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INTRODUCTION

Welcome to The Tallslania Guidebook. the third
edition rules and sourcebook for roleplaying in the
world of Talislants. Since the first edition of Talis-
lunta was published back in 1987, thousands of
players and gamemasiers have discovered the
"strange and exotic kand" that was first Introduced In
The Chronicles of Talislanta, a book purportedly
wrillen by Tamerlin, a sell-described wizard. scholar,
and explorer.

If this Is your frst exposure o the Tallslantan
miliew, a few words of explanation are in order. First
and foremoest, Tallslanta is an original fantasy
selling—a magical post-disaster world, replete with
its own history, culiures, customs, flora, and fauna.
Many of the standard conventions of modern [Entasy,
such as elves, dwarves, and halllings, are nol o be
found here.

Instead, the Talislantan continent is populated
by & host of colorful and unusual races, such as the
duil-brained Sindarans, the green-skinned magi-
clans of Cymril. brightly plumed Aeriad, attooed
Thrall warriors, butterfly-winged Muses, and many,
many others. In short, Tallslanta offers a new waorld
designed o entertain and challenge even the most
Jaded mntasy roleplayers.
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Thanks to:

Jonathan Tweel, for making the third edition of the
Talislanta game far better than the first two.

Artist P. D. Breeding-Black, whose talents helped
shape the look and feel of the original Tallslantan
milieu, and to Ron Spencer, who helped do the same
for the revised edition.

Lisa and Jay, for their support on this project. It was
appreciated.

To my wife Patly, and my kids Jess and Kayte.

Dedicated, as in the previous
editions, to
Jack Vance

pre-eminent author of fantasy
and sclence fiction.

For those of you who may already be familiar
with the Tallslanta game, a word of waming: twenly
years have passed since Tamerlln first wrote his
Chronicles and much has changed during this Ume.
The cryslal cily of Cymril, capital of the Seven
Kingdoms, Is now the most prosperous and Impor-
tant center of trade on the continent.

Yet all Is not well in Talislanta. In the
Wilderlands of Zaran, the Sub-Men tribes are gather-
Ing for war. Far o the easl, the Kang have selzed
control of the Quan Empire, and the Rajans are
preparing to launch a dark jihad against the desert
kingdom of Carantheum. Elsswhere, olher evenls are
Just beginning to unfold, as the diverse peoples of
Talislanta prepare to embark upon a new Age of
Discovery.

To the many Eithful fans of Tallslanta, thanks
for your support. To those who now prepare Lo
veniure inlo this strange and exolle land for the first
Ume, welcome (o Tallslanta,

We hope you enjoy iL
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Game Designer's Notes

From Iis Inception, Tallslanta was designed o
be different from the typical fMntasy roleplaying
game, In the past, such games usually combined a
complex rules system with a simplistic or traditional

fantasy setting.

When Tallslanta was designed, these priorities
were reversed. The rule system was kepl as simple as
possible, while the majority of the text was devoled to
development of the Talislantan milieu. Combat,
maglc, and skills are all governed by a single set of
rules. Character creation, ofien a long and lnvolved
process In other game systems, has been replaced by
a listing of ready-to-play archetypes, The result is a
game that Is easy to learn, set in a world that offers
almost unlimited opportunities for adventure and
exploration.

Fulture supplements will continue to support
this concept, expanding upon such segmenis of the
Talislantan milieu as the lost secrets of Talislanta’s
anclent past, Tallslantan settlements and geography,
the Sub-Men uprising. Tallslantan flora and fauna,
and the Unknown Lands. These supplements can be
added to the campalgn at the gamemaster's discre-
tion. In the meantime, everything you need to play
the Talislanta game is In your hands,

How to Use this Book

Perhaps the greatest strength of the Talislanta
game Is Lhe incredible diversity of its setling. A quick
look at the contents of this book will reveal that there
are over a hundred different archetypes to choose
from, plus a wide selection of skills, equipment, and
magic llems,

Irenically, the same diversity that is Tallslanta's
slrong point is also its biggest challenge. With so
many mees and variables o choose from, how do you
get started?

We recomend that gamemasiers and players who
are new io the Tallslanta game begin play in the
crysial city of Cymril, capital of the Seven Kingdoms.
An annotated map of the eity, with descriptions of the
most notable sites, can be found in Chapler Seven.

Flayers should spend a few minutes looking over
the st of archetypes belore deciding on the types of
charncters that they would like to play (see Chapter
Three]. The characters may have come to Cymril from
the Seven Kingdoms, or from any other part of Talls-

lanta; the erystal elty Is a veritable “*melting pot™ of
different races and nationalilles, visited by folk from
acrass the contlinent of Talislania.

Once the players have chosen archetypes, they
should transfer the Information here lo a
chamcter sheel found at the end of this book. The
players can then consult with the gamemaster about
personalizing their characters and ask any questions
that they may hawve.

The party of adventurers fs now ready to begin
play. An Introductory adventure, “The Magical Fair,®
has been Included in this book. The gamemaster
should give this section a quick read-through frst, in
order to get familiar with the contents, When this has
been done, the players will be ready to embark upon
thelr first adventure In Talislanta.
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Three magicians sat at a lable In the Emerald Pentacle In the eity of Cymril: the
enchantress Celene; Darual the Morphosite, a magician known for his habit of
maglcally altering his manner of dress, skin coloration, and gender, as sulted his
moods; and Tareau, a Rahastman cartomancer whose travels had (aken him (o many
distant lands.

Celene ook a sip of aquavil from a silver goblet, one eye on Daraal the
Morphosile, whose present semblance was that of a blue-skinned androgyne attired
in fanciful robes of violet spangalor, “Darual, you appear morose, What troubles you
this day?™

Darual sighed. “Perhaps you are unaware of recent events. The Sub-Men tribes
gather in the Wilderlands. Some say the Za clans seek to forge an alllance with the
Beastmen, o the detriment of all who live In the Seven Kingdoms, you may be
assured. Others claim that the unscrupulous Farad mongers secretly provide them
with weapons through their clients, the Rajans,

*In the Western Lands, the Aamanian cultlsts galn new converts with each
passing day. To the east, the Quan dance to the tune of thelr former subjects, the
warmongering Kang. Mark my words: a new age of darkness looms before us.*

“True, things are as you say,” remarked Celene. *But civillzation is still young.
The Age of Confusion is but a few scanl cenluries removed. The lost secrets of our
fabled ancestors remain to be discovered, as we begin lo explore the ancient rulns
and the Unknown Lands that lie beyond the continent of Talislanta.®

Darual scowled, his deep blue features fading to violet. °1 see liltle cause for
celebration. The best are gone forever; their dust litters the miins of the fallen sky-
clties and the tombs of past ages. Only we remain, huddled inside our walled citles,
fearful of what lurks In the shadows,”

*Speak for yoursell.,” replied the enchantress. °1 am a Cymrilian, and magic s
my birthright. This day [ leave for Hadjistan via windship, to unearth the forgotien
mysateries of the Had|in Rulns™

Darual grimaced |n distaste, “This |s your idea of bold adventure, to mudcdle
about in darkened crypts and mavsoleums?®

Celene ook another sip of aquavit, admiring her reflection in the surface of the
shimmering lquid. “In these times, life itselfl is an adventare.”

The enchantress turned Lo fee Tareau the eartomancer, who untll this Ume
had sat quietly, shullling the enchanted cards of his Zodar deck. “Is that not so, my
friend?"

Tareau dealt two cards and lald them face-down on the table. “Who knows for
certain what the future will bring?” said the cartomancer, gazing oul the window,
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Talislanta:
An Overview

“The dawning of the Age of Discovery {5 upon us. The Seven
Kingdoms

continue to prosper, as we begin o gain under-
standing of the lost arls of our ancestors, Yet our enemies

(¢l

—The Wizard King of Cymril, speaking at the Seven
Kingdoms' annual Council of Kings in the year 620 of

the New Age

“Let all hear my words. The day of the Sub-Man (s coming.*

—The Tirshata, Chleftain of the Za War Clans

grow stronger, and the future of dvillization is by no means
suered. ”

‘J‘. T

Welcome to Talislanta. The year Is 620 of the New Age, approximately 20 years after the
wizard Tamerlin first wrote his Chronicles of Talislanta. Much has transpired since that time, but
before we go any further, a brief review of the Talislantan miflieu is in order.

History of Talislanta

Talislanta Is a continent located on the world of
Archaeus, a planet that orbits about a palr of suns
and is ringed by seven moons. Archacus's binary
system Is part of an entire galaxy of stars situated in
a far-flung dimension on the material plane. Certaln
Tallslantan scholars believe that Archaeus may lie
adjacent to a nexus of seven convergent planes,
though this theory remains in dispute.

The known laws of physics do not apply here,
for Talislanta is located in a magical reality governed
by the more mutable concepts of metaphysics.

Since the Forgolten Age, the continent of
Tallslanta has been the center of clvilization and
knowledge on Archaeus. It was here that a tribe of
primitive Indigenes first stumbled upon the wreckage
of a strange vessel. Inside they found a mysterious
crystal orb that contained the secret of a lost art—
magle. In time, this iribe became known as the
Archaens.

Armed with their secret lore, the Archaens soon
eslablished dominance over their rivals, They drove
the reptilian glants known as the Drakken out of
Talislanta, forcing them to flee south across a now-
submerged land bridge. Then they turned upon their
primitive counterparis, the ssvage Sub-Men.

Feral and prolific, the Sub-Men tribes resisted
all Archaen attempls to eradicate them or evict them
from their territories. The two races War upon
each other for centuries, to the detriment of the
surrcunding environs. Yet neither side could score a
decisive victory, and so the carnage continued
wilthout resolution.

The advent of windship arcanclogy and other
magical technology finally provided the Archaens
wilh a means of breaking the impasse. Using their
magics o erect floaling citles, they abandoned their
former dwellings and took to the skies. And so the
conlinent of Tallslanla was ceded to the Sub-Men,
who continued to live as before on the ground.

Secure within their sky-cities, the Archaens
developed an advanced and prosperous civilization.
They created sorcerous hybrids called neomorphs to
serve Lthem as laborers, performers, and consoris,
Freed from toll, the Archaens devoted themselves to
more stimulating pastimes: music, art. magical
experimentation, and the pursult of pleasure. At its
height, the empire of the Archaens spanned much of
the known world, and may even have extended
beyond the stars, or to other dimensions. Then came
The Greal Disaster.
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The Great Disaster

The precize cause of The Greal Disaster
remains a mysiery (o the present day, though
Archaen misuse of magic 13 generally blamed. The
calachyem's effects were felt around the world, but
were eapecially devastating o the continent of
Talislanta. The sky-cities fell to earth, or were
hurled into space; firestorms swepl across the
plains, and mountains were riven into dust.
Clouds of abermant magical energy were un-
leashed Into the atmosphere, wreaking havoc with
the environment and resulting in climatic
changes, mutations, and other anomalles.

For the Archaens, [t was the end of an era.
Thousands perished along with the sky-cities,
thelr cloud palaces shattered, their prized posses-
slons strewn across the scorched terrain. The
Inhabitants of the floating city of Elande sought
to escape the cataclysm in their cloud-ships, only
to be massacred by the Baralus, a savage race of
Sub-Men who had siolen the secret of windship
arcanology from the Archaens, Others [led Into
the wildemess, some with their neomorphs and
some withoul. These displaced peoples soon
found themselves at the mercy of the other
survivors of the disaster—the savage Sub-Men
iribes,

The Age of Confusion

The period Immediately following The Great
Disaster was marked by violence and utter chaos.
During this time, the Sub-Men tribes battled
incessanily for control of the continent, waging
war agalnst each other and preying upon the
many peoples who had been displaced by the
disaster.

After much bloodshed, the tribes united under
a common riler—the Tirshata, an individual who
would become known as the greatest war-chiefl of the
Sub-Men. Under his command, the Sub-Men drove
the last descendants of the Archaens out of thelr
ancesiral lands and into the dark forests of
Werewood. For the [irst time since the Forgotien Age,
the Sub-Men relgned supreme over the continent of
Talislanta.

The day of the Sub-Men was destined to be
short-lived, however, The Tirshata disappeared under
mysterious clreumstances, and the tribes fell to
fighting among each other, as they had In the past.
Meanwhlle, far {o the weat, the descendanis of the
Archaens were once again beginning to bulld setile-
menis.

The New Age

The founding of the city-slatle of Phaedma
marked the beginning of a second age of civillzation
In Talislanta. Led by the descendants of the
Archaens, the Phasdrans once again revived Interest
in the arcane arta. They studled the anclent texts,
wrole laws, and formed a new government. The Age of
Confuslon was over,

The Phasdran Empire lasied for a hundred
years, until its dissolution following a series of
religious conflicts known as the Cult Wars. Thou-
sands of refugees fled from the collapsing Phaedmn
regime Lo settle amid the sparse woods, desaris, and
wastelands of the central reglons. Six centuries
passed: wars were fought, old empires collapsed, and
new kKingdoms roae from the ashes of the ancient
rulned cities,

Talislanta: An Overview



A TiMeELINE oF THE NEw AGE

“The world s constantly in motion, and history “To write the history of the world (= a tosk of
lies in its wake.” infinite proportions. Each day a new chapter

— Salmeht the Chronlcler
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Year
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71
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101
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must be recorded, and an old one deleted.”
— The fabled savant and historian Hotan

Event

Begnning of “The Mew Age:” The city-state of Mhacdra (s established, The Ovthodosiat and Pamdoctst cults vie for
cantrol of te new siate, but moderaies choose the wizand Sollman 1 i be'the Bret ruler of Phaedo, A peried of
prosperity follows, lasting some hundecd and ten years.

The Mirin of L'Haan build ihe boe cities of LLal snd Rhin,

Thie nomadic Dracartan tribes settle in the Hed Desert, & feion conakdered inhospitable by most other + I the
aame year they disorrer vaot deposits of med tron, DMaflir morchants establish a truds route to Phacdea work s
i an the city of Dmoarta,

The Mazdaks finally il each other off, leaving the barbaric Quan trilbes in contrel of their old termitories.

The Darkiing hordes of Urag, Aeeing the Ur clans, iovade the tervitonies of the Gnomekin, The Gnomekin hide ander-
ground unill daybreak, then emerge bn faree and idrive the Darklings back 1o their own shadewy Linda. Called the One
WWH.mumhﬁimuuuﬂhﬁhﬁpu-wﬂmﬁnmﬂmkuﬁmum :

Soliman 1], nuber of Phisedm, succumbs to ald age, A period of mourmnbng lsding twenty yours is decreed by his
successor, the magician Damon,

FPhacdmns annex termilories occupled by the Amdun, wha flee fo the forests of what ia now Vardune.

The GQuan eomquer the Vajra,

End of the twenty year” mourndng in Phoedra. Damen decroes & teenty-year period of celebrmtion to follow, but is
in trons and brasded o lunatic. Orthodoodsts and Paradoxists agaln vie for pawer, bait the sorocrer Haboos in

chosen b rule Phacdra. Privately, he telin friends that the oty sisie 18 on Uie verge of collapae, and advises agninst
making long-term plans reganding the acquisition of propeny, among ather Uings,

lenrian vesscls madd the Durk Coasi for the Brst fime, taking mamy sloves,

Rebigious upristngs rock Fhasds on the city-stutes hundsedih annivereary. The sorcerer Kabros resigns as ruler. lna
siirring speech ta his supporiers, primasdly maglciuna, wizands, and other sorcerers, Kabros advisen them to consdder
“an exif, and a hasty one s that® By the following mémibng, he bs sipping nectar mn the [sle of Thaeels, Fearing for thelr
bves, his sdvisors disgubse one of thelr nimber s Kabros, susorssfully malsisining tis niss fe over eleven yeirs.

The Quan, using Vajra cnginceers and laborers, dam the River Shan, farcing the Sunm (o surrender. Uskng Sunss
vesscls, the Quan take the Madalan ¢ty of Jacdinthe just one month later.

Habrow's advisors, their trickery fnally unomeered, are forced io flee for thetr ves, The Orihodaxtats sckee contrmd of the
state, ordering dissklents to be inoarocrated in the wilderness pennl coloey, Gan-Din, Beginning of the Cull Wars with
the Parndoadists. : :
The Ur elans of Urag congquer and enslave the Darklings. then join forces with ihe avian Siryx.

The Quan birite the Kang warchicliaina, and catalilish the guan Empere. The capital eity of Tian ta bl by conipuersd
Mninlnlans and Ve, sl the emplee bogins to prosper. i

The penal cofony of Gao-Din (s ahandored by the Phacdrans. ad the mgue diy of Goo 18 estihBshed soon alterwardas.

The Phardre, w mce of magicians exfled from the clty-state of Phacdm, cstablish the fres stale of Cymril, Treaties are
slned with the Thralls of Tar and the Gromeldn of Durpe. The Farsd eataldliah o settlement tn Farsdun,

The Artmites build the ramshackle mining stallation of Shattra and declare it the eapital of the nation of Ardm.

Za bandils and Besstmen eantend for the barder reglons of Zaran.

lor Glants attack Litasn, but are driven hack by the Mirin, who have discovered the seoret af making adamant.
S o B ey sl e e el o (e S B oo, T o
Beastmen launch aitacks against the settbements of the Sindornns and Hasmirans. Beginaing of the Beast Wars,

The Dracartans of Carantheusn rodiscrvor the lost ar of thaumadurgy,
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The Kassnirans, Studarans, sl Andua sign tresties with the Cymidlian alllance. Al the last minute, the Muses of Astar
alsa decide to sign, and the confedembion of states known as the Seven Kingdoms b established. The Beastmen beat o
hasty retreat back noross the Mladns of Cialarin,

Armides of the Karng drve the Nagra tribes out of the Quan Empire,

The Artmites, who have become wealihy by supplytng black fren te the warring Phacdran culissts, butkl the cliadel of

“Albar,

Grypha from the forests of Tamamnth, sulfering from a plagwes of gange. are cured by the magios of the Arane. The
Cirypha never lorget thia act ol kindness from the sirmnge folk of the maze city, vowing o remaln alenys the prtectoms af
the Arlane rece.

Imrtan slavers attempt to sack the mogse oty of Goa, but are repulsed. Hereafter, the Sea Rogoes harass Imrian sesscls
B cvery epperiiniy.

Sea Homads build the foating dity of Goeann.

Jhanguans build crude settbements at Karanak and Tabal.

The Ur clans fnvade Yrmeanka.

Shabiul, King of Arim. I slain by Revenant Cultists.

The Ur, mired in a long and pointlcss war with the Wildmen of Yrmania, withdraw in disguest 1 their homelanl,

Imrian alsvers frst encounter the Blnck Sovants of Nelarnius. Afler losing mony vessels, the [mrinss sirfke o sscret deal,
%‘Eﬁﬁ?&fﬂﬂﬂ E s e o el sl b B S AL B o

Thorusards dic i bloody sea battle woged by opposing cult forees for comitrod af the Phacdran Gulf. Herealler, the gull
s known as the Sea of Sorrow,

Armiten of the Quan Emgeére phange porth inte Hamb, haping o esiablish 2 safe route o LHaan, which s rich in Blue
dismaonds end sdamant, Flerce bands of Harakin, mounted on winged drctyls, oppose them every slep of the sy,
Finally, the Kang commanders order their forces to withdrw, mrhnndﬂulﬂ:plmummhhdﬁﬂ.

Xiradns, the greatl mystic loumsder of the Temple of Seven Moons and father of the country Mansidas, leaves his
folliwrers, voadng on his deathbed 1o reivm alter visiting with the goda. Beginning of “The Loog Wade.”

Homads of Rajanistan unite wnder the mmm-ﬁn-mdmmmm
slave labor, the Rajans build the fortified oftadel of Indan.

Koo lorces tum back an armay of Witchfolk from Chana. Boginning of the Grian Rorder War.
Saurnns from the Voleanie Hills tnvade the Quan Empire, Mounted on armored Lind dmgons, the Saurans advance

slirady but Inexnrably {owants the caplial of Tian, Only the carly creel of winler slops the Saurans, Uhe colil wealher
forcing them to retum to thelr mare temperate homclassd. immediachy folkewing this dissstrous nckdent, the Emperor of

@uan arders his Hang commandem to undentake the swift corstroction of fortifled border outposts wnd heavy aiege

engines as nsurance against further assaulis.

The Sauran armles returmn in the spring. bt are unalde o pencirate the Kangds nevw and hastily constractod defenses.
DMesmayed, the Saurana retom (o the Voleande Hills.

&mﬂmmmmmmmm“wmu&miwum-m
army of alave wirrbors abung the souther bonders of the Wilderluxls, presumably b prepamathon for an assaulf en the
cltnadel of Dnecarta. Abas the Gray, a Dracrtan thaumaturgs motod for his quick wit, tells the Djaiir he “would
apprecinie Urmnasn beiler were he (o amnss an grmy of slave girls tnsiead.” Not amused, the DjadTr hurd Abas out a
window b his deadh, mmﬂnmﬁmnpuhﬂmdmmw-dutmhmhm&

Armies of the Hajana lsunch an alisck on Dimearia, the southemmest of Caraniheum's autposis, The Drecartana,
warmed in sdhvanoe by the Djallir sheiks, annihilate the Rajan armics with relathve cane. When news of the erushing
dhefleat reaches Tarun, Urmaan ks his entire stall of gerseralds balled ool Uomaan then disappears, never (o s hieard
from again, A high priest of Hajanistan uses the inchdent (o his advaniage, claiming that Urmaon hes gone to visil the
entity knoen as Death, frem whom he socks advion and galdance an how (o defeal the people of Carantheum, The klea
s calrhes the fancy of the gullible Rajan populace that Death becomen the nation’'s patmn “deity.” & morbid ocult
wprings up around the high priest, who becomses ihe fmt Khadun or mystee nuer of the Rajanss.

The Seven Kingdoms build the Seven Koads, encouraging trude between each of the member nations,

Death :n;'ﬂmﬂ-lﬂﬁ-:lun ol Rajanistan by unknown camses, & now Khadun claima his predecessor has “gong to sock
Ulrmasn.” The Hajan death cultisis are (hereafier known as the “Followers of Urmson,”

Independent clty-states of Damrdn, Maruk, and Had) see badlt by Phacdran exiios,

lce Glanis enter the foresis of Tamaranth and find the Adane High Masters walting for them, Employing thelr potent
miagics, the Arlane hnsten the often slow process of spirihual ascendency, enahling the lvading loe Glants to lmmedi-
abely enter indo their nest incarmations as peddics of waler,

Talislanta: An Overview 11
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The Rajans, Jed bey the Khadun himacll. stiack Dracarta in force. Routed by Dracartan duncships, the Rajans are tom 10
pleces as they Ao madly across the' desert sands, The Khadun s captured altve and plated with red fron by Drcaris’s
thaumaiurges, His atatuchie form is displayed n the capitol of Caranthesan, where it docoraics the Royal Palace. The
‘baitle comen ba be ks as the Massscre st Dmoonia.

