-10 Temp Con, can cast Shock Bolt 5x/day; only affected by ‘magical’ weapons. See Adventure Text for details of equipment, treasure,
etc.

TOMBSOF ZAON
Sentinels (2) 20 250 20 (50) N A/L 150LBa/70LGr/170LCr 20
Golems. Will attempt large Grapple and if critical indicates a grasp, will perform Large Crush. These golems are Super Large creatures.
King Saik 16 170 1(70) N N 130bs/90LBa — 20

Greater Wraitht. Gaze delivers True Hold; ‘ Touch’ drains 2-20 Temp Con; only affected by ‘magical’ weapons. See Adventure Text for details of equipment,
treasure, etc.

Queen Saria 15 145 1(65) N N 70LBa 90 Ice Balts. 20
Lesser Wraitht Sorceress; knows al Sorcery Base Spellsto 20th, ; 150 PP. +20 bs; Wand of |ce Bolts. See Adventure Text for details of equipment, treasure, etc.
King Alzarin 15 170 1(50) N N 100MGr (‘ Touch”)

Greater Ghost. Drains 1 Temp Con/rnd from all within 10'; Touch’ causes additional Cold Crit of one Higher severity; only affected by ‘magical’ weapons. See
Adventure Text for details of equipment, treasure, etc.

King Phynus 12 160 8(60) N N 185th — 10
Greater Mummy. See Adventure Text for details of equipment, treasure, etc.
King Xurnak 12 190 1(70) N N 110MGr (‘ Touch”) — 20

Major Spectre. ‘ Touch’ drains 1-10 Temp Con, can cast Shock Bolt 5x/day; only affected by ‘magical’ weapons. See Adventure Text for details of equipment,
treasure, etc.

King Mornan 9 116 1(25) N N IOMASt — 30
Human (Zori) Fighter.
KingLaro 15 175 8(60) N N 120LB&/150L Grt — 10

Greater Mummy. See Adventure Text for details of equipment, treasure, etc.

Tombsof Kitaan

King Jax 25 180 20(30) Y20 A/L 250th or 130LGr (‘ Touch”) 25
Major Wight. Drains 3 Temp Con/rnd from all within 10'; Touch’ (or hit) causes additional Cold Crit of one Higher severity; only affected by ‘magical’ weapons.
+25 2h Unholy Sword. See Adventure Text for details of equipment, treasure, etc.

Guards(8) 6 100 1(40) Y N 75bs — 15
Skeletons. Ignore Puncture Crits.
Lesser Kings (7) 10 140 1(70) Y N 100ma — 20

Greater Skeletons. Ignore Puncture Crits.
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Name Lvl Hits AT(DB) Sh Gr Melee Ob Missile Ob Mov
Sentinel 15 200 20(35) N A/L 120LBa/70LGr/170LCrE O
Bronze Golem
King Nikor 16 180 11(60) N N 160LBa — 30
Greater Mummy. Will only attack if unworthy robberstry to take the sword.
Royal Advisors(2) 11 120 1(60) N N 90MGr (‘ Touch”) — 10

Wraiths. Gaze delivers True Hold; ‘ Touch’ drains 2-20 Temp Con; only affected by ‘magical’ weapons.

NPCs For LEGACY OF THE SEA-DRAKE

Kier lanis 6 85 14(50) Y15 A 85bs/72th 70ch 15
Talath Fighter. See Part | X for details of powers and equipment.

NPCs For THE TomB OF ANDRAAX

The Witch 13 87 1(65) Y* N 45da — 20
Dyar Mystic. See Part IX for details of powers and eguipment.

* |ndicates a Shield or Greave protection is due to magical garment, shield spells, etc.
T Indicates special race powers; see Shadow World Inhabitants Guide for details.
¥ Only delivers second attack if acritical is delivered by first attack that round.

Codesfor Rolemaster NPC and Master Military tables:

The statisticsgiven describe each NPC. A moredetailed description of the NPCscan befoundinthemaintext. Someof the codes are self-explanatory:
Lvl (level), Hits, Sh (Shield), and Mov M (Movement and Maneuver Bonus). The more complex codes are listed below.

AT (Armor Type): Thetwo letter code denotesthe MERP armor type: No=No Armor, SL Soft L eather, RL=Rigid L eather, Ch =Chain, PI=Plate.
The number is the equivalent Rolemaster armor type.