Exhavsicd afier four hundred yeams of continuous warfare, the Orihodoxinl and Parsdoxisl culis declare & tnace. Afler o
brdell council, they agroe to divide the old Phactmn termritories Infe two sepumie pations. Zandu, io the west, becomes
hame to the Pamdocists, Asman, to the cast, 18 occugbed by the Onthodarists. Construetion s begun on the Great
Barricr Wall,

‘The Creat Rarrier Wall Is completed: the Zandir and Anmin work together W erect this messive structure o only seven
AT,

Fleree Mangar eoraairs begln o hamss the dmgon bamques of the Guan Empine.

Ur cliss foom the fartress city of Krag pour into the gorge st Akbar, but are unable o penctrate the Arimites’ strong
defenses. They fll back to make now plans.

Imrians raid Mog for slaves, and sl upriver &8 (nr & Astar in senrch of buses. They fnd an army of Thealls from Tas
instend, and are driven down the Axis rver and into the Azure Ocean. [n the sanee year & large contingent of Imrians
altempl 1o ke ihe lale of Thascin, but are easily repulsed by the magios of the Thaccian enchanbers.

Tamerlin writes his Chrondcles of Talls b b,

A mew Wizand King is elected by popular decree in Cymirdl. e ia knoumn for his liberal policies, and bs viewed with great
atintaste by the arch-conservatbre Tanasions.

Irmrtns sloverm annex the e of Batre.

A trbo of Tanasians sltempl i resiore the sl reglme 1o power in Cymril. They Bl when the Lycoum Arcaanam onmes ol
in support of the Wizand King. The Lyceun's secret archives are opened, and the Tanasians discredited. Bymandre (s
tried and convicted of treason; he |8 placed 1 slasis and impriscsed b oan tmpermesble orb. Ebonarde flees (0 parts
unknown, while Maryx of the Gloved Hand dissppoars—some say ke 1a in hiding i the jungles of Chano.

Membeors af the Lyomnm Arcanum begin dectphertng the contenta of the seoret archives. They discover the Arclae
Coclec an anclent book of cocult lore thal contoins the losi magieal seereis of a bygone age.

Faraduin i scknmwbodged the woalthiest of all Talialantan states. Despliie denlals by the ruling Kral, it s widely bebioved
that Farnd prosperity sicms from ihe Qlegal sale of weapons to the lenrians and Rajons, as well as the hemtive
cupharica trude.

The Archm change thelr name bo the Aerisd, oting now cvidence of their ancestry abitalnad from the Lyceum archives,

fandaruna diseover the remalns of an unknoen vessel bn the dusty sall of the Loat Sea. It is iheortaed that Talislanta vwes
cnce home to s port city thatl may have atimetod ships from other worlds, or other dimensions,

In Fajanlatin & new Fluadun, an sssassin-mage backed ey factons of the violent Nihilist Cult, mw.m:n
bloody coup. The new Khadun declares his alenition to wage a dork jihad against the nation of Camatheum.

A consortium of Farsd memsopolists acquines o contmlling inderest in the bdependenit city-stale of Had]. The clty-state
becomes: knewn s Hadjistan, and begins 1o galn i reputation s an exclusive resont for the wealthy, Certain of the
Hadjtn Tombs are also sequired by the Farad consortium, and am closed 1o the general pubiic,

The Farnd develop windship arcanclogy, claiming to have olialood this knowledge from the Had]in Tombs: others beliere
the sccret was stelen from the Cymrilinrs,

The Hicrophant Cmnus | comes fo power In Aaman. In the Guan Empire, 8 mavement knoem ss the Silent Inaerrection
has begun.

Farad sdrdships, aaifling south beyond the continent of Talislanta, claim 16 entouster winsdships pllated by the
Barstus—iirestod akyborme plrates from ancient tmes. The ships are described ns similar bn make to Phantastan
wanships.

An indpridaial clalming to be the Tirshasta appears before the sl conclave of the Za bandit clons, By the end of the
canclave, he his eliminated eleven of the most powcriful chicltains snd consolidaied coninol of all the Za clans wnder his
bsanmer, The Za elans ore widted for the first time since the Age of Confusion,

The Sultan of Zandy is assassinated by Heterodondsi cuiltists. Fils son, Faryan, is appoinicd as his successar,

Murdalan refugees armive in the Seven Bingdoma, clalming that the Bung have quietly usurped control of the Graan
Empire from the rubing-class Quan, whom they have chosen 1o relain as puppet dictalors. Their clalms are disputed
until the Kang mebilize & massive force agrinst thelr old enembes the Saurans of the Yoloantc Hills in an operation lang
opposed by the Cuean, wha had previously elected 1o hoard the empire’s ressurees for themsahves.

Divacnrtan that the Hajuns have begun to develop mmqhmdmm.mﬁd
mq-mﬁjﬂmum ihe Rajans. In respanse, e ;wmw-uﬂ Caranibcum sumpend all trade tics
with the Farmd.

Humar has it thal ibe Tirshoia is megotlating a possible pact of allianoe with the Brastmen, as the Subi-Men trilss eiin
i gatheer in the Wikderlsmds,

Talislanta: An Overview 13
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TALISLANTA: 620 N.A.

The year 620 of the New Age i1s the present time
in the Talislanta game. Here, then, is an overview of

the major reglons and peoples of the Tallslantan
continent eirea 620,

The Return of the Tirshata

Thie year 613 of the New Age will be recalled
wilh a sense of foreboding by future generations. For
it was then that Talislantans leamed of the second
coming of the Tirshata, a legendary fijure among the
Za war clans of the Wilderlands.

It has long been the belief of the Za that, at the
designated hour, “the Tirshata shall be revealed, and
the Za will rise up and smite their enemiles, until they
alane rule the lands rom east to westl.” While the
identity of the mysterious individual who has pro-
claimed himsell the Tirshata is not Known, his
uncanny ability to influence the Za clans is ungues-
toned.

The Tirshata has claimed that all the primitive
peoples of Talislanta are dezcended from a singls
race—Lthe Sub-Men, who In anclent times were driven
from their lands by the Archaens. He has swaorn Lo
unite all the Sub-Men (ribes on the continent: the Za,
Beaztmen, Druhks, Ur clans, Mondre Khan, Harakin,
and others of mixed lineage. When this has been
done, the Tirshata has promised to lead the Sub-Men
in a great uprising that will sweep the descendanis of
the Archaens into the sea.

The Tirshala’s powers should nol be underestl-
maled; already he has united the Za banditl clans,
and taken steps Lo lorge an alliance with the
Beastmen tribes. The civilized peoples of Talislanta
have been forewarned: the day of the Sub-Men Is at
hiand.

The Seven Kingdoms

16

The territories designated as the Seven Hing-
doms represent a confederation of seven separale
city-states, each ruled by its own king or queen.
Established during the New Age by the descendanis
of various peoples displaced by The Great Disasier,
the Seven Kingdoms share a common government,
known as the Counell of Kings.

In the year 620 of the New Age, the Seven
HKingdoms has come to be regarded as the most
Influential and enlightened nalion on the continent.
Its capital, the crystal city of Cymril, has become the
most important center of trade and magloal knowl-
edge in all of Talislanta.

The seven natlons of the confederatlon are:

Cymril

Cymril is the capltal city-siate of the Seven
Kingdoms, as much for its central location as any-
thing else. Sweeping hills and light forest dominate
much of the Cymrillan countryside, which Is largely
uninhabiled. The greatest part of the papulation lives
in the enchanling metropolitan area, a crystal city of
convaluted spires and archways origlnally con-
structed almost entirely of green flass,

Here dwell the Cymrillans, the descendants of a
race of magicians exiled long ago from the now-
defunct Phaedran Empire. Tall and slender In
stature, they have pale green skin and halr, with
golden eyes and handsome features, There are no
wrong cholces regarding fashlon; all types of exotlc
apparel are in vogue, though magiclans continue to
fvar the high-collared cloaks wom by their anclent
ancestors, the Phandre.

Within the crystal city, the Cymrillan magiclans
practice their arts, creating wondrous windships,
pations, powders, and other magical adjuncts.
Caravans from many lands come here to trade for
Cymrillan wares, including the costly Cymrilian
liqueur aguavit, and goods from acmss the Seven
Kingdoms. Once each year, the city of Cymril hosts
the Magical Fair, a colorful spectacle lasting two
weeks and attended by folk from all across Tallslania,

The ruler of Cymril is known as the Wizand King
or Wizard Queen. Usually the most capable of
Cymril's spellcasters, the Wizard King or Queen s
elecied by popular vole, and serves a term of seven
years. Il he or she Is a reasonable sort of person, the
populace will allow the Wizard King or Queen to
remaln in power for the full term.

Of the confederation’s seven member states,
Cymril has perhaps undergone the most profound
transformation In the last two decades. Following an
attempl by Tanasian traditionalisis io regain contral
of the throne in the year 803, the Wizard King
ordered the magicians of the Lyceum Arcanum (o
open the Institute’s secret archives, which had been
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sealed for centuries. In the ensulng revelations
certain age-old scandals involving the Tanasians were
made known, and their supporiers were swepl from
power. Some were Imprisoned for their crimes while
others fled to distant locales.

With the members of the former ruling class
gone, many of the old traditions and proscriptions
have fallen oul of vogue. The Cymrillan obsession
with the color green has given way to an avid appre-
clatlon of multichromaticism. This i3 most evident In
the recent popularity of ellxirs used to alter the color
of the drinker's skin and halr, a practice thal was
once popular with the early Archaena. Yet even
greater changes were destined to occur when Lhe
contents of the Lyceum's secrel archives were sub-
Jected to study.

Upon close scrutinization, the Lyceum archives
proved to contain numerous artifacts from the
Forgotten Age: archale grimoires, pandects, hislories,
compendia, anclent stone tablels, runestones en-
graved with glowing symbaols, intricate maglc boxes,
and other artifacts the early Tanasians had Interred.
The extent of these discoveries was such that
Cymrillan scholars estimate thal It may lake decacdes
to decipher and analyze the complete contents of the
archives. Yet the most extraordinary (tem retrieved
from the archives was the Archaen Coclex,

The Archaen Codex Is an lron-bound tome of
greal antiquity. Upon declphering the contents of the
book, the Lyceum's scholars found that it contained a
comprehensive system of magie forgotien sinee the
time of The Greal Disasier. This system divided the
occult sclences Into distinct felds of magical study,
Ineluding mysticlsm. enchantment, witcheraft,
primitive magic, iInvocation, and the four elemental
flelds. The discovery has revolutlonkzed the study and

Talislanta: An Overview
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practice of magic in Tallslanta. Yel even the Codex is
not without Its mysteries, for one of the magical fields
clted In the Index, sorcery, Is missing from the bool.

Astar

Astar Is a land of sylvan glades, lakes, and
streams. Here dwell the last of an anclent and
enchanting race of belngs known as the Muses,
MNymphlike creatures believed o be of magical origin,
the Muses are the most beautlful of the humanald
races. Thelr bodles are slender and lithe, thelr
features delicate and exquisitely fashioned, They
dress in translucent robes shaded In hues comple-
menting the colors of their skin, hair, and butterly
wings—pastel blue, aguamarine, turquolse, vialet,
and rose, o name just a few,

The Muses of Astar are generally considerned
Mighty and trresponsible by nature, Mosl seem
content to lle about, dreaming secrel dreams, sipping
the nectar of flowers, or gazing al bullerflies, birds,
and Muses of the opposile sex. In actuality, Musss
shun mundane activitdes in favor of telempathy, the
abllity to communicate via complex thought Images.
All Muses possess this unusual talent, the range and
scope of which increase with practice.

The Muses have no permanent settlements, but
lend lo congregate In small froups scattered
throughout the scenic woodlands of Astar. They
possess a natural talent for all artistic pursults, and
create enchantng musical Instruments, tapestries of
calored gossamer, and other fine goods, but only
when stricken by Inspiration. Theugh some few of
curfous benl become advenlurers, most Muses are
quile content to spend their lives in Asiar.
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The Muses have no full-time King or Queen.
Instead, they draw straws once each month to
delermine who Is to represent thelr people at the
Council of Kings in Cymril. The holder of the shorl
straw |s then tempormrly crovned King or Queen.

In the year 620, the Muses of Asiar remaln as
before—aloof, and seemingly precceupled with their
own concerns. The full extent of thelr extmordinary
telempathic powers Is only now beginning to be
understood by the other member meoes of the Seven
Kingdoms,

Durne

Dume Is a windswept land of rugged hills,
precarious peaks, and sparse woodlands. These
reglons are uninhablted excepl for herds of wild erd,
wandering malathropes, kite-winged batrane, and
olher wild beasts. It |s below the surface thal the
humanold inhabitants dwell, in the subterranean clty
of Dume.

The people who live here, known as the
Cinomekin, are a diminutive folk who average just
over three feet in height. They have nut-brown
complexions, muscular bodles, and wide-eyed,
almost childlike features. Both the males and [emales
have a crest of soft, black fur running from the center
al the forehead to the small of the back. Despite thelr
small size, the Gnomekin are quile strong, and are
exiremely agile and sure footed. Thelr speech sounds
much like the purring of cats.

The subtermanean city of Dumne provides the
Cnomekin with all they need. Constructed some two
hundred feet below ground, the setilement consists of
numerous cave dwellings connecled by a complex
maze of lunnels. Large caverns are used for the
growing of mushrooms and tubers, and underground
lakes serve as halcherles for several specles of
subterranean (ish and mollusks. The Gnomekin also
grow various types of crystals, which are useful in
the making of magical orbs, windship levitationals,
and scrying devices.

Dume Is ruled by a pair of hereditary monarchs
known as the Gnome-King and Gnome-Queen. The
Gnome-Queen Is the matriarch of all Gnomekin
families. She Is responsible for determining falr prices
for the goods produced in Durne’s sublerranean
gardens, which are delivered to Cymril via the
Underground Highway. The Gnome-King serves as
commander-in-chiel of the country’s small but fierce
army.

The discovery of the Archaen Codex has led to a
renewed Interest In the study of crystalomancy, a
field of magic practiced extensively by the Gmomekin.
With crystals now an Important power source, efforts
have begun to reinforce the security of the Under-
ground Highway. a sublerranean road that extends
throughout Talislanta and Is vital to the Gnomekin
cryslal trade.

18

A Sindaran Mesa City
Kasmir

Kasmir is an arid reglon bordered (o the south
by the Jaspar Mountains and to the east by the
Willderlands of Zaran. The folk who live here, called
the Kasmirans, are short and lean with odd-looking,
shriveled features. They dress in hooded cloaks, loose
robes. and sandals, and carry concealed weapons
such as spring-knives and blade staves on their
persons at all Umes.

The Kasmirans are a wealthy people, though
how they acquired their fortune Is unknown; some
say Lhey were once partners of the Djalllr. Whatever
their history, the Kasmirans are renowned through-
oul the continent as misers. Kasmiran moneylenders
and appralsers are unmatched in their craft. They
finance caravans, purchase and resell large quanti-
ties of goods, and lend money to fund ventures of
many different sorts, typlcally at somewhat high
rates, Their trapmages construct the most Ingenious
and elaborate locking mechanisms, traps, and vaults,
The DjaMir merchant tribes, who still do business
with the Hasmirans from time to time, commaonly
refer to them as tu-beshal, which means “blood-
suckers,” though the term carries certain lewd
connolations as well.

The capital city of Kasmir Is a veritable fortress,
the ouler walls of which stand over one hundred feet
in helght. The Hasmirans live In windowless slone
towers, thelr doors barred and locked to protect
agalnst thieves. The ruler of these people, known
simply as the King or Queen of Kasmir, Is allowed (o
remain in office only so long as the wealthy Kasmiman
moneylenders feel he or she is effectively representing
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their best Interests. Any ruler who fils to lve up to
thelr s will be beheaded and replaced.
Despite the high pay and numerous perquisiles, the
position of King or Queen Is one to which few
Hasmlmns aspire.

In Kasmir, revelations from the Lyceum ar-
chives are considered of secondary Importance o
news of the threatened Sub-Men uprising. Many
Kasmirans belleve that the Borderlands Legion could
not repulse a large-scale assaull, and that the thres
border outposts provide insulficlent profection for
Kasmir, Accordingly. the King of Kasmir has recom-
mended that funds be ralsed for the construction of a
so-called Wilderlands Wall, which would extend from
Sindar to the southern border of Astar. The project
would cost millions of gold lumens, however, and
some Kasmirans have already begun lo grumble
about having to bear such an expense. Others, such
as the Hasmiran weaponsmiths, are optmistic and
soe an opportunity to profit by the upcoming war.

Sindar

Sindar ts a land of towering mesas, arches, and
sirmange confipurtions of time-worn stone. Under-
ground springs and geysers are the only sources of
waler in this region, which is bordered to the east by
the barren canyons of the Dead river. The folk who
live here are known as the Sindarans, a race of dual-
encephalons whose origins have long posed a mys-
tery o Talislantan scholars,

The Sindarans lve In small communes situated
alop the many large mesas that dot this region. Their
dwellings are elegant, tered structures buill of
carved stone blocks and hardwoods Imported from
Vardune and Taz. Gossamer curtains, dyed various
shades of orange, serve as the ouler walls of Lhese
unique structures, Communication between
Sindaran communes is possible by means of large,
refleclive erystals mounfted on tripods and usad o
flash messages from one outpost to the next. In this
way, Information passes rapidly throughout the
country.

The Sindarans are renowned as collectors of
everything from menageries of rare beasts o anclent
scrolls, coins, curlos, and objects of arl. To finance
their private collections, they create fine silver foods
and alchemical wares, which they szll in Cymril.
When not preoceupled with thelr collections,
Sindarans enjoy playing Trivarian, a complex game
other races find incomprehenslble. The drinking of
skoryx, a potent liquor of rare qualities, Is also a
favored pastime.

Talislantan scholars are now certain that the
Sindarans did nol originate on the world of Archacus.
Evidence from the Lyceum's archives Indlcates that
the dual-encephalons are descended from an allen
race called the Neurians, who came to Archaeus from
another world, or another dimension.

Talislanta: An Overview

Taz

Taz is a land of dense jungle fading Into the
swampy mire of nelghboring Mog. Here live a mee of
humanoids known as the Thralls. Bred by the
sorcerers of some anclent and forgotien kingdom as
an army of slave warriors, the Thralls are tall and
muscular of bulld. Halrless and devold of pigmenta-
tion, they are distinguishable only by sex; otherwise,
all Thralls look exactly alike. In defiance of this
inbred genetic tralt. Thralls decorate thelr bodles
from head to toe with wildly elaborate tattoos,
thereby attaining some degree of Indhviduality.

The Thralls of Taz live in great commumnal
complexes constructed of cut stone blocks, all of
which look very much alike. Bred for combat, Thralls
know no other life. Most serve as protectors of the
Seven Hingdoms, guarding the border reglons or
working as sentinels, caravan guards, and so on.
Those of a more creative nature sometimes hire oul
as mercenaries.,

The Thralls are ruled by an Individual known as
the Warrior King or Warrior Queen of Taz, The

position Is open to challenge by duel onece every year.
with the winner given ruling status.

Recently, the Warrior King of the Thralls has
been under increasing pressure to provide sulficlent
forces Lo defend the confederation from possible
attack by the Sub-Men. Rumors of an alllance
between the Beastmen and Za have Impelled Thrall
commanders to augment their forces throughout the
Borderlands. To date, the possibility that the Lyceum
archives may prove to contain Information about the
arigina of the Thralls has aroused no great interest in
these folk.

Vardune

Vardune is a densely forested region bordered
by the Axis river to the wesat, The winged folk who live
here were onee known as Lhe Ardua. Evidence
recently unearthed from the Lyceum's secret archives
has proven that they are descended from the Aerlad,
an avian race who fled the continent of Temesla
following The Greal Disaster. Upon learning the truth
about their origins, the Ardun aficially adopted their
ancestral race-name, and now wish o be known as
the Aeriad.

There are two sub-races of Aeriach: Green
Aeriad, who seldom exceed five feet In helght, and the
taller and somewhat more ageressive Blue Aeriad.
Both species are slender and frall in stature, and
have skin that glistens with a metallic sheen. A
erested cox-comb of feathers adds to the distinctive
appearance of these folk.

Formerly a race of sky-roving hunters and
gatherers, the Aeriad were forced 1o abandon thelr
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traditlonal way of life when their ancestral homeland
was annexed by the forces of the old Phaedran
regime. They settled in the forests of Vardune and
bullt a mumber of small settlements along the eastern
banks of the Axis river. The Blue Aeriad, hunters by
trade, became the protectors of thelr race; the Green
Aeriad, with thelr knowledge of seeds and frult-
bearing plants, became horticulturists. They soon
adapted to thelr new existence, and thelr settlements
grew and prospered.

The Acrad are In the process of devalving from
an avian to a ground-dwelling specles. The Asriad's
vestigal wings, once used for flying. have atrophied
from disuse, For the majority of Acriad, these ap-
pendages are more decorative than functional,
though some still use them for gliding. In the last two
decades the avians have become even more manlike
In appearance. None are now capable of true Might
without the ald of magic. Some attribute the process
of devolutlon to the aftereffects of The Greal Disaster,
though this theory has never been proven.

The largest of the Acriad’s setllements is the
river city of Vashay, renowned as a producer of
useful herbs and plants. Vashay's most important
crop Is virldia, a glant species of pod-bearing plant.
The breathtaking bridge at Vashay and the triple-
liered terrace dwellings of the Aeriad are all made of
woven viridia tendrils, as are many other products
sold In this reglon. The ruler of the Acriad (s the River
King or Queen, who may be either a Blue or Green
Acriad.

The Wilderlands of Zaran

From the borders of the Seven Kingdoms io the
Volcanic Hills. the vast territories of the Wilderlands
of Zaran occupy much of the central sector of Talis-
lanta. Here lie the ruins of many long-dead civiliza-
lions of the Forgotten Age. Much of the devastation
caused by The Great Disaster took place within this
reglon, which has remalned largely uncivilized since
thal time. While featureless wastelands comprise
much of the Wilderlands of Zaran, the area is not
without certaln poinis of interesl.
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The Aberrant Forest

The Aberrant Forest is a welnd and grotesque
woodland, the origins of which may be attdbuted to
The Greal Disaster. All manner of blzarre flora and
fauna can be found In this place, though nothing
that lives here Is as nature intended it to be. The
plants and trees of this reglon appear heedless of
natural law, growing lo Immense proportions or
becoming Impossibly gnarled and twisted In form.
Murky streams flow uphill. stagnant ponds move
slowly across the land, and at times the very ground
seems (o undulate as il alive. The forest was once
home lo the mad wizard Rodinn, whom some believe
was responsible for causing The Great Disaster.

The Labyrinths of Sharna

South of the desert kingdom of Carantheum
stand the Labyrinths of Shama, a group of mazelike
structures of ceriifiable antquity. Some scholars
attribute these ruins to the Sham, a long-dead mce
of whom lttle Is known: olhers say the nomenclature
Is Incorrect, and that these structiures should be
attributed to the Shan, another ancient mee whose
homeland was destroved by Nre during The Great
Disasler. The area about the rulns is populated by
Ferrans, roedentlike humanolds of short stature who
live In underground tunnel complexes, coming forth
in groups lo scrounge for food or to rob unwary
travelers of thelr possessions. Also found In this
region are the Wanderers of Ashann, who represent
the last of the Shan. They are somelimes encoun-
tered walking among the rubble of Talislanta’s ruined
cltles, as il searching for something lost long ago.