DB (Defensive Bonus): Note defensive bonuses include stats, shield, armor, skills, and other items where possible.

OB's (Offensive Bonuses): Weapon abbreviations follow OB's: br-bastard sword, bs-broadsword, cb-composite bow, da-dagger, ha-handaxe, ja
javelin, ky-kynac (short), la-lance, ma-mace, MA-Martia Arts (both strikes and sweeps), ms-morning star, gs-quarterstaff, ra-rapier, sh-short bow,
ss-short sword, sp-spear, MAst-Martial Arts Striking, MAsw-Martial Arts Sweeps and Throws, th-two hand sword, wm-war mattock.

Stats: Ag=Agility, Co=Constitution, SD=Self-Discipline, Me=Memory, Re=Reasoning, St=Strength, Qu=Quickness, Pr=Presence, Em=Empathy,
In=Intuition. For MERP, average Re and Me for Intelligence (1G).

FANTASY HERO NPC CHART

Name STR DEX CON BODY PRE tPD rPD tED rED SPD REC STN OCV DCV Damage Move

Lorgalis— see earlier conversion

Zaris— see earlier conversion

Alarin 15 18 18 12 23 6 0 4 0 4 7 28 11 8 1d6-1 7
Mentalist/Divination spells up to 90 active points, ring adds 114 END just for casting spells. Alarin is descended on the

mortal side from the kings of Zor. Heis thus able to use the Gryphon helm. He is one of the very few who know the location of  the forge of
Arion and the Vault ofthe Crowns.

Selena 13 18 17 12 20 6 0 3 0 4 7 27 8 8 1d6 7
Ilyar Seer. A powerful woman, she has mastered the use of the llarsir. Knows divination type and mental-based spells up
to 60 active points. Necklace gives spell use at 0 END

S. Ni’ Shaang-see earlier conversion
High Priest of Y arthraak-see earlier conversion

Priest of Y arthraak 14 14 15 13 15 7 2 6 2 8 6 28 8 7 1d6+1 6"
Human Evil Clerics. Ring allows spellsto be cast at 1/2 END and 3d6k balst 3x/day. Allows understanding of any written
texts and elvish speech. Detects magic at range (12"). Grants 1/2 damage reduction vs. heat and cold, 2rPD,2rED Use longknives, clerical
spells up to 30 active points

Herald of Night-see earlier conversion
Andraax-see earlier conversion
Hernae-see earlier conversion

Ren Thraysk-see earlier conversion
Karstia of Mynars-see earlier conversion
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Name STR DEX CON BODY PRE tPD rPD tED rED SPD REC STN OCV DCV Damage Move
NPCsin Places of I nterest:

Nomikos:

Chief Scribe Niros 12 17 16 12 25 6 0 4 0 4 6 6 9 7 4denrml 6"

Taath Bard(sage). Knows non-combat mental-based spells up to 90 active points. Spectacles alow spellsto be cast at
12 end

Msr Changramai Thom 18 27 18 15 18 8 0 6 0 5 8 36 18 15 6d6nrml 8"
Zori Monk. Knows combat-enhancing spells up to 90 active points. Wristbands allow missile deflection (19-). Headband
protects locations 3-5 w/ 8rPD 8rED and allows all spellsto be cast at 1/2 END

Uronthis Kalthul:

Lord Sorceror Varch 11 15 15 13 20 5 0 4 0 3 5 26 9 8 1d6-1 6"
Jameri Sorceror. Knows spells up to 60 active points. Amulet allows spellsto be cast at 1/2 END

Lord Magician Laranis 13 14 13 11 18 6 1 5 1 3 6 25 7 13  4dénrml 6"
Zori Mage. Staff grants 25 END only for casting spells. Has 4 levelsw/ 3 1/2d6RK A (fire bolt). Robes add 6 to DCV

NPCsfor Tower of the Third Moon

Varla 100 14 12 10 15 5 0 3 0 3 5 22 6 6 1d6+1 6"
Zori animist. Can cast healing spells of up to 30 active points. Amulet allows spells to be cast at 1/2 END
Dael 17 14 13 11 14 6 0 4 0 3 6 27 10 6 11/2d6 7

Zori Ranger. May cast nature-related spells of up to 30 active points. +1 OCV short sword
Priestess-see earlier conversion

Karang 23 17 20 17 18 9 2 8 2 4 9 39 9 8 2d6 8"
Beast-like human fighter-son of Mara-sa
Elder Sisters(4) 17 18 15 12 15 7 0 6 0 4 6 27 8 8 1d6-1 7

Lesser Sisters(8) 13 14 13 10 13 5 0 4 0 3 6 24 6 6 1d6-1 6"
Succubus-like women with long nails and teeth. Immortal, seduce then kill their mate.

NPCsfor Curseof Andaras:

Sanar Fenira 10 15 12 10 18 5 0 3 0 3 5 21 8 5 1d6 6"
Jameri evil cleric, can Channel Andaras’ curse (6d6 Transformation attack-turns target into housecat) Also knows evil clericspellsto 30 active
points.

Basho N’ guur 13 11 13 11 15 4 0 3 0 3 6 23 7 7 1d6+1 6"
Jameri Rogue(merchant)

High Priest of Andaras-see earlier conversion

NPCsfor Living Prison

Nerik-see earlier conversion

Messenger #1 20 17 18 15 15 12 5 10 5 4 8 34 14 10 2d6 7
Zori Fighter. Acute sense of hearing and smell. Green Dragonskin armor, Gauntlets add +4d6 to Hand to Hand damage.

Mini double crossbow. Cloak adds +3 to stealth (15- total). Often uses poisons

Messenger #2 18 20 15 14 15 11 5 10 5 4 7 30 13 13 2d6 7
Dyar Fighter. Acute sense of hearing and smell. Green Dragonskin armor, gauntlets add +4d6 to hand to hand damage. Minidouble crossbow.
Cloak add +3 to Stealth (16- total) Ga vaag-see earlier conversion

NPCsfor Pride of the Gryphon

Undead Table:

Spectre 10 18 15 18 20 8 0 8 0 4 5 30 10 10 Spec. 8"
Touch is 1d6 CON Destruction and 1 1/2d6 BODY Destruction. May cast 9d6 energy blast (shock bolt) 5x/day. desolid at will

Greater Mummy B 14 — 25 25 10 5 6 3 3 7 — 12 8 7dénrm 6"
Automaton

Greater Wraiths 20 18 18 15 23 8 1 8 1 4 7 34 13 11 Spec. 8"

Gaze is 10d6 mind control (only for causing target to remain motionless). Touch is 2d6 CON Destruction and 2d6 Stun and
Body Destruction. Only affected by magical weapons

Lesser Wraiths 18 15 13 12 18 7 1 7 1 3 7 28 9 9 Spec. 7
Gaze is 7d6 mind control (only for causing target to remain motionless). Touch is 1d6 CON, Stun and BODY destruction.
Greater Ghost 0 20 15 15 28 9 4 9 4 4 5 30 10 10 Spec. 9"

1/2d6 CON Destruction, 2" radius at 0 END, damage shield. Touch is 3d6k energy damage (cold). Only affected by magicalweapons. Desolid
at will.
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Name STR DEX CON BODY PRE tPD rPD tED rED SPD REC STN OCV DCV Damage Move

Skeletons 10 11 — 12 13 4 4 4 4 3 2 — 7 7 11/2d6 6"
Automatons. 1/2 resistant damage reduction vs. physical killing attacks only.

Major Wight 20 18 — 20 28 5 5 4 4 4 4 — 16 14  Spec. 7"

Automaton: 1d6 CON Destruction, 2" radius at 0" END, Damage Field. Touch is 4d6k energy damage (cold), only affected by
magic weapons. +2 OCV Unholy Sword

Queen Isara Lankor: As Spectre

King Irusor Lankor: As Spectre w/+1 level w/combat

King Muris Lankor: As Spectre w/+2 |evels w/combat

King Jaral Lankor: As Spectre w/+1 level w/combat

Sentinels(2): As Clay Golems, SW Atlas Addendum

King Saik: As Greater Wraith

Queen Saria: As Lesser Wraith, but can cast spells up to 60 active points. Wand of |ce bolts (9d6 normal energy (cold) damage)
King Alzarin: As Greater Ghost