The Kharakhan Wastes

To the northeast lie the Kharakhan Wastes, a
region despolled by firestorms and other unnatural
phenomena during the time of The Great Disaster.
The burned and blackened ruins of Kharakhan, a city
onee occupled by a race of glants, stand here like
massive lombstones, dismal monuments of a bygons
era. Oversized artifacts and curios litter the subterra-
nean levels of the ruined city. This region Is now
home to the Arag, a hybrid of man and Sauran
created during the Forgotten Age. The Araq are
warlike and prejudiced in the extreme, marking all
other races as hated floes,

The Barrens

The Barrens Is a reglon of rocky hills, salt flals,
and serub plains. Herds of land lzards, valued
throughout Talislania as pack and burden beasts,
roam this area in greal numbers. Also native to the
alkall plains of this sector are mangonel lzands, a
combative specles of replile employed as war-sleeds
by the Thralls of Taz and the primitive tribes who
dwell In this desolate seclor, the Danelek.
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The City-State of Maruk

The cliy-state of Maruk was once a prosperous
eenter of trade until it gradually fell into ruin, the
victim of a mysterious curse, The impoverished
inhabitants, called the Marukans, are considered
harbingers of doom in many lands, and are shunned
as If they were carriers of the plague. With the Sub-
Men threatening, many of the downtrodden denlzens
of Maruk are preparing to flee to safer locales,

The City-State of Danuvia

The city-state of Danuvia Is a great stone ciladel
established long ago by moderate factions who fled
the old Phaesdran Empire around the time of the Cult
Wars. The city Is ruled by a gynocracy, with lemales
holding all pesitlons af Importance, Including all
military positions. In the face of recent developmenis,
Danuvia has mobilized for war with the Sub-Men.

The City-State of Hadjistan

The eity-state of Hadjistan, formerly Had), is
sltuated in the middle of an ard plain that stretches
for miles in all directions. The folk who live here,
cilled the Hadjin, are among the wealthiest of all
Tallslantan peoples. The source of their grent fortune
comes from the Hadjin Rulns, ancienl hollow ohelisks
that contain the mummifled remains of a race of
magician-kings interred along with thelr most prized
possessions. Since Farmd mercantilists acquired a
controlling Interest In the city-state in the year 809,
Hadjistan has become renowned as a resorl for
wealthy Tallslantans. The problem posed by the Sub-

The Sad Plains
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Men has the Farad consortium incensed; they
conzider the Sub-Men “bad for business.”

The Displaced Peoples

A number of displaced peoples Inhabit or
traverse the terrilories of the Wilderlands. Moat are
descended from those who survived The Greal
Disaster, thelr homelands long abandoned and fallen
Inte ruln. Some are refugees from the Quan Emplre;
others are members of dying races. The mast com-
mon of these inchade the Bodor, consummate musl-
clans who possess the abillfy to see sound as colors;
the Nagra, a primitve folk renowned as spirit track-
ers; the Rahastrans, a people skilled in the art of
cartomancy; the Xambrians, whose ancestors were
nearly exterminated by the anclent Quaranians and
who now operate as wizard hunters; and the Yitek, a
race of nomadic tomb robbers.

The Za

The Za tribes constitute a savage race of Sub-
Men whoe ange far and wide throughout much of the
Wilderlands. Claiming descent from the original folk
af the lost kingdom of Zaran, the Za have long
contended that the Wilderlands territories are
rightfully theirs. The Za clans have recently been
united under an individual claiming to be the
Tirshata, the legendary ruler of the Sub-Men tribes
during the Age of Confusion. The Tirshaia has sworn
that the Za and thelir allies will come together and
conguer the civilized peaples throughout the Talislan-
lan eontinent

The Western Lands

Aaman

Aaman ks a land of low hills and wooded glens,
bordered o the east by the Axis river and (o the wesl
by Lhe Sea of Sorrow. Formerly part of the old
Phacdran Emplre, Aaman was onc of the Indepen-
dent natlons formed following the long and bloody
Cult Wars, which pitled the Orthodoxisis agalnst the
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Paradoxisis. The people of Aaman, called the
Anmanians, are governed by an Intolerant theocracy
under the Hierophant, high priest of the Orihodoxist
Cult and absolute ruler of the realm.

The capital of Aaman is Aamahd, a city of
[aceless while bulldings. The Hierophant lives here in
a mighty tower of Ivory-colored stone, attended by his
most trusied advisors. These include the monitors,
who keep a watchiul eye on the populace, and the
Inguisitors, who are entrusted with the ritual “purif]-
catlon” of sinners. Aamahd overlooks the most
bizarre and spectacular structure in the region, the
Great Barrier Wall that separates Aaman from its
traditional enemy Zandu.

In the last few years, the new Hierophant has
solidified his position in the theocracy, employing
cadres of witch hunters to liquidale his enemies.
Under his direction. the Aamanians have Intensified
thelr efforis to galn converts (o the Orthodoxist Cull.
Sources in neighboring Zandu clafim that an unwent-
edly large number of these canverts are being used to
expand the Aamanian military, Of concem to the
Seven Kingdoms is the rumor that the Helrophant
covels the Archaen Codex, which he claims Is a lost
book of the Omnival, the cult’s sacred scriptures,

Arim

Arim Is a land of rough and irregular hills,
Interspersed with grassy steppes and thickets of
stunted cak and briar. The people who live in this
gray and windy realm, known as the Arimiies, are a
dour and moody lob. They have no love of song or
dance, but favor chakos, a flery liquor brewed In
black tron kegs.

There are three settlements of note in Arfm: the
mining and trade center of Shattra, the citade] of

Akbar, and the Forbldden City of Ahrazahd. The
country is ostensibly ruled by a figure known as the
Exarch, a recluse who dwells In the Forbidden City.
In reality, the true power in Arim lies in the hands of
the Revenants, a cult of assassins who specialize In
“revenge-for-hire.” Their leader is sald to be a power-
ful assassin-mage who lives in a mountalntop
sancium. The Revenants® influence is now believed Lo
extend across the continent, though they have
tempered their methods somewhat In order to
Inerease profltability. It s now possaible to “buy back”
a contract—at double the original price.

Silvanus

Silvanus Is a hilly, woodland reglon located Lo
the west of the Necros river and the Forests of
Werewood. These scenic woodlands serve as home
base for Lhe Sariata gypsy tribes, a nomadic folk of
Indistinct origin. The Sarista are renowned for their
talents as folk healers, fortune tellers, and perform-
ers—or as mountebanks, charlatans, and tricksters,
depending upon your polnt of view. They travel In
loose-knit tribal groups, carrying all that they own In
wagons or on the backs of burden beasts. Their
caravans roam the western lands from Silvanus to

the Seven Kingdoms.
Werewood

Werewood 1s a dark and tangled forest sliuated
o the north of Zandu. The sunless woods of this
reffion reverberate with strange and frightening
sounds: the baleful cries of werebeasts on the hunt,
the sinisier laughier of banes, the rustling of
mandragores as they uproot themselves and scutile
through the underbrush. Underground, the subterra-
nean creatures known as welndlings hoard their
wenlth In garishly decomited burrows, while Gnorls
gather secrets for sale, The Dhuna, a pagan people
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regarded as witches, make their home in the deep
forests of this reglon.

Zandu

Zandu is a land of gentle hills and sparse
woodlands, shifting to deep forests along Iis northern
borders and western coast. The Inhabltants of this
reglon are the Zandir, a people diametrically opposed
io thelr nelghbors, the Aamanians. Unlike thelr drab
counterparts in Aaman, the Zandir are known for
thelr colorful customs and liberal sensibilities. Most
are Paradoxdsts, who profess to be mystified by their
own exisience. The tenets of the Zandir “religion” are
perhaps best explained In the Paradoxist text The
Greal Mysteries (aulhor unknown), a lengthy book
filled with over one hundred thousand questions, and
No ANSWwWers.

Zanth Is the eapital of Zandu and a beautiful
ity of copper spires, minarets, and arched cause-
ways. The Sultan of Zandu lives here, In a fabulous
palace gllded with silver and gold leaf. Like Aamahd,
the capital of Aaman, Zanth was once part of the
ancient Phaedran city of Badijan, which was divided
in two following the conclusion of the Cult Wars.

In response (o the Increasingly militariste
posturing of neighboring Aaman, the Sultan of Zandu
has placed the Zandir military on full alert and
fortified the Great Barrder Wall that separates Lhe two
rival stales, These moves have served (o Increase
iensions between the two rival states and have led to
speculation that a second serles of Cult Wars may be
imminent.

The Eastern Lands

The Quan Empire extends from the southem
borders of Chana to the northern foothills of the Opal
Mountains. Throughout much of the New Age the
empire has been ruled by the Quan, a decadent
people descended from barbarian stock. Their
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subjects include the Vajra, a sublermnean race of
miners and builders; the Sunra, a race of semi-
aquatic seafarers; the Mandalans, a passive folk of
scholarly mien; and the Kang, a race of erilmson-
skinned warrfors who serve as prolectors of the
empire. The empire’s major cities Include the capital
of Tlan, also known as the Golden City, the coastal
city of Jacinthe, the coral city of Isalis, and the
military outposts of Karang, Vishana, Shonan, and
Hadran,

Since the Silent Insurrection of 611, the Kang
have taken control of the Quan Emplire, The Kang
Warlord Rakshan now wields total control over the
empire; the Kang's former masters, the Quan, have
been reduced lo the status of puppets. With the
Warlord allocating most of the emplre’s resources to
his armies, the Crimson Horde has grown In power
and may now be the slngle greatest military force on
the continent. This development Is viewed with alarm
by the Dracartans, and to a lesser extent by the
Inhabitants of the Seven Kingdoms.

Chana

The jungles of Chana occupy a portlon of the
southeastern coast of Talislanta, from Faradun to the
borders of the Quan Emplre. The climate in this
reglon Is hot, wel, and unbearably humid, ideal
conditions for Chana’s many varieties of Lroplcal
plants and trees, which can literally spring up
overnight after a drenching raln. The humanaobkd
inhabitants of this domain are the Witchfolle, a
people of dark and sinister repute whose tastes for
such pastimes as headhunting and cannibalism have
endeared them (o few other rces. The Witchfolk
continue to be a thorn in the side of the Quan
Empire. Fortunately for the Hang, the Witch tribes
have their hands full with their traditional foes, the
shapechanging Manrma and the Nagra spirit trackers.

Haralk

Harak is a bleak and desolate land, hemmed in
on all sides by mountains and swept by frgid winds
from the north. Here, In this most Inhospitable of
reglons, dwell the flerce warrior clans known as the
Harakin, a hard-hearted people utterly devold of
mercy or compassion. The ultimate survivalisis, the
Harmkin view all other living creatures as prey. Their
clans are nomadic, traveling from place to place in
search of food and water, both precious commodities
in this region.

In the last ten years, Increasingly harsh condi-
tons have forced the Harakin tribes to migrate
southwards towards the Quan Empire. Border
skirmishes with the Kang military are becoming
increasingly frequent. As the Hamkin grow more
desperate, the situation beecomes increasingly vola-
Lile.
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The Temple of the

Kanadas |s an isolated land located high amid
the towering peaks of the Opal Mountalins. At the
summit of Mount Mandu stands an anclent edifice
known as the Temple of the Seven Moons. Within, the
fabled savants known as the Chronlclers of Xanadas
dwell, observing all that transpires throughout the
continent of Talislantan, Every event of note is
recorded In massive, leather-bound tomes, which
when full are stored in the temple’s archives. The
Chroniclers continue to carry out thelr dutles to the
present day, using enchanted seeing stones [ash-
ioned from spheres of polished blue diamond.

24

Moons In Xanadas

The Desert Kingdoms

The kingdom of Carantheum Is localed In the
Red Desert, a great expanse of scarlet sand sur-
rounded on all sides by the Wilderlands of Zaran,
This region Is hame to the Dracartans, a race of
former nomads who settled in the Red Desert centu-
ries ago. Carantheum Is famed for Its thaumaturges,
who are greatly esteemed for the wondrous products
they create. The city of Dracarta, its towering obelisks
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and three-fold outer walls plated with red lron,
stands as a lestament to Lheir extraordinary abilities.
Goods from Dracaria are transported across the
desert In sall-powered land barges and duneships,
vessels that traverse the crimson sands just as
seagolng ships ply the seas.

In the year 620, Carantheum faces perhaps lis
greaitest challenge. After decades of prosperity, the
kingdom now finds iself besieged by hostile forces on
all sides. The unification of the Za tribes has dam-
aged trade with the Seven Kingdoms, the Dracartans’
primary source of vital trade goods and resources. To
the south, the Khadun of Rajanistan has amassed a
great army, and a third Jihad seems Inevitable, To the
easl, the emergence of the warllke Hang is yet
another source of concern, and the city of Dracarta
has become a haven for nomads seeking safety rom
the threat of the Sub-Men.

Djaffa

The land of Djaffa consists primarily of scrub
plains and parched desert Interspersed with a few
scallered cases. This place Is home 1o a nomadic folk
known as the Djaflir, who are divided into two tribes:
merchanl traders and bandits. The caravans of the
merchant tribes carmry goods to and from the eivilized
countries of Tallslanta, from as far west as Zandu o
the eastern lands of the Quan Empire and even
Xanadas. The DjafMr bandit tribes, though fewer in
number, are nearly as ublquilous as thelr mercaniile
counterparts. The similarities are such that some
believe the distinction between Djaffir merchants and
bandits is one of semantics only. Both tribes are

governed by a single ruler, who |s known as the
Caliph.

As In the pasl, the Caliph remalns among
Carantheum's staunchest allies. However, he Is besel
by troubles of his own. The Beastmen and Za tribea
have inhibited the ability of the Djaffir merchant
tribes to convey goods through the Wilderlands
terrilories. In response, the Djaflir have taken up
arms against thelr enemies, and have Increased
security on all caravans passing through the
Wilderlands,

Rajanistan

The natlon of Rajanistan lies east beyand the
scorching sands of the Red Desert. The rulers of this
arid realm are the Rajans, a race of fanatics who are
utterly devoted to the Khadun. The Khadun is the
mystic ruler of the Nihilist Cult, formerly known as
the Black Mystics, the stale rellglon of Rajanistan.
The Rajans have long coveted the ore-rich sands of
the Red Desert. but have thus far been unable to
wrest these terrlories away from the Dracartans,
whom they envy and despise,

Rajanistan remains the primary military threat
to the other kingdoms of this reglon. This situation
was exacerbated with the rise of the new Khadun, a
powerful assassin-mage who rose through the manks
to become the founder and leader of the Nihilist Cult.
The Rajans have acquired knowledge of windship
arcanology from the unscrupulous Farad, and have
declared their intention lo wage a dark |Ihad agalnst
their old enemles, the Dracartans.
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The Northlands

Khazad is a bleak and largely unknown realm
located In the farthest northwestern reaches of
Talislanta, a region that is practically inaccessible to
all but the most determined and knowledgeahle
travelers, Scattered throughout the country are the
rulns of a long-forgotten elvilization and ancient
burial grounds denoted by row upon row of age-waom
slone markers. There is a legend that claims a vast
complex of ruins lies far to the north. Though this
legendary set of rulns s referred to a8 Necron on
many anclent maps, the Sarista call it the City of the
Dead. Here, It is believed, are burfed the mummified
remains of an entire city's population. The Seven
Kingdoms have sent several expeditions Into the

reglon in the hope of locating the City of the Dead,
thus far withoul success.

L'Haan

L'Haan is a land of vast snow fields, glittering
lce peaks, and frozen lakes. The only civilized folk
nalive to L'Haan are the blue-skinned Mirin, a people
who live in crystalline fce castles and are akilled in
the arts of alchemy and natural magic. Situated on
opposile shores of the Sea of [ce are the twin clies of
LLal and Rhin, the latter of which is the capital and
home of the Snow Queen, ruler of L'Haan. Most
people who travel between the two cites take (oe
aschooners, majestic sall-driven vessels that glide
across the Sea of [ee on nunners made of Fleaming
adamant. A deeply religious people, the Mirin revere
Baorean, God of the North Wind.

Over the last twenty yvears, the kingdom of
L'Haan has steadily declined in power. Weakened
from within by the machinations of Rasmirin anar-
chists, those Mirin who have been declared oullaw or
outcast from the general Mirin soclety, the Mirin now
find themselves hard pressed by ever-increasing
numbers of lce Glanta fram the northwestern land of
MNarandu., Without asslstance from oulside forces
L'Haan may soon be overrun by these invaders.,

Narandu

Narandu Is a frozen wasteland that stretches
across much of the Gr northern reglons of Tallslanta.
Here, jagged mountains of Ice plerce Lthe bleak tundm
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and frigid winds howl through chasms ringed with
hoarfrost. This torturous reglon Is home to the
monsirous beings known as the loe Glants, ereatures
comprised of animate ice who are ruled by a mysterd-
aus entity known only as the lce King, Advancing
[arther and farther south each year, the lee Giants
have slowly extended thelr territories, converting
iempermte lands to bleak tundra. To date, they have
engulfed parts of western L'Haan, northern Urag, and
sections of Harak and Yrmank, The prophecies of the
dvian Gryphs of Tamaranth, which foretold the |lhad
of the Ice Glants against the other races of Talislanta
and the extension of thelr rule over all of the coniti-
nent, were once consldered preposierous by scholars
from the Western Lands, but now echo ominously
from the past.

Yrmania

Yrmania Is an untamed wilderness reglon that
lies to the west of the barren lce fields of Narandu.
This savage realm Is home to two distinet humanold
tribes: the savage Wildmen and the Jaka, last of a
race of intelligent beasts who roamed the lorests of
Talislanta in anclent Umes. The Wildmen are belisved
to be declining in number, due as much (o the
gradual depredations of invading lce Giants as (o the
Wildmen's propensity for ritual drug use. Many Jaka
have migrated southwards, following the wild herds
from which they derive sustenance. Some have left
Yrmania for the Westemn Lands, while others have
Joined the Seven Kingdoms® Borderlands Leglon.

Along the eastern borders of Yrmania lies the
flat wasteland known as the Lost Sea, a dried-up
seabed littered with the anclent skelelons of glant sea
dragons and other aguatic monsaters. Some clalm
Lhal half-sunken sea vessels of unknown origln can
be found in Isolated paris of this reglon, many
contalning fabulous arlifacts and treasures from a
lost age. As the Ice Glanis advance southwards,
acholars have begun to fear that the Lost Sea may
soon be sealed under glacial loe.,

The Central Regions
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The Plains of Golarin

The Plains of Golarin Is a wide expanse of
savannah litered with the erumbling rulns of an
unknown number of anclent civilizations. In the north
central region siands the Walchstone, an Immense
plllar of gray basalt several miles In helghl. Packs of
heavily armed Beastmen roam the Plains of Golarin in
force, preying upon caravans from the Seven King-
doms, Carantheum, and the Western Lands. An
impending allilance between the Beastmen and Za
clans s rumored, and seemsa more lkely with each

pasaing day.
Tamaranth

Tamaranth Is the oldest and most Impressive of
Talislanta’s woodland reglons. Two Intelligent species
of humanolds live here: the avian Gryphs and the
mysiical Arane. The Gryph clans live In eyries bullt In
the tops of the tallest span-oaks, and consider them-
selves the guardians of Tamaranth and the surmound-
ing environs. Through thelr travels and communiea-
tion with other avian specles, the Gryphs are often
aware of events that have transpired in even the most
distant places,

The Ariane are practitioners of a mystic doctrine
known as transcendancy Lhal enables them (o com-
mune with all things in nature, including animals,
plants, and even earth and stone. The majority of the
Arlane spend thelr entire lives In the maze clty of
Altan, medilating on the mysieries of the natural
world, For some, the search for enlightenment leads
beyond Lhe forests of Tamaranth (o distant lands.
Such Indiiduals, called Seekers, may be encountered
almost anywhere In Tallslanta.

Fallowing recent developments with the Sub-
Men, the Gryph clans have Increased the number and
frequency of survelllance flights over the plains region
and have fortified thelr eyries agalnst possible forays
by the Beastmen. From thelr refuge deep In
Tamaranth Valley, the Arfane continue Lo send forth
Seckers, hoping lo galn greater understanding of what
Is occurring in the outside world.

The Shadow Realm

The Shadow Realm is an eerle place haunled by
the ghosts of a dozen vanished civilizallons. Shattered
rulns, worn beyond recognition by cenluries of Ume,
are found throughout the region. Among the few
intzlligent beings known o inhabit this forsaken land
are the Malum, speciral entitizes who hall from the
Nightmare Dimension. They dwell within the Iron
Ciladel, a rulned siructure of anclent and obscure
origins. From within the dark confines of thelr sanc-
tum, the Malum reputedly consort with creatures from
the lower planes.
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The Sinking Land

The Sinking Land Is siluated in the farthest
noriheastern reaches of the Wilderlands of Zaran,
Just west of the Voleanic Hills and south of the Opal
Mountains. The skies above this reglon are always
dark and gray, the earth below a vast quagmire of
inert, brown sludge. A few species of plants and
animals have somehow managed (o adapt to this
bleak and depressing environment, including several
varielles of glant fungl, the barge tree, and the mud-
dwelling snipe, an intelligent specles of mollusks that
possess the ability to move swiltly through the
muddy ground of the Sinking Land as easily as fish
swim through waler.

Urag

Urag Is a harsh, wind-swepl reglon of arid
plains, winding canyons, and sprawling mounftaln
ranges. Once a thriving forest, the area has slowly
been reduced to a near wasteland by centuries of
neglect and abuse. The Individuals responaible for
defiling this land are the bestial humanolds who
dwell here—the Ur, a warllke race who rule by force
of arms. Their subjects Include the Darklings. &
wrelched race of humanolds who once controlled the
reglon known as the Darklands, and the Stryx. a mce
of bat-winged scavengers who serve the Ur as asrial
scouts,

The Ur clans have three lanfe seltlements: Krag,
Vodruk, and Grod. These places are havens for
disease and filth, and contribute much to the pallu-
Uon of the local environs. The Ur have no delty, but
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Saurans and Land Dragon in Battle Regalla

prostrate themselves before mmense stone idols. The
nature and orgin of these monstrous effigies is
unknown even o the Ur themselves: scholars believe
they were bullt long before the Ur clans settled in

Urag.

Unseitled by recent events, the Ur keep a
walchiul eye to the north, fearful of the encreaching
hordes of Ice Giants who are slowly making their way
southwards inte Ur lands. Those monitoring the Sub-
Men situation wonder whether the Ur Clans will join
the Tirshala's ever-growing armies or opt for indepen-
dence,

The Voleanic Hills

The Valcanie Hills Is one of the most desolate
and forlom sectors of Talislanta, marked by clouds of
smake and ash, sulfurous fumes, and fdvers of
malten lava. The dominant species In this hostile
reglon s a race of reptillan humanolds known as the
Saurans. They live in walled stone enclosures, forge
crude lron weapons and armor, and employ tralned
land dragons as glant slege engines. Saurans know
nothing of magic, but do have a religion ol sorts.
Thelir patron deity i Satha, a fire-breathlng Dragan
Goddess who supposedly gave birth to the Sauran
race.

In the last flve years the Saurmn tribes have
been under assaull by the armies of the Kang War-
lord from the Quan Emplre. The Kang have begun a
systematic campalgn of extermination agalnst the
reptilians, forcing many to withdraw into the
Wilderlands. The absence of the Saurans has enabled
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the Indigenous mknid population o increase by leaps

and bounds. Great swanms of these hoslile Insecloids
now roam the sublermanean depths of the Volcanic
Hills. Some fear that they will find thelr way inio the
Underground Highway, to the detriment of all
Tallalantans.

The Wild Coasts

Batre Is a asmall tropical island localed to the
south of the Dark Coasl. The inhabllants, known as
Batreans, are a primitive folk of peculiar habits, The
males are huge, dull-witled. and remarkably ugly.
Conversely, Batrean females are exceedinghy intelli-
Eent and lovely beyond compare. Untll the sland was
annexed by the Imrians in 602, It was the peculiar
custom of Batrean males to sell thelr womenlolk for

gold, a practice many belleve the females instigated as
a means of escaping their boorish mates, The Baltrean
males have since been relegated Lo the sialus of
breeders, and the Imrian slavers now control the sale
of Batrean females,

The Dark Coast

The Dark Coast region is dominated by thick,
langled jungle inlerspersed with sections of marsh-
land and tropical forest. The Boru and Kiru rivers
effectively divide the land into three separmle terrifo-
ries: the western raln forests, home of the peaceful,
symbiotic Green Men; the central swamplands, home
aof the amphiblous Mud People; and the eastern
Junglelands, territories inhabiled by the flerce, four-
armed Ahazu. Despite the danger posed by warring
bands of Ahazu and Mud People, explorers from the
Seven Kingdoms have come here of late, searching for
signs of a great fleel of windships that wenl down here
in ancient times during a terrible battle bebween the
Elande and the windship pirates of Baralus.

Faradun

Faradun s acknowledged as the wealthiest
mercantile stale on the continent, primarily due to the
widespread sale of contraband drugs and weapons.
The aprawling port of Tarun, with Its ominous and
impregnable defenses, Is the caplial and center of all
trade. The inhabitants of this land are the Farad, a
mercantile folk known for thelr singularly unscrupu-
lous business practices: the Farad will buy or sell
anything from anyene, with no questions asked. Thelr
ruler is the Kral, a powerful monopolist who diclates
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the price of all goods bought or sold in Tarun. The
Farad have a religlon of sorts, revering the god Avar,
delty of material wealth and personal gain. Avar's
followers do not erect temples In his name, but
prostrate themselves before golden idols purchased
in the shops of Tarun.

‘The Farad’s unscrupulous trade policies have
brought them great prosperity as well as the enmity
of many Talislantans: following the sale of stolen
windship arcanalogy to the Rajans, Farad mongers
and procurers were banned from both the Seven
Hingdoms and Carantheum. Faradun has established
irade tlea with the Imrian slavers and is known to
supply weapons to hostile regimes In Rajanistan and
Amman.

Gao-Din

Gao-Din is a small and rocky Island located
some ten miles off the western coast of Mopg. The only
seltlement on the Island s the rogue clty of Gao,
Formerly a penal colony of the old Phaedran Empire,
Gao-Din was abandoned by its makers during the
Cult Wars of the early New Age. Showing a degree of
ingenuity borm of desperation, the prisoners salvaged
an abandoned Phaedran vessel and embarked upon a
career as sea-roving pimates. Since that Ume the Sea
Rogues of Gao-Din have prospered, primarily at the
expense of such folk as the Imran slavers and the
Farad. Unlike the vicious Mangar corsairs, the Sea
Rogues are nolable for their gallantry and swash-
buckling style. Their ruler is known as the King or
Queen of Thieves,

Imria

Imria is a swamp-infested Island located ofl the
southem coast of Mog in the Azure Ocean. The
primary Inhabitants of this isle are the amphiblous
humanaids known as the Imrians. Slavers by tmde,
the Imrians prey upon the primitive tribes who dwell
along the southermn coasts of Tallslanta and the
Crescenl Isles. They range far and wide In massive
coracles drawn by leams of glant, sightess eels called
kra. The Imrians worship no god, and indeed cannot
comprehend any position bearing greater eslesm
than King of Imria; they mock those who do have

dejles as ignorant savages.

Desplle many setbacks, the Imrians continue Lo
foster dreams of conquest. They succeeded In subju-
Eatlng the Isle of Batre In the year 602, and now use
it as a breeding ground for slaves, who are sold o
Rajanistan and Faradun. Falling to esiablish a
foothold on the Tallslantan continent, the Imrians are
now concentrating thelr elforts on acquiring other
island territories such as Oceanus, Gao-Din,
Phantas, and certaln of the smaller islands in the Far
Seas.
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Jhangara

Jhangara is a hot and humid land consisting
mainly of jungle, murky swamp, and bog that becom-
es progressively more dense and inhospitable (o-
wards the southern coastal regions. The humanoid
denizens of this land are the Jhangarans, an unclvi-
lized race, odd and ungainly in appeamance. They lhve
in tribal groups, typically comprised of individuals of
the same occupation. The strangest of these are the
Dutcasts, who wander the swamps and Jungles of
Jhangara In ragged bands, The other tribes regard
them with superstitious dread, for it is the belief of
the Jhangarans that all Outeasts bear with them the
“stigma of doom.”

A primitive and Impoverished country,
Jhangara has litile or ne Influence among the other
nations of Talislanta. With little hope for the future,
some Jhangarans have been altracted to the over-
tures of Aamanian missionaries, and have been
converied to the intolerant tenets of the Orthodaxist
Cull. Jhangaran mercenaries now comprise a sizable
part of the Aamanian military.

Mog

Mog is a vast swampland cut by countless small
tributares of the Axis river and teeming with a
variety of unusual plant and animal species. The
primary Inhabitants of this reglon are the Mogroth,
slothlike humanaoids who live in rude huts erected in
the branches of large mung-berry trees, Normally
slow moving and placid by nature, Mogroth traders
somelimes travel (o the Seven Kingdoms, bearing
sacks of gold and amber dredged from the swomps.

The Far Isles

The Crescent Isles

The Crescenl Isles are a chain of small Islands
located in the northern reaches of the Far Seas,
Many are small and relatively Insignificant atolls,
appearing on no known map or sea chart, Islands of
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nole include Fahn, a veritable paradise populated by
a tribe of albino humanoids known as the Sawila;
Donango, a peaceful-seeming isle similar in appear-
ance o Fahn, but infested by sea demons; the
Mangar Islands, a cluster of four small Isles whose
hidden coves serve as bases for the murderous
Mangar corsairs; and Pana-Ku, a volcanic (sle
wreathed in jungle and inhabited by a race of
demonolds known as the Na-Ku,

Nefaratus

The Isle of Nefaratus s a mound of
black tron-rock rimmed with jungle. Bleak towers of
slone dot the isle, each a hundred feet in helght and
decorated with the graven images of leering devils,
Within these towers dwell the only known inhabil-
ants of Nefaratus—the Black Savants, members of a
secrel magical order that dates back to the Forgotien
Ape, The Black Savants are acholars of the occult
whose Interests range from diabolism to all aspects of
the lower planes, Thelr midnight-black vessels are
rumared to sail the cursed waters that lle at the edge
of the world. Sallors who have encountered such
vessels al sea clalm that they are propelled by the
efforts of demons chained to the oars with silver
HEI.I:.IEE and driven on by glant, brass-skinned
chevi

Oceanus

Oceanus s a walerborne city established some
cenluries ago by wandering tribes of Sea Nomads.
Built entirely upon great barges made of plant fibers
and tethered o each other In Intricate mshion, the
city has no permanent loeation, bul Moats freely on
the waves,

Phantas

Phantas Is a semli-troplcal isle, covered in
vegetation and surmounted on all sides by wavering
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The Stone Images of Fetish Isle

cliffs of white stone, High above the island, tethered to
the ground by chains of adamant. Is a singular
struclure: a greal castle bulll in the clouds, called
Cabal Magicus. Here dwell the last descendants of an
anclent race of magicians and thaumaturges known
as the Phantaslans. Once among the most skilled
practlioners of the magical arts, the Phantasians have
forgotten nearly all of the fabled knowledge posseased
by their ancestors, who bullt Cabal Maglcus. Among
the few secrets lefi to them are the talents associated
with the bullding of windships and the art af distilling
dream essence,

Thaecia

Thaeck s an island of rare and splendorous
beauty, localed ofl the southwestern coast of the
Talislantan continent in the Azure Ocean. This scenlc
Isle |8 home to an advanced and prosperous people
known as the Thacclans. Renowned throughout
Talislanla for thelr hedonlstic appetiles, the Thaeclans
are devoul pleasure seekers who Indulge In all manner
of siimulating pastimes, They are shilled in the
making of scintillant spheres of amberglass called
Thaeclan orbs, wondrous liems imbued with illusory
panoramas and other enchantments. The single
Thaeclan settlement of note 1s Caprica, site of the
Featival of the Blzarre, an annual exhibition of eddites
and diversions altended by people from all over
Tallslanta.

The Thaecian Isles

Izlands in the Thaeclan Isles chaln include
Peridia, a rocky Isle known for iis underwaler grollos;
Dallia, a place of scenic vistas inhablted by a species
of parasiles known as neurovores; Garganta, a great
mound of volcanic rock that serves as home to the
glgantic stone entities called Monoliths, who are
belleved the oldest creatures in the world; and Cella,
rumored to be the retreat of a powerful ma
known only as the Enchantress of the Shoals.
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A TraveLER'S GUIDE TO TALISLANTA

“To the neophyte traveler or explorer, the Talislantan continent
and its surroundings present nearly unlimited opportunities for
discovery and adveniure., Conversely, the possibilities for disas-

ter are at least as numerous . . . .

— Excerplted from the journal of the wizard Tamerlin

The traveler's puide fealures general
infermation on local customs, roadways, and curren-
cles, as compiled by the wizard Tamerlin following his
fourieen-year sojourn across the continent of Talis-
lanta. The information in this section can be consld-
ered common knowledge to most Talislanian charac-
lers.

Local Customs

For those who may be unfamiliar with the many
unusual races, cultures, and creatures native to this
realm, Tallslanta Is a dangerous place indeed. For
example, in the Wesien Lands, discussions of
religious beliefs and morality are Lo be avolded at all
cosl. The Orthodoxists of Aaman are zealols who
regard nonbelievers as infidels. Unconven tional
behavior and dress can quickly attract the unwanted
attention of the cult’s monitors, who spy upon the
populace through the use of All-Seeing Eyes, lcons
that serve as enchanted scrying devices and are
foviind L the country. Conversely, the
Paradoxists of Zandu do not take kindly to criticlsm
of their liberal moral bellefs.

While In Arim, 1L is wise lo refrain from address-
ing an Arimite in any way that might be construed as
insulting or demeaning. The shadowy Revenant Cult
operales openly here, specializing in revenge-for-hire
al reasonable rales.

In the Eastern Lands, forelgners must obtain a
permit before belng allowed to travel across the Quan
Empire. These devices cost upwards of one thousand
gold lumens to obtain, and are issued in the form of a
lead tablel stamped with the Emperor’s seal, a
holdover from the time when the Quan ruled the
empire. As before, any individual accused of breaking
the law can expect to be hauled before a Kang
magistrate and sentenced without trial.

The Seven Kingdoms® confederation is widely
renowned as the most enlightened of Talislantan
staies, although predjudice towards the Sub-Men
tribes is common in some regions. As for local
cusioms, a few words of advice are In order. First,
never boast of your martial prowess while in Taz. The
indigenous Thralls consider such talk a personal
challenge o battle, and will be only too happy to test
the braggart’s metile. Also, be sure 1o read the fine
print before signing a contract with the moneylenders
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of Kasmir, or face the prospect of paying exorbitant
Interest rates, agent's fees, and tariils.

While in Sindar, never touch a collector's
cherished wares, or you may be accused of atlempled
theft. Do not throw stones In the crystal city of
Cymril, or hunt winged creatures for spart in
Vardune; both are regarded as eriminal offenses.
Similarly, the Muses of Astar do not take kindly to
individuals who bathe in thelr lakes and rivers
without asking permission, while the Gnomekin of
Durme do not allow outsiders to dig holes In their
land.

The Wilderlands of Zaran present even more
daunting to the neophyte traveler, The
Danelek tribes consider it their rght to ambush and
kill outsiders who drink from their cases. Orgovian
traders take offense if offered coin instead of barier
for thelr wares, and may accuse the unwitiing
offender of attempting to rob them. generally with
disastrous results. Among the savage Za war clans, it
is cusiomary to drink the blood of slaln enemies in
order (o acquire thelr strength.

In the Desert Kingdoms, it Is consldered taboo
to touch the fetish masks that are worn by members
of the Djaffir tribes. Similarly, it Is not permitted (o
speak or make nolse while in a Dracartan tlemple,
lest the faithful miss any pronouncement of the god
Jamba. Even more Importantly, never agree (o let a
Rajan convert you o the morbld tenets of the Nihilist
Cult. This will result In your Immediate conversion by
the sword, a fatal and lrreversible condition,

In the Northlands, It is beat to avold all contact
with the Wildmen tribes of Yrmania, who are known
for their unpredictable behavior. The Mirin of L'Haan
aoffer thelr hospitality frecly, though the
accomodations In this (rigld land leave something Lo
be desired for those who do not possess the Mirin's
Immunily to cold.

If you are passing through the Central Reglons,
be advised that the Beastmen are known to hunt
Men for sport when nol engaged in Lhelr usual
activities, which include plllaging and cold-blooded
murder. The Gryphs of Tamaranth forest are exceed-
Ingly protective of thelr domains; as such, it Is
unwise to hunt or cut Umber in thelr territories
without thelr permission, The Arfane of Altan are
reclusive by nature, and rarely allow visitors Into the
maze city excepl by invitation,
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The inhabitants of the Wild Coasts and Far [sles
exhibil a varkety of colordul and even unusual cus-
toms. In Faradun, goods stolen from other lands can
legally be resold as “pre-owned™ merchandise. Among
the Sea Rogues of Gao-Din, thievery I8 consldered an
admirable profession except within the precinets of
the rogue city of Gao, where such aclivilies are
expressly forbldden. In Jhangara, it is the custom Lo
eat with the left hand, using the right hand te wipe
your mouth or nose. The Imrians find mosl commaon
types of food and drink revolting, but regard slugs
and glant water bugs as greal dellcacies.

Currency

The gold lumen, minted to traditional specifica-
tions by most of the civilized nations on the cont-
nent, Is the standard coin of the realm. A single gold
lumen |= equivalent in value to ten silver pleces, or
one hundred copper pleces. As a general rule, twenty
standard-sized colns of any type weigh approximately
one pournd.

Other meana of exchange
include Asmanian coppers,
waferilke coins that are In wide
use only In Aaman. At one
hundred to the pound,
Aamanian coppers are consid-
ered practically worthless, and
are spumned in other regions.

In Zandu, Zandir
crescents are valued at
len gold lumens, bul are
worth a single gold lumen
in other lands, when they
are accepled at all.

Gold pentacles are
popular in the Seven King-
doms, and are worth five gold
lumens throughout the
continent. As their intricate
shape renders them difficult to
counterfelt, these coins are
especially mvored by mer-
chants.

In Carantheum, the
standard Is the Dracartan
pyramid. These triangular coins
are made of red Iron and are
valued at five silver pieces each.
They are honored In all lands
except Rajanistan, where the
ownership of even a single such
coin Is deemed an offense
punishable by death.
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Imrisn brass rings are worth two copper pleces
ench, and are worn about the neck on strings or
chains, Those lands which outlaw slavery, such as the
Seven Kingdoms, will not accept Imrian colnage.

Oceanlan radiants are
nol colns per se, bul are in f[act
the Irdescent scales of anclent
sea dragons. In Oceanus, a
radiant is worth one gold
lumen: elsewhere, the radiant
s consldered an altractve
curio at best

L'Haan adamants are
rarely seen oulside of the
Northlands, where they are
valued at one s{lver plece each.
They are worth five silver pleces
in other lands, where adamant
iz much more rare.

The Orgovian yatma is a lead coin that was
rendered lotally worthless following the dissolution of
the old Kingdom of Orgovia. Disillusioned by the
devaluation of the yatma, Orgovian traders now accepl
only barter in exchange for their goods, hence the
expression, “not worth a lead yatma.®

Quan emperors ar
redeemable for one hundred
gold lumens anywhere
throughout the Quan Empire,
Elsewhere, the colns are
valued at only ten gold lu-
mens.

Although they are no longer accepled as cur-
rency, many types of antique colns are valued by
Talislantan collectors and curfo dealers, The most
nolable include: colns of the old
Phaedran or Mazdak dynasties,
worth twice their Intrinsic value;
skull-visaged colns from the
tombs of Khazad, worth up Lo
five Limes thelr value as bullion:
any coln dating from the Time
Before Time, the perod of Lime
predating the Forgollen Age and
all other recorded histories of
Talislanta, which may be worth as much as ane
hundred times Its value as bullion.

Roads

Beyond the walla of even the largest Tallslantan
citles one often finds little but wildermess and near-
Impassable termaln. In many such reglons, safe and
rellable roadways are practically nonexistent, a
sltuation that can turn even the most mundane
Journey Into an exercise In survival lechnigues.
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Particularly unsafe is the so-called Wilderlands
Foad, an anclent and decreplt affalr that runs from
the eastern border of Kasmir of the Seven Eingdoma
through the Wilderlands of Zaran and the desert
kingdoms of Djala, Carmntheum, and Rajanistan.
Traveling the Wilderness Road Is best done in the
company of a large and well-armed caravan, due to
the presence of mallcious predators such as the
Benstmen and especially the war clans of the Za,

The old Phasdran Causeway runs from Zandu
through Aaman and terminates at the Axds river on
the weslemn border of the Seven Kingdoms. The road
i patrolled by Aamanian witch hunters to the east
and Zandir swordsmages Lo the wesL. [l is somewhal
haphazardly maintained. and chstructions are falrly
common. A modest toll is charged at the Great
Barrier Wall that separates the two rival nations of
Aaman and Zandu.

The Seven Kingdoms has Its own system of
roadways, known as the Seven Roads. Though
augmented in recent years, the mads are subject toa
variety of maintenance problems. These Include the
sudden appearance of fissures In Sindar, shifting
sand dunes that tend to obliterate the road In
Hasmir, and encroaching jungle vegelation In Taz,
Crews of glant Monads, direcled by Gnomekin
engineers, siniggle (o keep the roads open as besi
they can. The Seven Roads are patrolled by heavily
armed conlingents of Thralls, particularly along the
Eastern Borderlands, Blue Aeriad scouls provide
aerial reconnalssance as wealher conditions permit.

The Emperor’s Road, which winds Its way
through the eastern termilories of the Quan Empire, Is
ihe only thoroughfare an the continent that offers a
semblance ol security and convenience on a regular
basis. Built by Vajra engineers, the roadway 1s a
marvel of deslgn and Is always well maintained.
Forelgners must pay a prohibitive toll of five gold
lumens at all bridges and city gates, a stricture
inlended Lo discourage traveling musiclans, peddlers,
and other undesimables from tralpsing about the
empire.

Seas and Waterways

The Axis river in the west and the River Shan in
the easi are both imporiant walerways, and are used
extensively by the peoples of these regions. A number
of lesser rivers, lakes, and Inland seas are alao
considered navigable, to one extent or another,

Few Talislanian sallors dare o venture into
open walers, a phobila nol entirely atiribuiable to
mere superstition. The seas and oceans surmounding
the continent virtually teem with dangerous crea-
tures and roving corsalr bands. Accordingly, most
Talislantan sea vessels navigate by hugging the
coastline. Exceptions o this rule include the Imrians,
Sunra dragonhunters, Parthenlans, and the myster-
ous Black Savants,

34

Land Travel

Aside from the slow but rellable expedient of
pedal ambulation, many forms of overland convey-
ance are avallable to the Talislantan traveler. In any
falr-sized city, a mount of one sorl or another can be
easily oblained, though prices may vary according Lo
supply and demand.

The most reliable steed is the equs, a hybrid
that is well suited to the harsh Tallslantan environ-
ment. There are several sub-specles of equs; the
swiftest {a the silvermane, followed by its cousins, the
northern snowmane and graymane, The darkmane, a
mean-tempered ereature, is generally employed only
by the Beastmen tribes.

In desert climes the ahitra, a hybrd created by
the Djaflir tribes, is most sultable, There are three
tvpes: the one-humped onlrm, bred for speed; the
two-humped batra, bred for endurance; and the
thres-humped (atra, bred for strengih. A four-
humped hybrid has been attempted, though without
SUCCESS,

The stubbarn but powerful quadrupeds known
as land lizards are best sulted (o lowing carriages or
wagons. Mosl are tamed beasts from the Wilderlands
of Zaran, though some are bred domestically. The
Thralls of Taz regularly employ a relative of the land
lizard, the mangonel lizard, as armored battle steeds.
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Elsewhere, the Orgovians prefer the loper, a
bipedal creature possessed of a particularly nasty
temperament. The Kang of the Eastern Lands employ
striders as steeds, while the Saurans ride glant land
dragons into battle. The murderous Araq of the
norithern Wilderlands ride duadir, a apecies of flerce,
two-headed reptillans.

In Carantheum, duneships are favored for
military purposes, while land barges are most
sultable for hauling heavy cargoes. With the influx of
the Za war clans, groups of refugess from the
Wilderlands and other regions have begun to flee the
region In greal wheesled ships called land-arks. At the
opposite end of the spectrum, wealthy arstocrats
from Hadjistan to the Quan Empire continue (o vor
the comfort of slave-bome palanguins,

Waterborne Travel

Various types of walercrafl are avallable in
many paris of Tallslanta. The Aeriad patrol the Axis
river in barge-forts made of living viridia trees, while
the Parthenians sall the seas in brass-prowed
iriremes. Imrian slavers ply Lthe oceans In coracles
drawn by pairs of glant kra, sightless cave eels that
E:]uthud:mmdmnm:rhb: utilized In such a

bl-'lq

The Zandir, Aamanians, and Farad make
serviceahle galleys, though these require large teams
af alaves to work Lhe cars. The finest sailing ships In
Talislanta are probably the dmgon bargues of the
Sunra, though the carracks of the corsalrs
may be more swilt. The capabilities of the ominous
salling vessels of the Black Savants, like those of
their mysterious owners, remain largely unknown.

Airborne Conveyances

Where methods of land and walter travel fall,
there Is always the posaibility of obtaining passage on
a windship. In the past, only the magicians of Cymril
and Phantas knew the secrel of making these won-
drous vessels, which tmverse the alr as sailing ships
do the waler, This is no longer the case, though
windships are still 3o costly to make and malntaln
that few can afford to own such magnificent craft.

Since the Farad discovered—some say stole—
the secret of windship arcanology. Lhey have bulll a
small fleet of windships, Some fear that the Rajans
are bullding aerial erafl of crude deslgn, possibly
using arcanoclogy purchased from the Farad. Despiie
increasing compelition, the ships of the Cymrilians,
powered by enchanted crystals, continue o be
recognized as the most eMclent and rellable of all
airborne craft.