King Phynus: As Greater Mummy, attacks w/ 2-handed sword

King Xurnak: As Spectre w/+2 levels w/combat

King Mornan 15 17 13 13 20 7 0 6 0 4 7 27 9 9 11/2d6 7
Human(Zori) fighter

King Laro: As Greater Mummy w/+1 level w/combat

King Jax: As Mgjor Wight

Lesser Kings: As Skeletons w/+3 levels w/ combat

Sentinel: As Brass Golem, SW Atlas Addendum

King Nikor: As Greater Mummy. Will only attack unworthy robbersiif they try to take the sword
Royal Advisors(2): As Lesser Wraiths

Kier lanis-see earlier conversion

The Witch -see earlier conversion

5*MASTER BEAST CHART

ROLEMASTER BEAST CHART
Base Max Pace/ Speed Size/ AT # Outlook

Type Lvl Rate MM Bonus MS/AQ Crit Hits  (DB) Attacks Enc (1IQ)
Asp 1 20 Walk/5 F/BF SI— 6 1(50)  25Ti 1-6 Aggres. (VL)
Jade Constrictor 4 30 Run/0 VSMD L/ 90 3(0) 70MGr/110LGr 1-3 Aggres. (IN)
Cat 1 80 FSpt/40 FF SI— 10 1(40) 10Ti(2x) 1-6 Normal (L)
Tree Frog 0 10 Run/10 SL/FA T/I— 8 1(40) 10TGr * 1-10 Normal (VL)
Baaka 6 60 Spt/20 MD/VF L/l 110 11(30) 50LBt/60MBa 1-2 Aggres. (IN)
TiaBat 2 90 Dash/30 VF/VF SI— 20 1(60)  40MBiI 1-10 Normal (SU)
SPECIAL CREATURES
Yarthraak:
Beast (Body) 20 100 FSpt/50 BF/FA H/SL 400 11(20) 120HPi§ 1 Hungry (AV)

(tentacles) L/LA  80ea 3(70/20) 100HGr/150HCr
The Curse of Andaras:
Guard Panthers 6 100 Dash/30 FA/IMF  M/— 100  3(40) M CI50/60M Ba70/Mbi60 6 Protect (HI)
Crystal Panther 30 60 FSpt/40 VF/VF  M/SL 400 20(80) 200MBa(2x) 1 Protect (EX+)

If killing: 250HCI(2x)/200HBI Berserk (EX+)
Dragonlord Citadel
Gartyl 12 320 Dash/30 VFVF  H/LA 210 11(40) 8OHCI/90LBI Varies AsRider (HI)
Notes:
* Tree Frogs exhude a powerful (10th level) muscle poison through their skins, so that any attack resulting in a hit delivers the poison. Depending

on RR failure (see Shadow World Inhabitants Guide page 13), the poison can deliver up to Extreme effects.

F Makes Crush attack only after a successful Grapple attack (i.e., critical delivered).
§ Makes Beak attack only after a successful Crush attack (i.e., Krush critical delivered) by tentacles.
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Codes: The statistics given describe atypical creature of that type. Most of the codes are self-explanatory: Lvl (Level), # (number encountered),
Size (Tiny, Small, Medium, Large, of Huge), Hits, and DB (Defensive Bonus). The more complex statistics are described below:
Speed: A creature'sspeedisgivenintermsof these categories: C = Creeping, VS=Very Slow, S=Slow, M = Medium, MF = Moderately Fast,
FA = Fast, VF = Very Fast, BF = Blindingly Fast.
AT (Armor Type): Thisnumber indicatesthe Rolemaster Armor type. Attack: Each attack code starts with the attacker's Offensive Bonus.
Thefirst letter indicates the size of the attack; T =Tiny, S=Small; M = Medium, L = Large, and H = Huge. Thelast two lettersin dicate the
type of attack; Ti = Tiny, Pi = Pincher/Beak, Ba= Bash, Bi = Bite, Cl = Claw, Kr = Crush, Gr = Grapple, Ho = Horn, Ts = Trample/stomp, St
= Stinger, and We = Weapon. These codes may differ slightly from the MERP and Rolemaster codes. Each creature usually initiates combat
using its "Primary" attack, which is the first attack listed. Depending upon the situation or success of the Primary attack, it may later use its
"Secondary” or "Tertiary" (the next two attacks listed) attacks, perhaps al in the same round if previous attacks are very successful.

FANTASY HERO BEAST CHART

Name STR DEX CONBODY PRE tPD rPD tED rED SPD REC STUNOCV DCV DMG MOVE
Asp 3 18 5 2 13 1 0 1 0 4 2 7 7 6 2x1pipK 3"
Bat, Tia -20 11 3 1 3 1 0 1 0 3 1 2 4 4 1pipK 12"l
Cat -5 11 3 2 5 2 0 1 0 3 3 4 4 4 1pipK 8"
Jade Constrictor 13 18 13 8 18 8 0 4 0 3 6 22 6 6 4D6N 1"
Tree Frog -28 10 2 1 5 1 0 1 0 3 1 2 3 3 1pipN 1"
Special Creatures

The Curse of Andaras:

Crystal Panther 21 30 25 12 20 10 2 6 2 8 10 45 12 12 4D6N 25"
Guard Panthers 15 24 18 8 15 7 0 4 0 5 7 25 9 8 2x1/2D6 19"
Dragonlord Citadel:

Gartyl 30 20 18 20 20 14 5 8 3 4 10 49 7 7 2x1D6k  7"/40"fl

6«MASTER MILITARY CHARTS

ROLEMASTER MILITARY CHART
Melee Missile
Type/Rank Home/Race # Lvl Hits AT(DB) Shield OB OB MovM
RHAKHAAN ARMY (CeNTRAL JAIMAN)

Haalkitaine Captains Zori 10 10 110  15(50)* Y 120bs 110cb 15
Grey uniform with black surcoat; gold helm with red wings. Shield is black with red Phoenix and gold trim.

Haalkitaine Guards Zori 50 5 80 15(30) Y 100bs 80ch 10
Grey uniform with black surcoat; gold helm (no wings). Shield is black with red Phoenix and gold trim.

Other Military Zori/Jameri 30,000
Grey uniform with black badge; gold helm (no wings). Shield is black with red Phoenix.

DURANAKI (NORTHERN TANARA)

Captains Duranaki 21 10 120 4(60)* Y* 1301ky 110ky 40
Enchanted black leather suit (AT 4), +20 Kynacs, other equipment.

Captain’s Aides Myri 42 10 150 8(70) N 8OMA 110sh 20
Bracers add 30 to DB; +10 shuriken; skill to deflect missiles; Cloak protects as AT 8 with no penalty; Headband protects as helm.

Warriors Duranaki 700 4 50 1(50) Y* 80lky 60ky 30
Black leather suit, +10 Kynacs, other equipment.

Aides Myri 1400 3 60 1(40) N 50MAst 50sh 20
Bracers add +10 to DB.

MYRI (CENTRAL TANARA)

Clan Chiefs Myri 8 15 110 1(40) Y 110bs 120sb 20
Various Clan symbol; some have armor.

Clan Guards Myri 100 10 160 9(30) Y 160bs 120Ich 10
Badge and colors of Clan, breastplate is very old and ornate.

Warrior Levy Myri 2000 2 50 1(25) N 50ss 30sb 15
No uniform, they will fight with whatever is available.
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Melee Missile
Type/Rank Home/Race # Lvl Hits AT(DB) Shield OB OB MovM
Y'KIN (SouTHERN TANARA)

Captains Yinka 40 10 100 14(30) Y 100sc 90ch 10
Red surcoat. Shield is red with the eclipsed sun emblem.

Elite Warriors Yinka 400 5 60 10(25) Y 80sc 60sb 10
Red surcoat. Shield is red with the eclipsed sun emblem.

Warriors Yinka 4000 2 25 5(20) Y 40ha 30sb 5
Red surcoat. Shield is red with the eclipsed sun emblem.

SU LINI (CoasTAL TANARA)

Captains Sulini 12 120  17(55) Y 135bs 120ch 10
Pale blue surcoat with leaping dol phin emblem. Helm has whlte plume. Enchanted lightweight chain, +20 broadsword, +20 composite bow.

Elite Warriors Sulini 150 8 90 9(40) Y 90bs 80ch 15
Pale blue surcoat with leaping dol phin emblem. Enchanted lightweight blue leather, +10 broadsword, +10 composite bow.