As for other means of asrial transport, the
erested dragons once employed as steeds by the
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Rajans are now virfually extinet. Draciyl can siill be
found amidst the wastelands of Harak, but only the
fierce Harakin tribes bother to use theas ungalnly and
foul-tempered creatures as sieeds.

The race of Aeriad, devolved almost (o the status
of land-dwellers, can now fly only by means of en-
chanted bracers. The ghastly Stryx of Urag are some-
what more proficient. using their batlike wings to glide
upon the winds like hideous carrion birds. Yel the
most powerful of flyers remaln the Gryphs of
Tamaranth forest. majestic winged beings who some
scholars belleve most closely resemble the Aeriad of
anclent Umes.

In summation, while traversing the Tallslantan
continent, you are best advised to avold Incautious
behavior at all costs, and Lo tactiully accede Lo Lhe
customs and beliefs of the natives no matter how odd
or irrational these may seem. Traveling in groups of
trustworthy companions, wielding cogent magics, and
carrying concealed weapons on your person are also
advisable, unless you prefer trusting all to luck.

S0 much for our traveler's guide, Having mas-
tered the Information contalned within these introduc-
lory pages, you are now ready (o veniure forth into the
strange and exotic land known as Talislanta. Good
fortune to you, in all your future endesvors!

— The Wizard Tamerlin,
Year 620 of the New Age
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TAaLisLANTAN COSMOLOGY

"Archaeus (s a greal sphere of earth and water and gether that revolves about a pair of stars. Seven

smaller planetoids, which we call moons, accompany our world upon its endless joumey through
space. And these are as grains of sand in comparison to the vastness gf the Omniverse.”

— Astrologius, renowned In history as the founder of the fleld of astromancy

“The world is flat, and that is that.*
— Old Alcedonlan proverb

For untold millennia, the Inhabitants of Talls-
Ianta have pondered the nature of their world. The
earliest men and women gazed In awe and fascina-
tion at the celestial objects that coursed across the
skies above them, naming them after gods or de-
mons. Not untll the Archaen Age and the advent of
the study of astromancy was It undersiood thal these
heavenly bodles were not living beings, bul stars,
moons, and planetoids.

Even this revelation did not suffice to explaln
the mysteries of the cosmos, however. For true
undersianding of Talislantan cosmology was not
possible untll Talislantans understood more about
thelr own workd.

The World of Archaeus

Even as late as the year 600 v, many scholars
believed that the world was flat and that traveling too
far in any direction would result in falling off the edge
of the world. Only in the last century have
Talislantans discovered that thelr continent is but a
small part of an entire world, which the ancients
called Archaeus.

The Twin Suns

Schaolars of the MNew Age know af nine celestial
objects that revolve around Archaeus, though a tenth
has sometimes been theorized. Two of these are the
twin suns of Archaeus, which rise and seL in unison.
The larger of these is blood red in hue, and s known
as the greater sun, or old sun. The smaller, a mass of
rolden fire, I8 called the lesser sun, or New sun.

The Seven Moons

Also in orbit around Archacus are |8 seven
moons, each of which reigns in Its full phase over one
of the forty-nine day months of this world. These
moons and the months named after them are:
purple Ardan, the moon of romantic love; amber
Drome, which Is assoclated with prolecton and
conjuration; crimson Jhang, whose light shines
kindly on hunters and warriors: blue Lacolls, the

36

moan of sorrow; green Phandlr, sphere of mystery
and reputed to be a home of Desliny: silver
Talisandre, a capricious (nfluence; and black Zar, an
ally of Death. Each of the seven months consists of
seven weeks, each of which has seven days.

astromancers would do well (o note
that the suns and moons of Archaeus follow no
known rules of physics, but are instead influenced by
the mutable principles of metaphysies.

Astrological Events

There are three events of astrological signifi-
cance that occur yearly. The first is the conjunction
of the twin suns, which happens on Lhe last day of
Phandir; at noon on this day, one of the suns eclipses
the other for a period of up to an hour. Astrologers
have proven unable to predict the length of the
eclipse or which sun will eclipss the other In any
given year, making this celestial event of great
Interest to gamblers and speculators. The conjune-
ton of the twin suns i3 a Ume of feasting and dancing
far many of the inhabitants of Tallslanta.

The septenarial concordance s a peculiar event
that occurs each year, when all seven of Tallslanta’s
moons align themsebres In the night sky. The concor-
dance remalgns In alignment for fourteen days,
during which time no Jhangaran will dare lo sel fool
into the swampsa by night. According to Jhangaran
legend, a monstrous creature known as the horag
stalks the swamps during this time, searching for
humaneld victims. Though no one has ever seen the
horag, the Jhangarans” bellef (n this legendary
creature Is quite unshakable; Jhangarans who are
accidenially caught in the swamplands aller sunset
during the Ume of the seplenarial concordance have
been known (o slit thelr own throals mther than face
this fearsome creature.

Finally, on the forty-ninth of Laeolls socurs a
phenomenon known as the Ghost Moon. On this
night, the moon Lacolls passes In front of the moan
Phandir, leaving a welrdly glowing "ghost” image In
its wake. This Is consldered an evil sign by most
Talislantans.
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THE OMNIVERSE: AN OVERVIEW

The Omniverse Is a term used by Tallslantan
metaphysiclats to describe Infinity, or the cosmos.
The most recent theories propose that the Omniverse
consists of seven known planes of existence, each of
which is comprised of an infinite number of dimen-
slons. The seven planes are often deplicted as a series
of concentric spheres separated from each other by
the ConUnuum, & neutral medium sometimes
referred to as the dimensional fabric or the space
between dimensions, which permeates the entirety of
the Omniverse.

The Seven Planes of Existence are as follows:

* The Elemental Plane: Situated at the center
of the Omniverse. the elemental plane Is the source of
all matter from which the countless universes of the
material plane are derfved. The Green World, home of
plant elementals and nature spirits, forms the
outermost layer of this reality.

# The Material Flane: The material plane
consisis of an unknown number of dimensions,
within which may exist an infinite number of unl-
verses. Each universe s In lurn comprised of an
infinite number of worlds. The world of Archasus,
home to the continent of Talislanta, s situated on the
material plane, which Talislantans refer to as Primus.,

# The Ethereal Plane; The ethereal plane ks a
surreal realm normally accessible through the
subconsclous mind; It surrounds the material plane.
The Dream Dimension and the Nightmare Dimension
are located on this plane.

* The Astral Plane: The astral plane is a vast,
gray void that encompasses the ethereal plane. It is
the domain of shadowforms, nighistalkers, phasms
or astrl vampires, and a host of relatively minor
splirit entities.

* The Outer Plane; The outer plane surrounds
the astral plane and is divided in two by the Con-
tinuum, The upper realms are beautiful, and are
regarded as heavens by many mortal races. Many of
the anclent gods of Talislanta are belisved (o reside on
this plane.

The lower reglons are permeated by darkness,
and are sometlmes referred (o as hells, The race of
Devils resides here, in a dimension called Oblivion,
which is described as a vast, boltomless pil.

# The Positive Energy Plane: This brilliant
redilm 8 home to the radiant spirl belngs known as
the Archons, entities revered for thelr benevolence and
wisdom by the inhabitants of many milllons of worlds.
At the center of this region Is the Light, a shimmering
intelligence to which all higher forms are drawn. The
Light is known by many names; Tallslantans call it
Crealor.

s The Negative Energy Plane: The negalive
energy plane is not a true sphere, bul encompasses
only the lower planes of existence. It Is separated from
the positive energy plane by the Continuuwm, prevent-
ing a clash of opposing forces that would resull in the
destruction of the Omniverse. Here, in this lenuous
last outpost of existence, dwell the mces of demons.
Thelr sole purpose is the annihilation of all lifeforms,
all matter, all structure, and all form.

It s argued by some that wittingly or not,
demons serve a practical purpose by assisting in the
disintegration of substances en roule to the Vald.
Deep in the lower realms of this plane is a negative
entity known as the Dark, or Nihilus. One aspect of
this entity is the being known as Aberon, who Is
revered as a demonlord by some Tallslantans.

Talislanta: An Overview
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The Rules

It's a simple game, The two of us fight.

Whoever remains standing at the end is the winner.®
—The Thrall commander Barax describing the rules

for Thrall mock combat

“The game is a complex amalgam of abstract concepts,
strateqgic advances and withdrawals, subtle intriques,
and unexpected reversals. It {s in fact very much like

life, only the participant is allowed more than one
opportunity o play.”

—Madir Salu, altempting to explain Trivarian to a non-

Sindaran

PLAYING THE GAME

Talislanta i5 a roleplaying game designed for group
play. Any number of people can take part in the
game, though it Is easier to play with a relatively

small group; two o six players plus a gamemasier
(GM] will do,

Object of the Game

In roleplaying games, there are no winners or
losers. The object s (o have a good Ume. All partici-
pants take an active part in determining what will
transpire in the game, which is llke an ongolng saga
divided Into eplsodes called adventures,

The Players

Each player chooses a character archetype
whose persona he or she will adopt during the game,
A player may choose to be a warrlor, a magiclan, or
any of over a hundred different archetypes found In
Talislanta. These player characiers (PCa) are the focal
polnt of the group’s advenlures; thelr advenlures are
what the game Is all about.

Note to Gamemasters and Players

The heart and soul of the Talislantan
game system Is the Interaction between the
players and the gamemaster. L is the
pamemaster's job Lo help simulate In the game
those things thal make real life 50 unpredict-
able: a siroke of good fortune, a freak accident,
the strange occurrences that defy all odds or lay
waste to the most carefully made plans.

The players can help the gamemaster by
offering specific information on what their
characters plan to do before they roll on the
Actlon Table. They can also help by allowing the
gamemaster to embellish Action Table resulis
without interfering in the course of the game
Camemasters must eamn the trust of their
players by being fair and objective, and by
malntaining a degree of moderation in their
rulings. Imaginative and Inventive narration is
fine, as long as it's not overdone,
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The Gamemaster

The gamemasier serves as a narrator and
moderator, setting the stage for the player chamcters
adventures and adopting the roles of any non-player
characters (NPCs) and creatures thal the players
meet during the course of thelr game careers. The
gamemaster's primary objective Is to entertain; il the
players are enjoying the game, he or she is doing a
good job.

The Dice

Talislanta uses aix kinds of dice, with the
twenty-sided die being the most common. The type of
die called for In the rules is

* An Individual or creature to move up to the
maximum distance allowable based on s speed
rating.

+ An Individual or creature o perform any action
that could concetvably be undertaken In appros-
mately six seconds of real time.

THE AcTiON TABLE

Most actions in the Tallslanta game are resolved
by rolling a twenty-sided die (d20) and consulting the
Action Table. This table s used by the gamemaster to
determine whether an attempted action Is succesaful
or not. The gamemaster then takes this baslec Infor-
mation and expands upon It adding detalls accord-
ing to the circumstances of

designaled by “d}.* where X play.
is the number of sides on Action Table
the die. Thus, "d4" means
iy sy Modified Die Total Result Action Table
*d4+1" means a four-sided O or less Mishap Mo s
die with one added to the 1-5 Fallure difie
el e b e 5 Ac Table die rolls
between two and five. The 11-19 Success tion e
term *2d4" means two four- 20+ Critcal success may be subject to bonuses
sided dice with their rolls or penaliies for any of the
added sogether. produting | How to Use the Action Table :
elght. - ko * Step 1. The character states the nature = Altribute or skill ratings
Somelmes a range of of his or her Intended action and » Degrees of diliculty
numbers |s given, rather whether he or she Is using attributes, * Resisted actions
than specifled dice, A skills, combat. or magic. » Opposed actions
e . for example. » Siep 2. The gamemaster decides what
E;! hmwm - |--1F.r!'E modifiers will apply to the actions. Attribute and
This is a range from which * Step 3. The player rolls d20 and applies Skill Ratings

the GM selects a number.
He or she may declde that
the monsters that the
characters meel are all level
1. that they are all level 2,

that some are level 1 but the action.

the modifiers io the result.

# Slep 4. The gamemaster consults the
Action Table to detenmine the basic
result of the attempted action.

# Step 5. The gamemaster embellishes

Attributes are a
characler's natural abili-
tes; skills are abilities
acquired through training.
including combat and
magic. A character's

they are led by a 4th-level
monsier, and so forth. Altemately, he or she may
devise a die roll that would generale a
number in the range (such as d4, in this case} and
determine the specific number by a die roll

Time in the Game

In game terms, time Is measured in increments
known as rounds. A round s six seconds of ime in
the game world. In one round there Is sufficient Ume

for:

* Two opposing groups of anfagonists to exchange
atlacks.

+ & spell to be cast from memory or a device; two
rounds are reguired (o cast a spell from a book or
scroll.

The Rules

applicable attribule or skill
ratings are always added (o the Action Table die roll.
Far example, Il the Ferran thief Pix decides (o attack
the Thrall warrior Ramm, the gamemaster will give
both characters modifiers on thelr combat rolls based
on their relative skill with their weapons and their
relative ratings in dexterity, the attribute that Is used
in combat. If Pix decides to pick Ramm’s pocket
instead, the modifiers to her roll would include her
skill at picking pockets, her dexterity raling, and
Ramm's perception rating,

Degree of Difficulty

Il a character altempts an action Lhat Is either
very easy or very dilficull, the gamemaster may elect
to apply a degree of difficulty modifier to the usual
Action Table die roll. This modifier ks based on a scale
of 1-10, with a bonus of +1-10 applled for easy
actions, or a penalty of -1-10 for difficult actions.,
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Resisted Actions

A restsled action occurs when the character
attempting an action meets aclive resistance of some
sort. This is the case In most close combal situations,
when two or more opponents are resisling each
other's altacks. For reslsted actions, the gamemasier
should subtract the opponent’s skill or atirdbute
raling from the character's roll In addition to using
any of the other types of modifiers that are appro-
priate.

Opposed Actions

Somelimes a characler can prevent another
character from succeeding al a task by opposing it
directly. If a character wishes to do so, he or she
rolls normally and prevents the other character from
sucteeding If he or she can roll at least equal to the
other characler's roll. The difference between a
resisied actlon and an opposed action Is one of loous,
In combat situations, most actions will be reslated
actlons since the characters will generally be splitting
their attention between walching whal thelr oppo-
nents are dolng, keeping track of where they're golng,
looking out fior stray missiles, and deciding what
their next moves will be, Il a character wants (o
ignore these kinds of perceplions and concentrate
solely on partying an Incoming attack. that would be
an opposed action.

This rule can alse be used for dodging magical
bolls or casting a simultanesus counterspell.

Action Table Key

The Actlon Table key ia provided as an ald o
the gamemaster in Interpreting Action Table die rolls,
These are examples only: the GM should embellish
these resulls according to the clreumstances of play.

Skill or Attribute Results

* Mishap: The attempted action falls miserably,
resulling In an unforeseen problem of some sori:
Injury, accident, embarrassment, damage o
equipment or property, or something similar. The
gamemaster decides what is mosl appropriate
based on the nature of the attempted aclion. As a
general rule, the lower the score. the more
serlous the mishap.

= Pallure: The character's skill or attribute flls Lo
achieve the desired resuli.

= Partial success: The altempled action is only
partly effective. The partial success may have
some beneflclal result, or may not, at the
gamemaster's oplion.

= Success: The skill or attribute achieves the
desired resull. Good work!
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* Critical suceess: The atlempted action I8 suc-
cessful, and achleves the most desirable resullL.
Examples include performing a skill o perfection,
avolding all damage from a spell or other attack.
me‘gl.nm g unscalhed from an accldent, and so

o

Combat Results

+ Mishap: The attack falls due to a mishap of some
sort: the attacker slips and falls, a bowslring
snaps, a weapon Is dropped or broken, the
attacker hits an unintended target, or something
almilar.

+ Fallure: The characler’s atlack fails to achleve
the desired result.

» Partial success: A glancing blow s struck: roll
for damage as usual, but divide the total by two,
rounding up.

* Buccess: The allacker sirikes the intended
largel. Holl for damage as usual.

* Critienl success: The allacker lands a very good
blow. Generally. this means doubling the
damage normally scored, bul If the attacker was
trying something fancy such as disarming the
opponent, another effect s possible (see Rules for
Combzat),

Magic Results

+ Mishap: The spell is incorrectly cast, causing an
unforeseen effect of some sort; the spell sirikes
an unintended target, has a reversed or aberrant
effect, rebounds upon the caster, or something
similar. If an enchanted Item was employed, the
wielder may have dropped It, or the ltem itself
may have malfunctioned. Magical mishaps tend
o be very nasty Indeed.

* Fallure: The spell Is improperly cast, and has no
effect whatever. If an enchanted item was em-
ployed, the wielder failed to use the device
effectively due lo bad alm, momentary loss of
concenftration, or some other type of error.

+ Partlal success: While the spell or tem func-
tions, It s not as effectve as hoped, resulting in
half the normal damage, duration, or range or a
partial effect of some sort.

* Success: The spell or magic item functions as
Intended and achieves the desired resull acecord-
Ing to the type of spell being cast. Even with a
succesafiul spell roll, the Intended targel may be
allowed a chance to resist the magic, as detalled
for the spell In question.
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* Critical success: The spell or item yields a better
than normal result, usually double damage or
double duration.

RULES FOR ATTRIBUTES

Attribute ratings desribe the character’s natural
abilities such as strength, Intelligence, and dexterity.
All attribules are mated according to a “plus or minus®
sysiem. Exceptional atiribules are raled at +] or
better, with higher numbers indicating proportionally
greater natural ability. Disadvantageous attdbutes
are rated at -1 or lower, while average attributes are
rated at zero. When the rules say Lo roll versus a
particular attrdbute, this means the player should roll
a d20 and add that attribute rating Lo the roll,

In the Talislanta game system, thers are elght

different attribute ratings:
Intelligence Rating INT
Will Rating WiL
Perception Rating FER
Charlsma Rallng CHA
Strength Ratlng 5TR
Dexierity Rallng DEX
Constitution Rating CON
Speed Rating SPD
Intelligence Rating (INT)

This Is a measure of the Individual's intellect
and powers of reason. A character's Intelligence
raling determines:

* how many languages the character can leamn
* how many additional skills the character can

aoguire
# the chamacter's magic ratlng

Will Rating (WIL)

This Is a measure of the individual's willpower,
determination. faith, and wisdom. Characters will
roll against thelr will rmtings to:

+ resist spells of Influence or control
* reslst templation, bribery, or seduction
* resist torture, coerclon, or Interrogation

Perception Rating (PER)

This Is a measure of the individual's sensory
awareness, taking into account the abilities of sight,
hearing, smell, taste, and touch, plus such Intan-
gibles as nslinct, intultion, and psychic talents.
Characters will roll against thelr perception raflngs
tio

* delect unseen presences or ambushes
» detect (lusions
» locate lost or hidden articles

» use any sensory ability in a special way

The Rules

Charisma Rating (CHA)

This is a measure of the individual's powers of
persuasiveness, including such intangibles as charm
and the ability to command the respect of others.
Roll versus charisma rating whenever a character
attempts any of the following actions:

= bribe or persuade with words
» make a [avorable Impresalon
» negotlate, bargain, or haggle

Strength Rating (STR)

This is a measure of an Individual's physleal
power. Roll versus strength mting whenever a
character attempls any of the following actions:

» restrain another Individual by force

= lifl heavy objects

* bend or break things with bare hands
» open doors by force

.Dattmﬂy Rating (DEX)

This Is a measure of the Individual's agility,
coordination, and maneuverabllity, Imporiant faciors
in combat and many sther skills. Rall versus dexter-
ity rating whenever a character attempis any of the

following actions:
» dodge or evade an attack

» attempt to avold a f&ll or land safely
« calch a thrown object

Constitution Rating (CON)

This i3 a measure of the individual's endurnnce
and overall health. Characters will roll versus thelr
constitution ratings Lo

= resist the effects of disease or wounds
= reslst polsons and toxins
= endure exposure, hunger, Lhirst, and so forth

Speed Rating (SPD)
Speed s a measure of how swillly an individual
Is capable af moving, elther on land, in the waler,
through the alr, or by other means. Charmctlers will
roll versus thelr speed ralings to:
= determine inllUative In combat
* encape pursull
* chase another character or creature

Attribute Modifiers

Attribute ratings are used as modiflers for
applicable skills; an example would be using the
dexterity ratling o modify a Lockpicking skill. At-
tribute miings are also used to determine a
character's combat rating and magle raling, and as
modifiers for actlons that do not apply to any speciflc
skill or talent.

Limitations of Attributes

Unlike skill mtings, atiribute mtings do not
improve as characters advance [n levels of ability.
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If desired, a character can elect to use an
attribute in place of a skill that he or she doecs not
have, such as rolling versus dexterity when trying to
plck a lock. However, any such atlempt is subject o
the standanrd non- penaliy. which requires
the player to roll 1d10 instead of 1d20.

Factors Related to Attributes

Common Skills

A character may begin the game with three
common skills, plus one extra per point of intelll-
gence, Languages are conskdered commaon skills,

Reaction Rolls

The first Impression that a character makes on
any new acquaintance s determined by making a
charisma raling roll on the Acton Table. Fallure may
indicate an unfavorable or even hostile reaction;
success may Indlicate acceptance or at least ambiva-
lence, while critical success will always yleld the most
[avorable response passible under the prevailing
cireumsiances. At the gamemaster's discretion,
reaction die rolls may be employed for encouniers of
almost any sort.

Movement

Individuals and creatures can move up to one
hundred feet in one round’s time, plus twenty feet
per +1 speed mating. or minus ten feet per -1 apeed
rating. This speed assumes an even surface, a
stralght course of travel, and lUmited encumbrance.
Under ideal conditions, a character's speed may be
greater, but under most conditions, It may be much
worse. To adjudicale speeds, remember that one
mile per hour |s equivalent to aboul nine feet per
round. Normal walking speed for most humanoid
creatures Is about twenty feet per round.

Chase and Escape

A chase or attempted escape i3 resolved as
follows:

# Step 1. Compare the speed matings of the
pursuer and the intended victim. [If the Intended
victim's speed rating is higher, only a delay of some
sorl should prevent a succesaful escape.

* Step 2. If the pursuer Is faster, determine how
much distance separates the pursuer from the
Intended victim. Find out the difference between the
two speeds. Divide the distance by the difference In
speed. This results in the number of rounds It will
take the faster chamcter to calch the slower.

the

dodged the bolt.

Examples of Attribute Use
The Ferran and the Magician

The Ferran thief Pix is caught in the act of trying to rob the home of

lan magiclan Etarre. Incensed, Elarre casts an Arcane Bolt at
the Ferran thief. The spell description states that Pix is allowed a chance
to dodge the bolt by rolling versus his dexterity rating.

This Is an opposed action that pits Etarre’s spell versus Pix‘s dexter-
ity. Etarre’s character has a bonus of +4 for this spell, while Pix’s dexterity
is +8. Both roll simultaneously. Etarre gets a 7 and adds her bonus of +4
for a modifled result of 11. On the Action Table, this result is a success.
But Pix rolls an 8 and adds his dexterity modifier of +8 for a lotal of 16,
Even though Etarre’s roll was a success, Pix's roll beal I, so Pix has

Captured by the Beastmen

The Thrall warrior Ramm was taken in his sleep by a pack of
Beasimen. For spori, they have bound his hands and feet and staked him
to the ground, leaving him to perish under the scorching light of the twin
suns. Ramm has other plans; as soon as the Beasimen ride away, he
atlempts to burst his bonds.