Warriors Sulini 500 4 60 1(40) Y 80bs 70lb 20
Pale blue surcoat with leaping dol phin emblem. +5 broadsword, +10 composite bow.

GARKS (VARIOUs L oCATIONS)

Lord Garks Gark 10 10 110 3(30) N 90ba — 25
Sometimes wear colorful tunic. Fight with stolen weapons.

Leaders Gark 50 5 60 3(20) N 60cl — 20
Little or no clothing.

Warriors Gark 2000 2 30 3(10) N 30cl — 20
Little or no clothing.

U-LYSHAK (W JaIMAN)

Captains Jameri/Zori 80 10 110  17(30) Y 120bs 90hch 10
Sea-green dyed breastplate with blue tabard. Helm is stylized dragon-head. Symbol of the Sea-drake is depicted on the green shield and badge. +10 Broadsword

Squad Leaders Jameri 800 6 85 14(20) Y 95bs 80sb 15
Sea-green dyed chain with blue tabard. Symbol of the Sea-drake is depicted on the green shield and badge.

Warriors Jameri 6,000 3 65 13(15) Y 80ss 60sb 10
Sea-green dyed chain with blue tabard. Symbol of the Sea-drake is depicted on the green shield and badge.

YA RTHRAAK (SW JaimMAN)

Upper Guard Captain Jameri 15 135 14(55) Y 130ss 95lch 20
Shimmering blue-green surcoat, Silvery lightweight chain, +25 short sword, +10 light crossbow.

Upper Guard Jameri 30 8 110 9(40) Y 95ss 80lcb 15
Shimmering blue-green surcoat, Blue-tinted breastplate, +15 short sword, +5 light crossbow.

Lower Garrison Lugroki 1,000 3 70 9(15) Y 90sc 70sb 20
Noinsignia.

DRAGONLORD CITADEL (NE Jaiman)

Gartyl Riders Jameri 30 12 110 9(40) N 125baw 110hch 30
Armed with Baw (+15 handaxe) and double-shot heavy crossbows. See Beast Chart for the Gartyl stats.

Citadel Guards Lugroki 100 10 130  14(25) Y 130ss — 15
Black surcoat over armor with red Dragon Claw emblem on armor and shield; Black-plumed helm. +15 short sword.

Warrior Garrison Lugroki 2,000 4 70 9(30) Y 95sc 70sb 10
Black leather armor with red Dragon Claw emblem on armor and shield; +10 scimitar.

Captains Lugroki 200 8 120 17(35) Y10 120sc — 15
Black armor with red Dragon Claw emblem on armor and shield. Red-plumed helm. Superior Breastplate, +20 scimitar.

Squad Leaders L ugroki 5,000 5 80 9(30) Y 80sc 60sb 10
Black armor with red Dragon Claw emblem on armor and shield; +10 scimitar.

Standing Soldiery Lugroki 25,000 3 65 5(25) Y 65sc 40sb 5
Black armor with red Dragon Claw emblem on armor and shield.
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Melee Missile
Type/Rank Home/Race # Lvl Hits AT(DB) Shield OB OB MovM
ELVEN FOREST
Sentinel Leaders Erlini/lylar 40 12 120  11(60) Y 140ss 180Ib 30

Forest Green tunic and breeches, Cloak, +40 to hiding. Gold cloakpin. +15 Long Knife (ss table,puncture instead of Krush), +20 Long Bow, Enchanted protective
tunic (AT 11-10).

Sentinels Erlini 1,600 5 85 1(50) Y 110ss 120lb 25
Forest Green tunic and breeches, Cloak, +40 to hiding. Silver cloakpin. +5 Long Knife (ss table,puncture instead of Krush), +10 Long Bow.

ULOR (W JaIMAN)

Generals Lugrok 10 18 160  17(30) Y10 145bs 90sp 5
Blank White mask on black field is on Shield. +20 Broadsword. Helm has mask faceplate and white plume.

Captains Lugrok 1,000 9 125 14(25) Y 110sc 95sb 10
Blank White mask on black field is on Shield. Helm has mask faceplate.

Squad L eaders Lugrok 10,000 5 85 9(20) Y 85sc 60sb 10
Blank White mask on black field is on Shield.

Citadel Guards Lugrok 500 10 135  14(30) Y5 130ss — 20
Blank White mask on black field is on Shield and full-length black surcoat. +15 short swords.

Warrior Garrison Lugrok 10,000 4 80 9(20) Y 90ss — 10
Blank White mask on black field is on Shield and grey tunic.

Standing Soldiery Lugrok 200,000 2 60 5(20) Y 45sc 40sh 0

Blank White mask on black field is on Shield.

MELURIA (S JAIMAN)
5

Clan Chiefs Jameri 15 180 1(-30) Y 95ss 80sh 10
Colors and banner of Clan vary. Some have armor.
Warrior Levy Jameri 1000 3 50 1(-15) Y 40ha 40sh 5

Usually no armor, and fight with whatever is available.

NOMIKOS (S JaIMAN)

Changramai Captain Taah/Elf 10 15 150  1(100) Y* 150MAst/sw  160gé 40
Simple tunic and pants with gold emblem. Bracers add to DB.
Changramai Warrior Varies 200 6 90 1(80) Y* 9OMASt/sw 90shuriken 25

Simple tunic and pants with gold emblem. Bracers add to DB.

GRYPHON CoLLEGE (CENTRAL JAIMAN)

‘Gryphons’ Taath/Elf 14 10 110 3(70) N 110da 130icb 30
Enchanted wings allow flight as Gartyl (see Beast Chart). Wings fold for ground movement/combat.Mini crossbows on wrists can fire in-flight.

Garrison Taath/Elf 30 5 70 1(50) Y 90bs 70lb 10

NOTES:

* An asterisk next to arace indicates that thisis the most typical to be encountered.

KEY:

a) Shields equal to 20 or 25 of DB. An* means that armor is magical or specially made.

b) ** indicates other abilities or items not mentioned. See other sections referring to the specific group.

¢) Note defensive bonuses include Quickness and shield. Shield referencesinclude quality bonuses (e.g. “Y5” means “yes, a+5 shield”).
Combatants untrained in a type of weaponry suffer a penalty of -25 when attacking. Melee and missile offensive bonuses include the bonus for
the combatant’ s best weapon in that category.

d) Weapon abbreviations follow OBs: ss— short sword, bs — broadsword, sc — scimitar, th— two hand sword, ma— mace, ha— hand axe,
wh — war hammer, ba— battle axe, wm — war mattock, gs — quarter staff, da— dagger, sp — spear, ml —mounted lance, la— javelin, sl —
sling, sp — composite bow, sh — short or horse bow, Ib — long bow, Icb — light crossbow, hcbh — heavy crossbow, bo — bola, ge — gé, ts—
throwing star. Animal attacks are abbreviated using codes from Claw Law. Many Duranaki utilize the Kynac (Ik — the melee ‘long kynac’, ky
— throwing kynac); which uses the rapier table with an additional +20.

€) Unless otherwise stated, mounted troops have fully effective OBs when fighting from horse (or Steardan).

) Unless otherwise noted, the OB given for Martial Artists (abbr. ‘MA”) isfor rank four. The letter folloing indicates skill in either strikes (st) or
sweeps and throws (sw). If both letters are present, this indicates that he or sheis skilled in both.
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FANTASY HERO MASTER MILITARY CHART