Famm’s strength s +5, but the bonds are strong. The gamemaster
applies a degree of difficulty modifier of -7. Ramm therefore must sub-
tract 2 from his roll on the Action Table: his +5 for STR and the -7 for
degree of difficulty resull In a final modifier of -2,

Ramm’s player rolls an 18: subtracting 2 yields a total of 16, a
success. The gamemaster lells the Thrall's player that Ramm has up-
rooted the stakes and is ahle to free himaslf,
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For example, if someone with a +1 SPD (120
fieet/round) Is chasing someone with a -1 SPD (90
feet/round), the faster character will eventually catch
the slower. the two are 50 feet apart when
the chase begins. Each round, the faster character
runs 30 feet farther than the slower character. In two
rounds, the faster characler has run 60 feel farther
than the slower, and has caught the escaping
character.

Mote that In two rounds the fleeing character
woulld have traveled 180 feet. If a safe haven wene
only 150 feet away. the fleelng character would have
been able to reach It before the pursuer caught him
ar her.

Instead of the calculations described above, a
chase can be resolved by having both characters
simply make SPD rolls. with the higher roller outdis-
tancing the other. If this is the case. the GM may
apply penalties for encumbrance, termain, distance
between the characlers at the start of the chase, and
so forth. If the characters are evenly malched for
SPD, the GM may call for CON rolls to see who can

keep munning the longest
Encumbrance

The maximum amount of weight that an
average Talislanian humanold can carry |s one
hundred pounds, plus [ty pounds per each addi-
Uonal +1 strength mling or minus twenty pounds per
each -1 strength rating. Al maximum encumbranes,
Individuals suffer a penalty of -5 on all Action Table
die rolls related lo movement of any serl. Encum-
brance figures for quadrupeds are doubled.

Hit Points

The character's number of hit points determines
the amount of physical damage the charmcter can
sustaln before dying. The average number of hit
paolnts that an individual or creature possesses is
determined by race. This total is modifled, one Ume
only for beginning characters, by adding a number of
palnts equal to the Individual's constitution rating.
Thereafter, Individuals gain an additional two hit
points per every level of ability galned.

Combat Damage

Damage totals for physical attacks employing
natural or other weaponry are modified according to
the attacker's strength rating. Missile weapons such
as arrows do not recelve this bonus, although thrown
weapons such as javelins do.

Healing

The average Individual or creature heals at the
rate of two hitl polnts per day, plus one additional
point of heallng per +1 constitution rating. Tndivido-
als with negative constitution ratings heal at the mte

of only one hit point per day.

The Rules

Life and Death in the Game

Individuals or creatures reduced to zero or
fewer hit points are rendered unconsclous and
consldered on the verge of death, At the end of the
next round, the gamemaster must roll a d20 In secret
an the Action Table, using the victim’s consUtution
rating and current hit points as modifiers.

Il the modified die resullt indicates a suceess or
eritical success, the victim will be able to make a full
recovery. A resull of partial success Indicates that the
victim may recover with medical or magical attention,
bul will sufler permanent damage of some sort.
Posslbilitles include disfiguring scars, reduction of an
attribule rating by one paint, loss of an eye or
appendage, recurring falnting spells or selrures,
amnesia, or whatever disabllity the GM finds appro-
priate. Experlenced adventurers may, over the course
of Ume, accumulate many such battle scars, and may
eventually have to retire due to disability. If there is
no way lo take care of a wounded character—no

healing spells, no healing elixirs, nobody skilled in
medicine, no physiclans nearbyy—then a partial
success usually means the character dies,

A resull of f@aflure or mishap means the viclim's
carcer has come to an unlimely end. Barring a
miracle af some sorl, the characier Is dead.

In the heal of combal, the gamemaster may
wish lo delay rolling for unconsclous characters until
someons has Ume to check them.

For example, Etarre the magiclan is struck by a
rival spellcaster's Arcane Boll and has -6 hit points.
She I8 unconsclous and nearly dead. As soon as the
next round begins, her companion pours a healing
elixir down her throat, restoring 10 of Elarre’s lost hit
points. Etarre now has 4 hit points, and must roll
versus her CON with a +4 bonus for these hit points,
Her CON Is 0, so she gets a total of +4 on the Actlon
Table. On a roll of 1, modified 1o 5, she dies regard-
less of the vallant effort to save her. On a roll of 2 o
6. modifled to 6 to 10, she will survve, but will suflfer
permanent damage from the brush with death. On a
roll of 7 or beller she will be able to recover com-

pletely.

Recovery

Recovery from serdous injury, such as a close
brush with death, always requires a period of conva-
lescence. I the victim receives immediate magical or
alchemical ald and the complete restoration of all hit
points, he or she may make a full recovery after just
a few hours of sleep. Otherwise, the recovery tme
can range from a day or two to a week, several weeks,
or even longer.

Even with the benefits of magical healing. the
victim of a serious Injury may lose consclousness, go
into shock, or experience a period of weakness,
dizziness, or disorientation. The gamemaster should
roll versus the victim's constitution rating any time
such an Injury occurs, with a resull of fallure or
mishap indicating that the victim suffers complica-
tions of some sort.
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RULES FOR SKILLS
Skill Rating

Skills are abilitles that are acquired as a result
of training, study. and practice. Skill rating Is the
term used to describe the level of expertise that an
Individual has developed in a glven skill. The higher
an Indhidual’s skill rating, the greater his or her
ability with that skill. First-level characters begin
play with all known skills rated at +1, plus applicable
alirbute modifiers. Where the rules say to roll
versus a skill ra the r should roll d20 and
add that skill mting lo the roll. If the character does
not have that skill, he or she must roll d10 instead,
with no skill bonus to the roll.

Types of Skills
There are three types of skilla in the Talislanta
FamE:

» Primary Skills: Skills that are directly related to a
character's chosen profession and are the
primary focus ol his or her tralning. Most skills
possessed by archetypes are considered primary
skills,

+ Secondary Skills: Skills that are related to a
character's profession, but are not the sole focus
of hiz ar her tralning. For beginning archetypes.
there are only two skills of this sort: secondary
magic and secondary combat.

» Rudimenitary Skills: Generally speaking. these are
skills that have little or no relation to the
character's profession. Few beginning archetypes
have rudimentary skills; most acquire them later
on In thelr game careers, All skills that are
acquired during play {Le.. are not part of the
beginning archetype} are rudimentary skills,

Attribute Modifiers
for Skill Ratings

Altributes are the natural abilities upon which
skills are based. Every skill has Iis own atiribute
modifler; for example, dexterity rating is used to
modify the Pick Pockets skill as well as most combat
skills,

The Non-Proficiency Penalty

Should a character attempt to use any skill in
which he or she Is nol proficient, the character will
roll d10 instead of 420 on the Action Table and then
add any other modifiers thal may be applicable.
Usually this means just adding the attribule modifier
for the skill. If a character tries to make a Ride roll
wilhoul the Ride skill, the player just rolls d10 +DEX

Sometimes, however, the GM may rule thal a
character may use a skill, but musl moll d10 Instead
of d20 because of unfamiliar circumstances. For
instance, a character trylng to find heallng herbs In a
forelgn environment may use the Herb Lore skill as a
modifter, but with a d10 Instead of d20 because the
character s nol “proficlent” with the new environ-
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ment. This use of the non-proficlency penalty is
strictly under the control of the GM.

Multiple Actions

If a character trics more actions than ame
normally allowed In a given amount of Ume, he or she
receives a -5 penalty per extra action attempled. This
penalty applies to each roll, not just to the extra
ones. For example, If a pickpocket tries to pick two
pockels In one round, he or she recelves a -5 penally
on each Pick Pockets roll. Similarly. Il a lock has
three separate mechanisms, a character normally
needs to spend at least three rounda picking the lock,
one round for each roll. A thiel who tries to pick all
thres locks in one round would suffer a -10 penalty
on each of the three rolls.

Skill Categories

There are nine calegories of skills in the Talls-
lanta game: combat, commaon, language, magic.
scholarly, survival, thieving, trades and crafls, and
wilderness skills. These categories are guldelines for
determining who might know which skills and where
training in these skills might be found. For Instance,
Talling ks a thieving talent. A character who wants o
learn the skill of Talling, therefore, might have to
contact the criminal element to find a teacher.

Ambush and Surprise

Skills such as Stealth and Ambush allow
Individuals to galn an undefended attack by taking
an enemy by surprise, Characters and crealures who
do not possess such skills must accept a non-
proficlency penalty (d10 on the Action Table) If
attempting an ambush. Intended victims are allowed
a chance to detect the ambush in advance, but only il
they have declared themselves in a state of alertness.
The target rolls on the Action Table, using his or her
perception rating as a modifer in this case, This s
an opposed action, so the ambusher’s roll must beat
the victim’s PER roll io be successful.

If the victims of an atlempled ambush have not
specifically stated that they are on the alert, the
effecthveness of the ambush is checked as for a
resisted actlon by rolling on the Action Table, using
the intended viclims® perception ratings as a penally
on the ambush attempl. In most cases It Is prefer-
able to allow each target to roll versus PER In order
to facilitate involvement In the game,

RuLEs For CoMBAT

Combat Training
An Individuals skill in combat 15 based malnly
on his or her degree of tralning. There are three
categories of combat tralning:
= Primary Combal; Combal skills are the primary
focus of the characler’s profession. Individuals
with a combat rating increase all combat
skills by +1 per level of ability galned.
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* Serondary Combat; Combat skills are a second-
ary focus of the chamacter's profession. Individu-
als with a secondary combat rating increase all
combal skills by +1 per every two levels of ability
galned.

* Rudimentary Combat; Combat skills are not
Integral to the character's profession. Individuals
with a rudimentary combal mting can only
Increase thelr combat skills through the expendi-
ture of experience points,

Combat Rating

A character’s basic combat rating (BCH] equals
his or her skill rating in a beginning archetype's
weapon or unarmed combat skill plus his or her
dexierity mting. Usually, a characier's combal rating
[CR) with any given weapon equals that character's
BCR. and the CR Is added io the characier’s d20 roll
o hit with the weapan.

Through the practice of concentration, which
involves extended, inlensive training with a specific
weapan, a character can spend experence points (o
increase his or her combat rating with that weapon.

Characters who do this will have CRs with those
weapons thal are always higher than their BCRs. See
the rules for experence at the end of this chapter,

Il characters use weapons with which they are
not proficient, they may add their BCRs to their to hit
rolls, but they roll only a d10 instead of a d20.

Charactlers who do not have mudimentany,
secondary, or primary combal ratings will have no
BCRHs and instead add just thelr DEX to thelr combat
rolls, which are rolled on d10.

The Combat Round

In a single combat round of six seconds, there
Is sufficient time for all opponents to move at speeds
up to thelir maxdmum allowable movement rates,
draw hand-held weapons, face off for weaponlesa
combalt, or exchange attacks. Movemenl rates are
based on the chamcters® speed ratings.

Close Combat

This form of combat takes place at close range,
and may involve weapons or weaponless combat

Example of Skill Use
Borderlands Scouting Mission

Table, this yields a result of partial success,

clozer and make another Scout roll.

gorge as Il looking for something.

The Blue Aerind Kwill (lies a scouling mission over the Eastern Border-
lands, She decides o scan the surrounding area for signs of Beastmen,
Ewill's Scout skill Is +3 (+1 because she [ 18t level, and +2 for her percep-
tion rating), The person playing her character rolls a d20 and gets a 6, The
gamemasier adds Kwill's Scouil skill 1o this roll for a tolal of 9. On the Action

The GM tells the player that Kwill thinks she sees something moving In
the rocks below, but is uncertain. If Ewill wanis to know more, she could Iy

Kwill decides to move closer, and adds that she intends to drift slowly
g0 as nol to draw allention (o hersell as she approaches,

First the GM has her make another Scoul roll, this time with a +3
bonus because she is moving closer. She rolls a 10, which with +3 for her
Scoul skill and +3 for her difficulty modifier yields a 16, full success. The GM
tells her thal she sees six Beastmen on fool, prowling through a narmow

To find oul whether the Beastmen spot Kwill, the CM has her make
another Scout roll. This |s a resisted action, with the PER of the Beastmen

(+2] used as a penalty on her roll. She rolls a 6, which with +3 for her Scout
skill and -2 for the Beasimen's PER vielkds 7, a partial success, The GM tells
her that she has nol been seen yel, but that she will probably be spotied
soon unless she flies away or lands and finds cover.

The roll would have been different if the Beastmen had thought o place
a guard. In thal case, Instead of a resisted action it would have been an
opposed action, Kwill wouild have made her Scoul roll at +3 for her Scout
skill, and the Beastman guard would have made a PER roll at +2. If the
Beasiman's roll beat Kwill’s, he would have spotted her, even I her roll
would normally have been a success,

Kwill counts hersell lucky Lhal the Beastmen are poorly organized.
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techniques. The following procedure for combal Is
Followed:

Procedure for Combat

* Roll for Inltiative: The two opponents roll a d20
and add thelr speed ratings to the die result. The
individual with the highest total has the initi-
tve. In group combat situations, the Individuals
with the highest speed ratings represent their
respective groups. This roll is made once al the
beginning of combat rather than at the beginning
of each round.

= Choose Targets: Each characier chooses the
target for his or her attack. Non-player charac-
ters and monsters choose opponents at the
discretion of the GM.

= Roll d20: Each ailtacker on the side that won
initiative rolls 1d20 and adds his or her CR (o the
total. If the defender Is maintaining an active
defense, subtract his or her CR from the roll.

* Roll Damage: If the Acton Table indlcates a
success of some kind, the attacker rolls for
damage; Lhe possible range will depend on Lhe
altacker's weapon., After the defender’s armor's
protection raling has been deducted, any remain-
Ing polnts of e are deducled from the
defender's hil points. If the defender now has
zero or fewer hit points, he or she is Incapaci-
tated and on the edge of death; see “Life and
Death in the Game™ on page 43,

* Turn Tables: Any surviving characiers on the
alde thal lost the initlative now roll for their
attacks as described above,

Ranged Combat

Ranged combat involves the use of lpht ar
heavy missile weapons, ship's weapons, or other
long-range weaponry. The procedure is very similar to
that for close combat, with the following exceplions:

Attackers add their CRs with thelr weapons io
thelr rolls to hil, but the CR of the target only comes
into account If the target attempis to dodge the
misalle; dodging is deseribed later in this sectlon. In
addition, the attacker may suffer penaltles for range
and other factors.

The farther away the target is, the greater the
attacker's penally for degree of difliculty. Generally
the penalty Is -1 per 10 feet of distance. In additlon,
all shots beyond the effective range of the weapon in
use entall an additlonal -5 penalty. Shots beyond
double the weapon's effective mnge are not possible.
The effective ranges for misaile weapons are glven
below,

Moving or evading targets, small targets, or
targels prolecled by cover are also harder (o hit,
resulting in Increased penalties for degree of difficulty
as determined by the GM.

Damage for a successful hit is Ogured normally.
If the weapon Is a thrown weapon, such as a javelin,
add STR to the damage. Il the weapon Is a missile
weapon, such as a bow, do not add STR io the

Some missile weapons require Lime to load ar
cock. so characters must spend a cerialn number of
rounds between aitacks dolng this. This is explained
on the Ranged Weapon Chart on the next page.

Yrrr.mm.la.n Wildman and Jaka Manhunter
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Shields

Hand-held shields protect by making defenders
mare difficult to hit. A shield reduces an attacker's
rofl to hil by twa.

Weapon Damage

Weapons cause damage (o lifeforms, ships, and
structures by reducing hit points. The amount of
damage varies according Lo weapon type, as delalled
in Chapter Six. The atiacker's STH is added (o
damage totals for hand weapons and weaponless
combat techniques. Il a negative STH modifler brings
the damage rolled to zero or lower, one polnt of

damage is still done.

Armor and Protection

Armor, including natural armor such as hide or
scales, affords protection by reducing the amount of
damage sustained from magical or nonmagical
aftacks, The heavier the armor, the more damage it
can susiain and the more protection it can provide,
but a character must also be stronger (o wear heavier
ammor. Each sel of armor has a protection rating
such as 1, 2, or 5. This Is the number of points
absorbed from each attack. Thus, an attack that does
8 points of damage against someone with 3 points of
ammor will only do 5 points of actual damage to the
target. If the damage is reduced to 0 or lower, the
defender takes no

Sials and descriptions for armor are given in
Chapier Six.

Combat Modifiers
Defensive Capabilities

The number of assaflants agalnst which an
Individual can effectively defend In simultaneous
combal Is equal o half the defender’s combal mting,
with a minimum of one. A shield Increases this total

by +1, or by +2 Il it is enchanted. If the number of
assallants facing a single opponent exceeds his or her
defensive eapabllities, the “additional® assallants gain
undefended attacks.

Undefended Attacks

An undefended attack Is an attack againsi an
individual who, for whatever reason, Is unable to
defentl An Individual may suffer one or more
undefended attacks If caught In an ambush, struck
from behind, surprised, stunned, or faced with
overwhelming odds, In game terms, an individual
subject to an undefended attack Is trealed as If he or
she had a combat rating of zero,

In some clrcumstances, the penalty of a 0 CR is
no penalty at all. A gigantlc, clumsy creature like a
behemoth, for instance, may have a 0 CR already or
even a negallve CR; treating Ita CR as zero lempo-
rarily would obviously not do It any harm. If the
defender's CR Is already zero or below, the GM
should leave the CR as it s and simply give the
altacker a +1 bonus o hit

Retreat

Individuals who attempt to flee from any close-
fuarters combal situation subject themselves (o one
round of undefended altack by thelr opponents. Twao
aliernatives to this hazardous oplion are the *fighting
withdrawal® and diversion.

In the fightng withdrawal, the object ls Lo wall
for a break in the enemy’'s attack, use that fres
maoment to back up out of reach, and then turn tall
and run. To do this, the retreating character must
score at least a partial success with an attack. The
character can then choose not to apply any damage
thal would have resulled from the attack and Instead
can flee withoutl penalty. The succeaaful “attack™ here
represents forcing the enemy away, creating enough
space 1o allow the chamacter to flee, If the character
misses the atlempt, he or she must keep fighling
another round or glve the attacker an undefended

L)

Ranged Weapon Chart
Ranged Weapon Rounds to Reload Effective Range
All hand-thrown V] 50 fi. (+10 ft. per +1 STH)
Blowgun i 50 L
Crossbow, heavy 2 200 M.
Crossbow, lght | 150 it
Dart-thrower (Asriad) i ] 5L
Flange-bow [Oceanlan) 2 100 L (20 ft. underwater)
Hurlant (Dracartan) | 100 L.
lron erossbow or krin (Harakin) 2 100 it
Rexd of alchemy 0 15 ft.
Shorl bow L] 150 it
Sling 0 100 L
Spring-knife (Kasmiran) | 10 ft.
Tri-bow (Aeriad) 4 150 i
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allack in order to flee. Only Lthe enemy who would
have been hit by the chamcter's “attnck® la prevented
from aitacking the retreating character. It s very
difficult to retreat safely from a number of atiackers.

When relying on a diversion, one or more
members of the withdrawing force attempt to distract
thelr antagonists and so effect an escape. The
gamemaster determines if any attempt at diversion
will succeed, based on the type of distraction em-
ployed and the nature of the antagonists.

Enchanted Armaments

Armor, shields, and weapons can be enchanted
i make them stronger, sharper, harder, and so forth.
The power of the enchantment Is raled as a bonus.
Thus a character may use a +1 bow, a +2 shield, or a
sel of +4 baitlle armor.

An enchanted weapon does extra damage; the
bonus Is added o each damage roll. A 42 two-handed

sword, therefore, would do d12 +2: d12 for the
normal two-handed sword damage and +2 for the
enchantment. The enchantment does not increase
the chanece to hit

An enchanied shield protects its user; the
bonus ts subtracted from the attackers’ rolls to hit,
along with the normal penalty of -2 for an
unenchanted shield.

Enchanted armor siops more damage; the
bonus is added to the protection value of the armor.

Weapons can also be enchanted In other ways.
For more details, see Chapler Six

Capture

This Is an attempt to hold and restrain an
opponent by the use of a caplure-weapon or by
grappling. If a charncter ks using a capturing weapon,
such as the Imrian capture-pole, roll (o hit normally.
Il the character is grappling bare-handed, the target

The Hunter

Examples of Combat

AJaka hunter, Tane, spols a crag spkler perched on a rock at a range
of about 50 feet. Tane 1s +5 with her short bow [+3 for DEX and +2 for being
2nd level), and the spider s within the bow's elfective range. Because the
erag splder does not see Tane, the gamemaster rules It is an undefended
allack. Nevertheless, Tane will recelve a -5 penalty for the distance,

Tane recelves a +5 bonus for skill and a -5 range modifier, leaving her
even on. She rolls a 17 for a full success, and then rolls d8 for the damage,
scoring a full 8 points. The crag spider has 6 points of armor, so It only
inkes 2 points of damage, It had 30 hit points, so now It has 28, Hurt but
not serlously injured, the crag spider retreats into its lair. Tane clambers up
the rocks and follows IL in.

Ramm's Revenge

Ramm, a Thrall warrior, confronts a Beastman scoul at close range.
Both characters roll for initiative, each adding thelr respective speed ratings
to the die resull. Ramm rolls a 4 and has a speed rating of +3. giving him a
total of 7. The Beastman has jusi an average speed rating (0, for no bonus)
but rolls an & so he gets to make the first attack.

The Beastman |s rated at +4 with his longsword; this rating includes
his skill level and DEX bonus. The Thrall is rated at +7 with his two-handed
sword. Therefore, the Beastman attacks al a penalty of -3.

The Beastman attacks with his long sword, rolling 11. The roll be-
comes 8 because of his -3 modifier, so he scores a partlal

success. He rolls

110 for damage and scores 5. He adds +2 for his STR. but divides the total
by 2 because he scored only o partial success. His total damape is 4 polnts.
Ramm catches the blow on his garde, which stops 3 polnts, but he still
takes | poinl of damage.

Now It |s Ramm’s tum o strike, at +3 because his CR is 3 points
higher than the Beastman's. He rolls a 17, which becomes 20—a critical
success, His two-handed sword normally does d12 damage, +4 for his STR.
Because of the critical success, he does 2412 +8, lor a tolal of 21 polnts.
Even though the Beastman's leathery skin stops 1 polnt of damage, he suill
takes 20 paints of damage. Since he has only 20 hit paints, he 15 now
knocked out with 0 hit points. He would have a good chance (o recover il
anyone were inclined and able to help him, but Ramm s not aboul (o share
his last healing polion with his opponent.
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gets a DEX roll and avolds the attack I his or her
DEX roll at least equals the attack roll. Il a capture
attempt Is successful, the defender Is held immobile.
The captured defender is allowed a chance (o

on the round; the attacker and defender
each make a STR roll, and the immobilized character
can escape If his or her 5TR roll exceeds the
attacker's. If the attacker’s roll to capture the de-
fender was a critical succesa, then the altacker
recelves a +5 bonus on his or her STR rolls on each
round until the captured character breaks free.