STR DEX CONBODY PRE tPD rPD tED rED SPD REC STUN OCV DCV DMG Move
Rhakhaan Army (Central Jaiman)
Captains 18 20 18 13 20 14 8 13 8 5 8 2 1 9 2d6-1 7
Guards 14 12 14 12 11 11 7 11 7 3 7 26 10 8 11/2d6 6"
Other Military 11 10 11 1 9 8 6 8 5 2 5 22 8 6 1d6 5"
Duranaki (Northern Tanara)
Captains 17 21 17 14 22 12 7 12 7 8 9 27 12 9 2d6 9"
Captains' Aides 18 20 19 16 19 15 9 13 8 7 7 4 1 8 2d6-1 8"
Warriors 16 18 17 15 15 11 6 10 6 6 6 25 10 7 1d6+1 7
Aides 14 16 15 13 12 8 4 8 4 4 5 22 7 5 1d6 6"
Myri (Central Tanara)
Chief 21 24 21 18 24 17 9 14 9 9 8 24 8 8 2d6 9"
Guards 19 23 25 21 212 18 11 14 11 10 9 31 9 9 2d6+1 9"
Warriors 15 16 18 13 12 11 6 9 6 5 4 15 5 4 1d6 5"
Y'Kin (Southern Tanara)
Captains 23 22 20 19 25 15 10 12 8 7 6 30 6 5 2d6+1 8"
EliteWarriors 19 18 18 17 22 16 9 11 7 6 5 27 6 5 2d6 8"
Warriors 14 13 13 12 10 10 5 7 5 4 3 13 4 3 1d6 4"
Sulini (Coastal Tanara)
Captains 23 24 23 20 26 15 13 14 10 7 7 34 6 5 3d6N 6"
EliteWarriors 20 17 20 16 21 14 10 10 7 6 5 27 5 4 2d6N 6"
Warriors 15 14 19 15 20 12 8 8 6 5 4 24 4 4 2d6+1 5"
Garks (Various L ocations)
Lord Garks 15 13 2 11 10 10 7 7 5 4 3 21 3 3 1d6+1 4"
Leaders 12 10 9 9 7 6 4 5 3 3 2 17 2 2 1d6 4"
Warriors 10 8 8 8 6 5 3 3 2 2 2 14 2 2 1d6 4"
U-Lyshak (Western Jaiman)
Captains 24 21 8 15 22 15 8 13 8 5 9 35 12 10 4d6N 8"
Leaders 18 17 18 13 18 13 7 11 7 4 8 29 9 8 3d6N 7
Warriors 15 14 13 11 14 12 6 10 6 3 7 24 7 6 2d6N 6"
Yarthraak (Southwestern Jaiman)
Guard Captain 25 22 19 16 22 16 9 14 9 6 9 38 10 9 4d6N 9"
Upper Guard 19 18 17 14 19 14 8 10 7 5 7 29 8 7 3d6N 8"
Lower Garrison 14 13 12 14 13 11 7 9 5 4 5 22 5 4 2d6N 7
Dragonlord Citadel (Northeast Jaiman)
Gartyl Riders 20 18 17 15 14 13 8 9 7 5 6 27 5 4 3d6N 7
Guards 22 20 19 16 23 16 10 15 9 6 6 33 9 7 4d6N 8"
Warrior Garrison 14 12 12 13 13 10 8 9 7 5) 5 21 4 4 2d6N 6"
Captains 20 19 8 15 19 15 10 13 9 6 6 27 6 6 3d6N 8"
Leaders 15 14 13 11 15 12 7 10 3 7 7 25 5 6 2d6N 6"
Soldiers 11 14 12 11 10 7 4 6 4 2 5 23 5 5 11/2d6 6"
Elven Forest
Leaders 21 18 17 16 24 14 11 7 6 5 6 24 10 8 2d6N 8"
Sentinels 17 17 16 15 18 12 9 6 6 5) 5) 21 8 7 11/2d6 8"
Ulor (Western Jaiman)
Generas 20 21 2 20 29 17 12 11 10 9 10 38 12 10 4d6N 8"
Captains 18 19 8 15 20 14 7 12 7 4 8 31 11 9 2d6 7
Squad Leaders 12 14 13 11 12 10 7 8 6 4 7 2 4 5 2d6-1 6"
Citadel Guards 15 16 6 17 21 14 8 10 7 6 6 27 6 6 3d6N 8"
Warriors 11 14 13 12 10 7 4 6 4 2 5 21 4 4 11/2d6 6"
Soldiers 11 13 12 10 10 5 2 4 2 4 4 19 4 4 2d6N 6"
Meluria (Southern Jaiman)
Clan Chiefs 20 18 19 15 18 13 5 11 5 4 6 29 9 8 2d6 7
Warriors 10 11 1 10 9 6 3 5 3 4 4 18 4 4 1d6 6"
Nomikos (Southern Jaiman)
Changramai Capt.19 21 20 14 22 14 7 12 7 5 8 30 10 9 2d6N 8"
Changramai Wars.14 16 15 12 16 10 7 6 5 4 6 23 7 7 2d6 7
Gryphon College (Central Jaiman)
‘Gryphons’ 15 14 15 11 16 12 7 6 6 4 7 24 6 6 2d6 7
Garrison 11 10 10 9 14 10 4 4 3 3 5 15 4 4 11/2d 6"
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