Subdue

This is an attempl to stun or knock oul an
oppoenent. Record subdual damage separately from
wounding damage. When the Larget drops to 0 hit
points from subdual damage, he or she Is uncon-
scious but not in risk of death. Hall of the damage
done Is temporary, recovered at the rate of 1 polnt
per round.

Blunt weapons used to subdue do thelr normal
damage. Edged weapons do hall normal damage, with
5TH and enchantment bonuses added normally,
because the subdulng character must use the fat of
the blade. It Is impoasible to subdue with puncturing
weapons; just Imagine trying to fAre an arrow atl
someone 50 that it hits with the blunt part of the
arrow! However, IL Is possible to do most of the
damage to an opponent with normal attacks and
then attempt to subdue. If a charncter decides to
switch to subdual damage, previous wounding
damage can be added to the subdual damage total,
though it will continue to be treated as wounding

damage for purposes of recovery.

Unarmed Combat
Punches, kicks, head bulis, and so forth do one
point of damage, plus STR bonuses as usual.

Miscellaneous Damage
Sources of damage other than enemies’ weap-
ons can kill a character as certainly as a sword point.
Here are some damage ratings for various hardships
and Incidents:
» Acid or other caustic substance: dB8.
* Drowning or suffocating: 1 point of damage per
round after 10 rounds plus 1 round per CON.
» Exposure (o elements: d4 to 2d20 per day,
depending on climate.
» Falling: d8 per 10 feel.
» Hunger: 1 point per day.
= Thirst: 2 points the first day, 4 the second, 8 the
third, and so on.

Advanced Combat Tactics

Parry or Dodge

An opponent who does not have the initiative or
who willingly surrenders the initiative may allempt
elther to block an aliack with a weapon, armeor, or
ahleld, or to dodge an attack altogether. To do so, the
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defender must announce the Intent Lo parry or dodge
before the opponent rolls for the attack. The defender
and i then roll simultaneously as if attacking
each other; if the defender's modifled die result is
equal o or greater than the atiacker's roll, the attack
Is avolded. If the attacker's roll exceeds the
defender’s, the attacker hils as normal.

There are two ways to both attack and dodge or
parry In the same round. Zandir swordsmen and
swordswomen have the skill Swordsmanship, which
allows this tactic. And If the character decides to
forfeil his or her next round's action, It is poasible to

atiempl a secondary parry, dodge. or allack with a -5
modifler.

Aimed Shot

This is an attempt to hit a specific, vulnerable
part of an opponent, structure, or ce. The
player must inform the ter of the intent o
take an almed shol before rolling for the attack, and
musi accept a degree of dificulty penalty ranging
from -1 to -10 (famemaster's ruling). Vicims of a
successiul almed shol suffer damage as per a stan-
dard attack an unarmared opponent. On a
result of critical success, the target of an almed shot
Is disabled.

Disarm

When attempling (o disarm an enemy, a
character makes the allack roll as normal, but the
target rolls a STH roll, with a +5 bonus if his or her
weapon I8 held in bwo hands, The attacker disarms
the defender If his or her attack roll Is succesaful and
exceeds the defender's STR roll. The weapon lands
d10 feet away In a andom direction. If the disarmed
character moves lo retrieve the weapon, the altacker
can make an undefended atiack on the weaponless
character.

Force Back

This s an attempt to drive an opponent back
with a concerted attack. Il such an attack Is success-
ful, the defender sulfers no damage but Is forced
backwards d10 feet away from the attacker; the GM
should halve this distance on a resull of partial
success or double It on a critical success.

Multiple Attacks

With melee weapans only, a characler can make
maore than one attack per melee round. For each
additional attack, the character must accepl a -5
penalty on all attack rolls made that round. For
instance, a character with a +12 CR could make one
altack at +12, two attacks at +7 each, three attacks
al +2 each, or even four altacks al -3 each.

Disable

An individual, structure, or conveyance that
has suffered a ertical hit on an aimed shot is consid-
ered disabled. A Iiving creature who has been dis-
abled suffers a penalty of -5 on all die rolls until
retumed Lo full hit polnts. The gamemaster deter-
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mines whether there are any additional effects based
on the staled location of the aimed shot. For in-
stance. an avian whose wing was disabled may be
unable to fy.

Dirty Tricks

Any concelvable type of trick may be attempted,
Including irpping. eye-gouging, throwing dirt or sand
inio an opponent’s face, and so forth. Resulis are
determined by the gamemasier, based on the nature
of the trick.

Additional Combat Modifiers
* Charge: -1 CR, +2 damage

= Opponent under cover: -1 Lo -10 on missile
weapon attacks (GM's ruling)

» Altack/defend from abowve: +1 CR

= Attack/defend from below: -1 CR

* Mounied opponent versus unmounted opponent:
+2 CR o mounted opponent

= Darkness or heavy fog: -1 o -4 on all attack
rolls, and a diminished range for misalle weapons

If more than one of these modifiers applies,
the effecis are cumulative.

RurLes ror Magic

Magic Training

The amount of Ume and tralning that an
individual devoles to the study and practice of magic
is the primary factor in determining his or her level of
magical ability, as follows:

Primary Magic: Magic Is the individual's main
occcupation. The character's basic magic rating
(BMR) Increases by +1 per level of ability.

Secondary Magic: Magic |s the individual’s
secondary occupation. The characler's basie
maglc rating increases by +1 per every two full
levels of ability.

Rudimentary Magic: The character has learned
the basics of magic, bul Is nol an active practitio-
ner. The character's BMR does not advance, and
improving magical ability Is only possible through
concentraling in specific spells (see "Rules for
Experience” al the end of this chapler].

The Beginning Spellcaster

All beginning spellcasters with primary, second-
ary, or rudimentary magical tralning are considered
lo have completed a successful apprenticeship under
an accomplished master. During this period, the
novice will have acquired the following basic skills:

* How o read magical scripils.
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* How to Inscribe scrolls. One ounce of magical Ink
and one blank plece of parchment are required
per scroll. 1t takes a total of one week (o Inscribe
a scroll, at a total cost of 26 g.L

» The procedure for casting spells,

= How to detect magic by sight. Roll versus percep-
tion rating, adding basic magic rating as a
maodifier. This ability enables the magiclan to
detect the presence of magical auras and thelr
relative strength, but nothing more. A minimum
of one minute of total concentration 15 required
before a magician can make such a determina-
Lion.

. edge of the basic spells assoclated with the
magician's chosen magical fleld or flelds of study.
A magician may learn spells from other flelds if
he or she devoles time and experience points to
dolng so.

Magic Rating

A character's basic magic rating (BMR) mea-
sures his or her ability to cast spells. At first level. a
character’s BMR Is 1 + INT. Thus, a Ist-level magl-
clan with a +4 INT would have a BMR of +5. BMRs
increase as deacribed above, A characler's magie
rating [MR) represents his or her ability o cast a
apecific spell. Usually, a characier's MR with any
given spell equals the character's BMR There are,
however, two Instances In which a character's MR
with a specific spell is different from the BMR:
concentration and spells from new flelds of magic.

Through concentration, a character can lm-
prove his or her MR with specific spells. For instance,
a wizard with a +7 MR could spend & experience
points to raise his MR to +8 with a single, specific
spell. From then on, his MR with that spell will
always be 1 point higher than his BMR. See the rules
for experience al the end of this chapter for more
details,

Additionally, a character can learn spells from
other fields of magic than those given in his or her
archetype. If this is the case, the magiclan’s MR with
the new spell has no relation whatsoever to her BMR
Instead, the magiclan's MR with the new spell
improves only when she concentrates on It expend-
ing experience polnts o improve her MR with that
spell. A character's MR with a new spell begins at
+1. Agaln, see the rules for experience at the end of
this chapter for more detalls,

Mote that It is possible for a non-magician to
learn spells even though magic is not part of the
characler's archetype. In this rare case, the character
has an MR for each spell learned, but ne BMR at all.

Casting Spells

Procedure for Spellcasting

In Tallslantan magic, a spell may be cast [rom
memery, from a wrilten work such as a scroll or
book, or via the use of a magic |tem such as a wand
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or stafl. Regardless of the method employed, the
procedure |s as follows:

= Choose the Spell: The magiclan must Indicate
which spell will be cast.

= Delermine Spell Level: If casting the spell from
memory, a scroll, or a cerystalomantic crystal, the
can choose the level at which the spell
will be cast. If a magic device such as a ring or
wand is employed, the spell can only be cast at
its stated level

» Delermine Actlon Table Modifler: For a spell cast
from memory, add the enster's MR with that spell
and subtract the spell’s level. For a magle dovice,
the modifier Is simply the character's WiL.

= Roll for Succesa: Roll d20, add the modifier, and
consult the Actlon Table for results.

# Magic Reslstance: If the spell s successfully cast
upon an Inanimate ohject or a non-resisting
subject, the desired effect is achieved aulomall-
cally. Some spells allow the intended sulject a
chance Lo resist or diminish the power of the
spell. This is done by making a roll versus the
altribute raling most sultable to resist the spell's
polential effecl. For instance, a character would
roll versus dexterity to dodge a magical bolt.

Casting Spells from Memory

Casting a spell from memory Is a complex
procedure requirng great concentration and expend]-
ture of mental energy. To do so, the maglclan must
concentrate only on the act of casting the spell. No
other actlon can be undertaken while casting a spell
from memary. The caster must have free use of both
hands in order o execute the apell's required ges-
tures.

Distractlons such as gelling wounded, sudden
naises, blinding lights, and so forth may break a
spellcaster’s concentration and entall a penalty on
the roll to cast the spell.

The number of spells that a magiclan can cast
from memory per day Is equal to his or her basic
magic rating plus one. If the character does not have
a BMR. then the number of spells he or she can cast
per day equals his or her INT+1.

Magiclans who have used Lheir total allowalle
number of spells for a given day will no longer be able
to focus suffliclent mental energy (o cast spells from
memory or written works. Magic ltems may stll be
usad to cast spells, but the magiclan will require a
period of rest before the ability to cast spells from
memory or writien works Is regained. Once magiclans
have cast all thelr spells, thelr capacity to cast more
returns as follows:

8 hours = full complement of spells restored
& hours = three-fourihs of spells restored

4 hours = half of spells restored

2 hours = one-fourth of spells restoned
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Casting Spells from Written Works

Casting a apell from a written reference such as
a seroll takes a minimum of twe rounds, which limits
the conditions under which this type of spelleasting
can be employed. The caster must concentrate fully
on the spell, and must have free use of both hands, A
light source sufficlent to clearly lluminate the written
work must be present.

The roll to cast the spell 1s the snme as If the
epell were cast from memory, and the casting counls
normally against the number of spells that can be
cast per day.

If the user knows the spell on the seroll, he or
she rolls as If casting the spell normally but with a +3
bonus on the roll. If the user knows the fleld of
magic from which the spell comes, bul not the spell
itself, he or she makes an INT roll (o cast the spell. 1T
the user does not know the field of magic from which
the spell comes but knows the language in which 1L Is
wrillen and knows how to cast at least one other
spell, he or she makes an INT roll at a -3 penally to
casl the spell. If the user has no ability to cast spells
from memaory. he ar she cannot use the scroll even (f
he or she can read the language.

Note that magiclans can use their spell books,
writlen works that detall the arcane lore and symbals
needed o memorize and cast spells as well as
research notes related to the spells, (o Increase their
abilities with a spell. There are several disadvaniages
to doing so, however, First, spell books are writlen for
study and learming, while scrolls are wrilten ex-
pressly to aid in casting spells. Because of this,
casting from a spell book takes four rounds Instead
of two and the +3 bonus to the casting roll |8 reduced
lo +2. If the character doean't know the spell, sub-
tract 1 from the INT roll to cast the spell; if the
character knows nelther the spell nor the field of
magic In question, sublract 5 from INT roll Lo cast
the spell. Also, something as valuable as a spell book
rightly belongs In a safe place, making it inaccessible
during adventures.

Casting Spells via Magic Items

Any Intelligent creature or belng may attempt to
cast a spell from an enchanted Item. When a charac-
ler casis a spell from an item, a die roll Is required to
delermine I the device functions as Intended, and, if
appropriate, to determine the roll that the target
must meet In order to realst the spell. Individuals
whao are skilled In primary. secondary. or rudimen-
tary magic can use thelr basic magic ratings as
madifiers for this roll. All others roll versus their
intelligence ratings.

The level of the spell does not affect the roll to
cast a spell from a magic ltem. Also, casting a spell
from a magic item does not count against a
spellcaster’s maxdmum number of spells per day.

Miscast Spells

Miscast spells and other types of
mishaps can cause a variety of unpredictable and
oflen dangerous effects. The gamemaster determines
the nature of these effects, based on the type of spell
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or magicil adjunct being emploved at the tme of the
mishap, Possibilities include;
= gpell yields reverse eflfect
» gpell rebounds upon the caster
= uncontrolled magical energy courses through
caster (d2 damage per level)
= spell opens Inlerplanar rift
= spell opens temporal rift
= spell causes a “cursed”® effect
» whalever twisted idea the GM can come up with
Each spell ta the field of wizardry Includes a
sample mishap appropriate to it The gamemaster
can use these as examples for adjudicating mishaps
for other spells.

Magicians in Combat

Magic Resistance

Most spells that damage or dominate others
provide thelr targets with a reslstance roll. There are
several types of resistance rolls posaible.

* Dpposed Holl: The target must match or beat the
spellcaster's roll on a die roll of his or her own,
usually agalnst DEX to dodge a bolt or agalnst
WIL to resist a charm-type spell. These resistance
rolls are hard o make because a magiclan may
develop a very high MR, whereas DEX and WIL
do not Increase with CE.

* WiL+level Raoll: The target must make a success-
ful WiL+level roll, which puts the target's level
and will rating versus the level of the spell. This
type of resistance roll is relatively easy to make,
especially for higher-level characters. This type of
resistance roll is especially common for spells
that dominate or contral people. These spells are
powerful and difficult to master, so the resistance
roll s relathvely generous,

= A character may substitute BMR for WIL or
WiL+level In any resistance roll, Characters who
have learned magie plecemeal rather than as a
beginning skill do not have a BMR so they cannot
take adwantage of this oplion.

= Amulets can Increase a chameter's rolls to realst
magic of all kinds.

To determine which roll Is needed to defen:d
versus a specific spell, see the spell description in
Chapter Five.

Counterspells

While may terminate any of thelr own
magics at will, the only way to dispel another caster's
magics or remove a spell of “permanent” duration ks
through the use of an appropriate counterspell. A
spell may be countered by casting the identical spell
In reverse, or by casling a spell of opposlie or contra-
dictory effect, such as casting a Spell of Light to
counter a Spell of Darkness,

A counterspell must be greater in level in onder
lo dispel another caster's magie.
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Magical Combat s Delermine Spells: Each player secretly wriles

combat between two or more down the spell and level that his or her
apﬂhnﬁ-lmh resolved simultaneously. If physical spellcasting character will attempt. If the chamc-
combat Is also taking place, the exchange of spells ter wishes to atiempt a nonmagical play, he or
PIor af; (e #ick . fha FoLmct A i et ety ﬁ"""’;‘i"ﬁiﬂ 1ls
combat has been resalved. Use the following proce- = i LIE PEEYCTS € &
dure: e they are casting and rofl for them as described
earlier,

Examples of Magic Use
Dueling Magicians

Two Cymrilian magiclans, Sharde and Gentiene, prepare lo engage in
a duel for wagers. Both have magic ratings of +7 with all their spells. For
the purposes of the wager, the duel will last for three spells. The two
opponents write down the spells that each will use on the first round of
combat and then reveal their choices simultaneously.

Sharde has chosen a Sth-level Arcane Aura, a good defensive spell.
She rolls an 8, adds +7 for her magic rating, and subtracts 5 for the spell's
level. Her total is 10, a partial success, meaning that her spell was only
half as effective as she had hoped. Since an Arcane Aura usually blocks 4
poinis per level, her shield will only stop 2 points per level. or a total of 10

Gentiene Is more aggressive by nature. He has chosen o cast an
Arcane Bolt at level 7, hoping to wound his opponent and intimidate her
into conceding defeal. He rolls a 19; subtracting 7 for the spell level and
adding 7 for his MR equals 19. He scores a full success, Sharde sces the
bolt coming and tries to dodge it. but her DEX roll is only 11, nol enough
to dodge the boll. Gentlene rolls 7d4 for damage, and gets a result of 18.
That's enough to shatter Sharde's aura and do an additional 8 points of
damage io her. Sharde, a 4th-level character, has 18 hit points, so she still
has 10 left.

In & normal combat situation, Gentiene would be able to cast another
spell before Sharde could cast ene back because she gave up her next
action (o try to dodge his belt. But this is a duel for wagers; proper etl-
quetie demands thal Gentiene wail patiently to see how hurt Sharde Is and
whether she will acknowledge defeat. Determined to put Gentiene in his
place, Sharde decides to cast her next spell mther than bow out of the
challenge, and both players write down their spells for the next round.

The Magician and the Brigand

The magician Tandala is accosted by a highwayman while traveling
the road from Kasmir to Cymril. Tandala decides lo use an Arcane Boll o
drive off the robber. Unfortunately for her, magical combat comes afler
physical attacks so the brigand can act first. As Tandala s preparing her
spell, the brigand fres his crossbow at the magiclan, rolling a 13 to score a
hit, then rolling a 6 for damage. The gamemaster rules that the boll hils
Tandala in the shoulder. The magician's concentration is broken, and as a
resull, her spell falls.

Chastened by this experience, Tandala draws an enchanted wand
from her bell. The brigand does not have enough time to reload his cross-
bow and fire this round, so he draws his knife and advances.

In the third round, the brigand slashes at Tandala and scores a hit,
but the attack does only 2 points of damage.

This time Tandala |s using an enchanted Item, so she cannot lose her
spell. She aims the wand and fires; Tandala’s player rolls versus her basle
magic rating and gets a 7. Adding her BMR of 9, she geis a 16 and scores a
hit. The highwayman tries to dodge the bolt, but his DEX roll s only 8, not
equal to Tandala’s roll of 16, She rolls for damage; the wand contains a
level 7 Spell of Elemental Fire, so she rolls 7d4. The brigand takes 17
points of damage and perishes In a burst of flame.
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* Resolution: All succesaful spells have thelr
normal results. Counterspells and protective
spells take precedence, so If you cast a bolt while
your opponent casts an aura, assume that the
aura was cast soon enough fo protect your
enemy from your bolt. If the two spells have
contradictory effects, such as two wizards using
Spellbind on each other, only the higher-rolling
apell succeeds. Since spells are otherwise simul-
laneous, It is possaible for two wizards to alay
each other with bolts or similar spells,

Weapons and Armor for Magicians

Spellcasters can use any type of weapon that
they have the strength to employ, and may wear any
type of protective gear except partial plate and full
battle armaor, both of which are too restrictive to
permit spellcasting. Magicians generally find that
their STR Is a major limiting factor in the cholee of
armor, making spangalor [metallle cloth), red iron,
blue Iron, and enchanted anmor very attractive to
them.

Other Magical Activities
Detecting Magic

All spells, curses, and enchanled llems radiate
an aura of magical energy. The relative strength of
this aura varies to the level of the magic.
Certain types of spells can be used to detect magic,
and IL Is also possible to make such a determination
by rolling versus an individual's perception + BMR,
though at least a minute of concentration Is required
to do sa,

Identifying Enchanted Items

Anyone with at least rudimentary training in
magle can attempl to identify an enchanted item.
Many such tems bear a sigil or other markings that
may provide some clue as (o the device's function, at
the gamemaster's option. Generally a PER roll is
necessary o galn some Idea of what an item does,
Certain types of spells may also be useful In this
regard. If all else fails, a character may stmply
altempt to use the Item in order (o determine its
capabilities. In the latter case, caution ks advised,

Concocting Alchemical and
Magical Mixtures

Alchemists and many magicians are able to
create alchemical or magical mixtures or devices.
Doing so requires access to a laboralory and to the
ingredients described for the various products.
Information on these processes can be found In
Chapter Five.

Learning New Spells

While It Is assumed that all beginning magi-
cians have learned the basic spells and skills from
their chosen fleld or fields of study, spells and skills
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that fall outside of the caster's chosen fleld may also
be learned. Rules for learning new spells and magical
skills are similar to those for leaming other new
skills. See the rules for experience later In this
chapler for more details,

The basic spells for all known magical fields of
study are listed in Chapter Five. However, there are
many other spells, buried beneath the rulns of
archale cities, hoarded In the follos and collectons of
powerful wizards, or inscribed in eryptic form within
the pages of mundane-seeming tomes. It 1s the life'a
ambiUon of many spelleasters Lo unearth the secret
knowledge of the anclent masters of magic, such as
Korag, Viridian, and Mordante,

Level of Ability and Titles

In the Seven Kingdoms and similarly civilized
areas, magicians are mted according to Utle or rank
In ascending order, these are:

* Apprentice: level zero

* Initiate: level 1-6, 1st-6th degree
* Adept: level 7-12, 1st-6th degree
* Masler: level 13+

Note that a character with secondary magic
progresses through these ranka at roughly half
speed. Someone with rudimentary magic only
progresses through special application at the Lyceum
Arcanum or a similar institution,

Two characters of equal ttle, such as two 2Znd-
degree adepls, may have different practical abilities
depending on differences In INT, whether or nol they
have concentraled on any spells, whether they have
picked up marginal magical spells In thelr studles,
and so forth. While Cymrilians take these (ies very
serjously indeed, many less civillzed practtioners af
magic fnd them pointess and even distracting or
valn.

RuLES FOR EXPERIENCE

Level of Ability

The term level of abilify represents the measure
of an Individual’s capabilities with regard to the skills
used in his or her chosen profession. For monsters
and wild beasls, the term represents natural ability.

All characters begin thelr game careers at the
first level of ability. Thereafter, they may progress

upwards in level of ability by gaining experience
palnts.

Earning Experience Points

Experience poinis [(XF) are awarded o chame-
ters for adventures (1-10 points per adveniure] and
good roleplaying (1-3 points per adventure). The
gamemasler determines the exact number of points
o be awarded at the conclusion of each adventure,
depending on how demanding the adventure was and
how much the party accomplished. Every characler
in the group gets the same number aof XP for the
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adventure, but each player can get a different XP
reward for Individual roleplaying.

A chamacter can also galn XP through training,
al the rate of 1 XP per week. Tralning costs 10 gold
lumens per week for general skills and combat skills.
For magical training, students must pay 20 g.1. per
week. MNote thal characters can only eam XP for
generalized tralning in a broad skill category, such as
magic, combat, or thievery skills. It is not possible to
garn experience palnts to buy a skill while training
for IL

A character can only have 50 XP accumulated
at a time. Any points gained In addition to this must
be spent immediately or be lost.

Characters can use XP io increase In overall
level, to acquire new skills, or o Improve skills they
already have, Note that any increase that does not
require training can happen “in the field,” while a
character is on an adventure. The GM, however, may
ask the player to justfy any increase that does not
make use of tralning. A chamcier who has never
used a bow, for example, cannol concentrate In it
without taking some time to practice with it firsi.

Advancing in Level

The number of experience polnis required for a
character to advance In level of ability 18 25. When a
character has 25 or more XP, he or she can trade
them In for an advance in level. The player then
subtracis 25 from the characier's accumulated XP
and adds 1 to the character's level.

When a chamcter advances a level, he or she
recetves the following benefiis:
= 2 additional hit polnts.
= All primary skill mtings Increase by 1.
= All secondary skill millngs increase by +1, but
only per every two levels gained; secondary skills
will increase at level 2, level 4, level 6, and so on.
In addition, a character's leve] Is sometimes
used as a bonus on rolls to resist certaln types of

magic, especially magic that dominates or controls
the target.

Rising in level Is the simplest, most common,
and overall the most efficient way o Improve a
character. When creating expertenced NPCs, the GM
may simply assume the NPCa have used this method
exclusively o Improve themselves, thus making the
calculation of CR, MR, and skill levels very easy.

Learning and Improving Skills

A character can use earned experience polnts to
learn a new skill. The character must first find a
teacher and then spend the required amount of tme
studying. Al the end of this period, the chamcter
expends the required experience points and then has
the skill. List the skill in the rudimentary skilla
seciion on the character sheet. When it Is first
learned, the skill level equals the appropriate at-
tribute modifier +1. This skill will never Improve
automatically. The character must pay XP each time
he or she wants o improve In levels with this skill.
The amount of time and XP required to leamn a skill is

A Black Savant Summons a Minor Fantasm
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described in the skill deseripUion, elther for the
specific skill or for the general skill calegory.

Generally a teacher expects pay of 10 gl per
week o traln a student, though teachers of magie
charge twice that. For esaterle or mre tmaining,
sludents may have to pay even more, If they can find
the teachers In the first place.

A character can alse uss XP lo Improve a skill
he or she already has. This Is called conceniration
For each 10 XP expended on a specific skill, the
character recelves a +1 bonus on that skill, It does
nol matter whether the skill is part of the character's
archetype or has been gained during play.

Note that speclal abilitles are not skills. Rather,
these talenis are derived as a result of an Individual's
race, background, or culture. Special abilitles may
not be acquired as additional skills,

Gaining and Improving

Weapon Skills

The rules for leaming weapon skills are slightly
different from those for learning other skills.

First is the question of proficlency. A beginning
character Is proflcient with only a Umited number of
weapons, Using a weapon with which the character Is
not proficient means the character must roll d10
instead of d20 on the Action Table. To become
proficlent with a new weapon, a character must
siudy for two weeks and pay 10 XP. As with other

training, such training generally costas 10 gl. per
week. After this the character's combat

rating with the weapon equals his or her basic
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combat rating and he or she can roll the full d20
when using It.

On the other hand, characters without primary,
secondary, or rudimentary combat are not proficlent
with any weapons, They roll d10 in combal and add
Just thelr DEXs to the roll. If such characters train
with weapons, their beginning CRs will be their DEX
+1. They will never get a BCH, however, No matler
how good they become with specific weapons, they
will never get better at weaponry In general.

Characters who wish to improve their ability
with weapons with which they are already proficlent
may concentrate on those weapons. For each 10 XP
lhey spend, they gel a +1 bonus with these weapons,
making their CRs with those weapons higher than
their BCHa.

All characters with rudimentary, secondary, or
primary combat are proficient in unarmed combal. A
characler with no such combat skill, however, can
learn unarmed combal just as I learning any other
weapon.

Characters can only increase their BCRs
through rising in level, and then only if they have
primary or secondary combat.

Learning and Improving
Magical Ability

Improving magical ability is different from elther
improving general skills or iImproving combat skills.

To learn a new spell, a magician must first be
familiar with the field of magie from which the spell
comes. For Inastance, (o learn Falth Healing a magl-
cian must first become familiar with the feld of
invocation.

Becoming familiar with a field of magic requires
3 months of study plus 10 XP. A teacher usually
expecis 20 g1, per weelk, lor a total of 420 g.l. Even
afler characters become familiar with a new feld of
magic, they will not know all of the apells and skills
in thal field as they do for the fields thal were part of
their archetypes. Leamning a specific spell requires 1
week at 20 gL plus 5 XP. Aller leaming a new spell,
the magician has an MR with that spell equal to his
or her INT+1. This MR will nol Increase aulomatically
as those for the magiclan’s original spells do. Only by
concentrating can a magician Improve his or her
ability to cast these spells. When a character learns a
spell, he or she automatically learns Iis reverse. If
any, as well.

Characters can also leamn spells from scrolls, in
which case they need not pay an Instructor, bul must
slill spend the time and XP.

Once a character knows a spell, he or she can
Increase his or her magic rating with that spell by +1
for every 5 XP spent on IL This bonus applies only
when casting that specille spell. If the spell has
several dissimilar functions, such as Crystalomantic
Force or Moon Sign, this concentration must be
applied to a specific function, not the general spell as
a whole. If the spell has several closely related
funclions, such as Brilliance, then the bonus applies
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to all those functions, Likewise, the bonus applies to A character can also develop a “skill* with the

reverse forms of the spell, If any. use of a certaln magic device. Normally a character
Magical skills, such as the alchemical skill makes a WIL roll to cast a spell from a magle device,
Conecoct Elixirs, are treated exactly as spells. If a but for each 5 XP devoted to becoming familiar with

character archetype has a magical akill without the the device's operation, a chamacter may recelve a +1
basic field of magic from which the skill comes, the bonus on the roll, but only when using that specific
character must still become familiar with that fleld of  device. Another device with exactly the same effect
magic before learning any other skills in that fleld. does not benefit from this expertise; magic devices

The only way characters can Increase thelr are essenilally unique, even If two of them do the
BMRs Is by rising in overall level, and then only If same thing. Learning to use one better does not help
they have primary or secondary magic. when using others.

Examples of Experience

Reward for Valor

The Thrall RBamm, having returned safely to his homeland, has
earned a total of 32 XP. He has decided it's time to cash them In for some
tangible improvement. Il he wishes, he can spend 25 XP to rise from 5th (o
Gth level, leaving him with 7 XP. This Increase in levels would Increase hia
BCR [and thus all weapon skills), his Mounted Combat skill, and his
Tazian Combat skill by +1. It would also give him +2 hit points. On the
other hand, during his venture into the Borderlands he stumbled upon a
mace imbued with elemental force, something capable of doing more
damage than his two-handed sword. Unforiunately, he is nol proficient
with maces, and he currenthy has to roll d10 Instead of 420 when using
this weapon.

Instead of rising a level, Ramm decides to use 10 XP to learn Lo use
the mace. Finding a weapons instructor in his homeland of Taz is never a
problem: he pays the traditional 20 g.1. for two weeks of tralning, reduces
his XP to 22, and becomes proficient in the use of a mace. He may now roll
20 with his mace and use his BCR as his CR with the mace. Since he I8
fifth level, has primary combat, and has a DEX of +2, his CR with the
mace Is +7.

With 10 of the remaining XP, Eamm concentrates on his mace skill
and Improves It by +1, (o +B. His BCR Is still only +7, and whenever he
increases his BCR. his CR with the mace will also Increase, His CR with
the mace will always be +1 more than his BCR, al least until he concen-
trates more on the mace.

With 12 XP lelt over. Ramm could concentrale further on the mace,
concentrate on Tazian Combal, or acquire a new skill. but he decides Lo
hang onto these 12 XP and walt untll he accumulates 25 XP so he can go
up to Gth level. Not only will that Improve all his skills, but he will also get
+2 hit points, something he cannot get by concentration.

The Study of Witchcraft

The wizard Tandala has arrived al Cymril, where she Intends (o
study at the Lyceum Arcanum. Her goal is to learmn witcherafl so that ahe
can leam several wilcheraft spells that she has found on scrolls. She has
accumulated 18 XP.

First, she finds a teacher and studies for 3 months, paying 420 gL
for the service. She also expends 10 XP, dropping her total o 8. She now
knows how witcheraft works and can leamn the spells she wishes from her
scrolls. Remembering her eventful trip to Cymril three months earlier, she
decldes to practice with her Wand of Elemental Fire. She expends 5 XP
and gains +1 on her WIL rolls o use this specific wand. She has only 3 XP
remalning,

Tandala would like to be able learn a wilcherafl spell immediately
upon returning to Kasmir, so she studies two more weeks In general magic
theory al the Lyceum, which costs her 40 g.l. This study ralses her XP to
5, enough to learmn a new spell from her scrolls,
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CHARACTER CREATION

The fallowing outline provides a geneml overview of
the procedure for character creation. Having a
character sheet In front of you will make the
process much easler. The characler sheel Is the
last page of the book.

The Archetype

The first step In creating & chamcler is choos-
ing an archetype. The archetype describes the
character's race and profession, which In turmn
determine most of the character's attributes, skills,
possessions, and so forth. To select an archetype,
ask your GM which archetypes would be most
appropriate based on the location of the campaign.
If you are In a campaign based in the Seven King-
doms, choose from the archetypes in the table on
the nexi page. If you wish to play a different arche-
type, ask your GM for permission and advice.

Race, Profession, and Homeland

Take this Information from the archetype, a
description of which can be found later on in this
t':npttr. and wrile these facts on your character
sheel.

Age
Look al the lifespan chart at the back of this
chapter and select an age for your character. Write

it in the space provided.
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3
Archetypes

“The continent of Talislanta is home (o a remarkably
diverse array of races. The Cymrilians, Thaeclans, Had/in,
and Phantasians can trace thelr ancesiry from the early
Archaens. The Za, Druhks, and Beastmen claim to be
descended from the elder race of Sub-Men, while peoples
such as the Bodor and Thiasians would seem to be the
offspring of the many
created by the ancient Archaens, Others, most notably the
Jour-armed Ahazu and the four-legged Moorg-Wan, can
only be mutations caused by The Great Disaster. As for
the rest, one can only guess.”

hybrids called neomorphs

— Exrerpled from the journal of the wizard Tamerlin

e ——

Physical Characteristics

Note the basic physical characteristics ndicated
for your charscler and record this information on the
character sheel. Feel free o embellish the descrip-
tlon of your characler as desired; add distingulshing
features and describe the character's outward
appearance (rugged, alluring, sinister-looking, etc.)
according o your preferences.

Attributes

In pencil, wrile the altributes from the arche-
type you selected onto your character sheet. For a
description of whal these attributes mean, see
Chapter Two. If desired, you may aller the atiribuies
alightly to make your character different from the
average character of your type. To do so, you may
add +2 points Lo your attribules, either +2 on one
attribute or +1 on two separate attributes, but you
miisl then sublract a like number from other at-
tributes. If you decide only to add +1 to one attrdbute,
you only have to subtract 1 from one other attribule.

Wote that “0° is an average attribute for most
humanoid races, Anything higher than that Is above
average, and anything negative is below average.

Level, Experience, and

Hit Points

Your level is 1; your experience 0. For your hit
polnts, add your character’s CON to the number
listed for hit points in the archetype. This is your
beginning total. As your character adveniures, he or
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Table 3.1 — Appro

priate Archetypes for the Bﬂ'n duml

Asrisd (blue) scout— semi-avian scoul

Arriad (green) botanomaneer— semi-avian
plant magician

Ariane Seeker— mystic wanderer

Arimite knife-fighter— knife-fighting specialist
Batrean concubine— beautiful, beguiling
escaped slave

Batrean warrior— brutish escaped slave
Cymrilian magiclan— experi in things magical
Cymrilian rogus magician— ou wizard
Cymrilian warrior mage— skilled in magic and
fighting

Danuvian swordswoman— mercenary adven-
turer from Zaran

Dracartan desert scout— from Carantheum,
ally of the Seven Hingdoms

Ferran thiel— rodentlike adventurer
Cnomekin crystalomancer— diminutive practi-
tioner of crysial magic

GCnomekin warrlor— diminutive, tough under-
ground warrior

Jaka manhunter— bestial tracker, “gone civi-
lized®

Jhangaran mercenary— perhaps a deserter from
the Aamanian

army
Kasmiran weaponsmith— shrewd weaponcrafter
Kasmiran trapmage— shrewd traperafter and
magician
Mandalan Mystic Warrlor— refugee from the
Quan Empire, martial artist
Muse telempath— butterfly-winged aesthete
Sarista rogue— wanderer in search of good
fortune
Sindaran collector— dual-encephalon with
genlus-level intelligence
Thaescian enchanter/enchantress— hedonistic
wizard from a distant isle
Thrall warrior— bred and bomn for battle
Zandlr charlatan— {lamboyant (ricksier
Zandlr swordsmage— [lamboyant wizard and
WRArTIOr
Zandlr swordsman fewordswoman— unsurpnssed
with a dueling sword

she will accumulate experience points that can be
traded in for an Increase in level or in specific skills
or spells. Each time your character's level Increases,
he or she recelves +2 additonal hit polnts,

Skills

Record your language or languages and special
abilities In the skill section. Il you have the language
Talislan, decide whether it is the Commaon Tallslan
spoken by laborers, the uneducated, poor immi-
grants. and so forth, or High Talislan, spoken by
arstocrats, wizards, scholars, and the like. These two
languages are essentially the same, though High
Talislan is much more sophisticated and formal
sounding,

Now record the skills listed for your archetype.
Unless a skill says "secondary” or “rudimentary” in
front of it it is a primary skill. For each skill, record
your current skill level; this is equal to the appropri-
ale atirdbute modifier +1. You can find the attribiite
modifiers in the descriplions of the skills in Chapter
Four. For instance, if you have the skill Scout. which
uses PER as ils attdbute modifier, add +1 to your
PER and record the lotal afler Scoul on your charac-
ter sheetl under the primary section,

If you have primary, secondary, or rudimentary
combat, you must select the weapons with which you
are proficient. For primary combat, you may select
five weapons; for secondary combatl you may select
twi, and for mudimentary combat you may select only
one. You may wish to walt until you have selecied the

Archetypes

weapans you will be able to buy (ses “Wealth and
Posssssionsa”™ below] before determining the weapons
with which you are proficient.

Now select common skills from those described
in Chapter Four. You may have 3 + INT common
skills, always at least one. So I your INT 18 +1, you
may select 4 common skills, Your level with each skill
equals its attribule modifier +1. One of these skills
must be a customs skill that will represent your
background. You may choose more than one cusioms
skill if you have lived in more than one type of soclety
for a fadr length of time.

Note that languages are considered common
skills for this purpose. You may wanl to selecl other
languages and add those (o the others lsled for your
archelype, especially if you do nol speak Talislan. It
is also handy lo be able o speak both Common
Talislan and High Talislan so thal you can fit in with
people at both ends of the soclal spectrum.

If you wish you may select trades and crafts,
bul each one of these takes Lthe place of two common
skills you could otherwise select. So if you can take
four common skills, you can take one trade or craft
plus two common skills, one of which must be a
customs skill.

If you wish, you may also select a scholarly
pursuit, representing a formal education. but each
scholarly pursuit takes the place of three common
skills you could otherwise select. So Il you can take a
total of four common skills, you could Instead select
one scholarly pursult and one common akill, which
miust be a customs skill.
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Magic

If you have a magic skill, record your feld or
fields of magic. Your basic magic rating equals your
INT +1. Your number of spells per day equals your
basic magle rating +1.

Audedi . you can write down the spells and
skills from your field of magic on the back of your
character sheet.

Wealth and Possessions

Roll as directed for your beginning wealth and
record It on the back of your sheetl. Then record your
beginning possessions as listed for the archetype.

You may wish to buy some equipment before
the game begins, so look al the price lists in Chapler
Six to see whal Is available and what you can afford.
As you buy goods, deduct the price from your begin-
ning wealth.

Il you are a magiclan, you may have scrolls of
apells indicated for your archetype. If so, declde
which of your spells you want to have wrillen on
scrolls, You may want (o choose spells that you
usually cast at leisure because It takes extra Ume (o
cast a spell from a scroll. See the rules for magic In
the previous chapter for more details,

Combat

If you have primary, secondary, or rudimentary
eombat, your basie combat rating equals your DEX
+1. If you have no comhat skilla, write *d10 +|DEX]"
on the sheet. In this case, your DEX is your basic
combat rating, but you only moll d10 instead of 420
when rolling to hit; see the rules for combat In the
previous chapler.

Write your total hit points where the sheel says
“Current Hit Poinlts.” As your character takes dam-
age, you will take poinis from this figure, but don't
change the general hit point score recorded abave L
The figure above is to remind you how many hit
polnts you have when you are not wounded,

Record each weapon you have in the weapons
section. Under “CR." wrile your basic combat mting.
Under “Damage” wrile the damage listed in the
Chapter Six plus your STR. Under "WL™ list the
weapon's welght. Be sure your STR Is enough to use
these weapons.

Mote that, for now, your CR with each weapon
edquals your basle combal rating; later on, if you
decide Lo concentrate on a weapon, your CR with that
weapon might Increase beyond your BCR.

If your weapon list includes a weapon with
which you are not proficient, put “d10” before the CR
figure for that weapon. This means you roll only d10,
not d20, when rolling to hit with that weapon.

Roleplaying

The “Roleplaying™ section of the archetype
describes what this type of character is usually like,
Familiarize yourself with these traits, and then add
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whatever other personal detalls you wish, making
vour character differ from the norm. Enter these
noles in the "Personality Tralls® seclion of the
characler sheel.

Name

Now go back to the top of the chamacter sheet
and Invent a name. For characiers l’rumﬂm.?-mn
Kingdoms, use the following gubdelines:

Aerlad names sound something Ilke bird calls.
Cha-Chik and Kree, for example, are common Aeriad
namecs.

names are like those in books by
Jack Vance or Lord Dunsany, such as Zaveron or
Avemar.

Gnomekin names tend toward sing-song, such
as Ebo Surabla or Indo Nobio,

Kasmiran names sound rather Semitle, Adn il
Knsr and Anash al Din, for example, are typlcal
Hasmlran names.,

Muse names are usually based on flowers.
Lilyandre and Davallia are both common.

Sindaran names often sound ominous, and
female names ofien start with vowels. Anden is a
common female name, and Kahutan is common for
males.

Thrall names are based on weaponry or military
lerminology, such as Cestus, Ao, and Ramm.

Contacts

As a beginning character, your chamcier may
have one impaortant contact, someone to whom he or

she can tum for advice, assistance, support, and so
forth. Depending on your character, this contact may
be a parent, a former mentor, a childhood friend, a
travellng companion who came to Cymril with you, a
former schoolmate, a sibling, or just about anyone.
Decide who this person is. how you know him or her,
and what resources this contact may have. Talk this
over with your gamemaster to make sure the contact
fits the setling. Remember that the GM can velo your
idea If it Is too outrageous, such as having the Wizard
King Arradamus as your best buddy. Write down (his
Information on the back of the character sheet.

Background
With the gamemasters
assistance, fill in details of
the character's past and
determine the clreum-
slances under which the
new character will begin
his or her game career.

The character s
now ready Lo enter
the world of Talls-
lanta.
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TALISLANTAN ARCHETYPES

The fallowing Is a list of Tallslantan archetypes,
featuring game stats, equipment, and possessions.
Each entry represents an “average” first-level member
of the type deplcted, and is ready to play as is,

The format used to describe each archetype s
as follows:

Description
This section fealures general information on the
archetype’s race, natlonality, and profession.

Homeland
This indicales the archetype’s place of origin,

Lanquage
This Indicates the native language spoken by this
race, I this language Is Talislan, the player may
choose Commeon Talislan or High Tallslan.

Physical Characteristics
This is a listing of the archetype’s physical propor-
tiona (height, welght, eic.), usually expressed as a
range; players may determine specifics as desired.
Other distinguishing features assoclaled with the
archetype will also be listed here.

Attributes
This Is a listing of the average attribute mlings
poasessed by Lthe archetype.

Hit Points
This indicates the average number of hit polnis
by the archetype at first level. If creating
an archetype of higher level, add 2 polnis per each
level above the firsl.

Special Abilities
This indicales any special abilites possessed by all
archetypes of this sort. Those that are not sell-
explanatory are described in the “Skills™ secton,

Skills
This 1 a list of skills typlcally possessed by the
archetype. ln some cases, the character Is allowed a
cholce of several skills in a glven area.

uipment
This Is a list of the basic equipment
and possessions owned by the arche-
type al first level, In some cases, the
characler is allowed (o choose the ype
of weapons he or she will own, =

Archetypes
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Wealth
This figure indicates the amount of wealth possessed
by the archetype at first level, expressed as a range.
Multiply the figure given here by the type of die
indicated to determine the archetype’s starting
wealth. To create higher-level characters, use the
same ure, and then mulliply the total by the
character's level of ability.

Roleplaying

This section Includes Information on customs,
beliefs, and motlvations generally assoclated with the
archetype. Note that this is a general guide only;
archetypes may also have Individual quirks and
behaviors that do not colncide with all members of
their mce and nationality.

Archetype Descriptions

The following is a comprehensive lst of the 118
current archetypes in Talislanta. These archetypes
are listed in alphabetical order by reglon, with
listings of mental, physical, soclal, and other charac-
teristics that will help you determine which archelype
best fits your needs as a player character. Please
refer (o the section on character creation at the
beginning of this chapter in order to modify your
characler to it your requirements.

A
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Master List of Archetypes

The following Is an alphabetical listing of all the archetypes native to the continent of Talislanta and the
surrounding environs. The list includes a briel description of each archetype. along with the major region in

which each can be found.

Type
Anmanian

inquisitor
Anmanian warrior- priesi/priestess

Anmanian wilch hunier
Aertad [blue) seout

Aeriad (green) botanomancer
Ahaeu warrior

Araq warrior

Ariane mystic

Ariane Seeker

Arimite knife-fighter

Arimite Revenani

Batrean concubine

Batrean warrior

Beastman /Beastwoman hunter
Bodor musletan

Callidian eryplomancer

Chana warrior

Chana wilchman /witchwoman

Cymrilian magiclan

Cymrilian warrior mage
Danelek hunter
Danuvian swordswoman

Green Man /Green Woman symbilont

Gryph warrior
Had]in arlstocrat
Harakin warrior

Ispasian mercantilist

Jaka beasimaster/beastmistress
Jaka manhunter

Jhangaran marsh-hunler

Description

Orthodoxist Cult interrogator
Orthodoxist Cult priest, warrior
Orthodoxist Cult tracker, spellcaster
semi-avian archer

semi-avian plant magician
four-armed warrior, savage

hyhrid reptilian, hunter
transcendent mystic

traveling mystic

knife-throwing warrior, hunter
cull assassin

beautiful woman with begulling scent
brutish male fighter

bestial hunters, warriors
consummate musiclan, sound-sight ability
cryptologlst, maglcian, scholar
primithve warrior. headhunter
primitive shaman, headhunter
magic specialist

magician, thief

warrior, magician

primitive warrior, hunter

female warrior, skilled with swords
warrior, thiel, spy

witcheraft practicloner

nomadie merchant fthiel

nomadic magician

warrior, scoul

practtioner of thaumalurgy
primitive warrior. hunter

primithve shaman, hunier
unscrupulous merchant
unscrupulous merchantwizard
rodentlike thiel

sealaring thiel

diminullve magiclan, crystalomancy
tough. diminutive warmor
magician, seller of secrets
benevalent plant-humanold
winged warrlor, scoul

wealthy arlstocmt

survivallst, warrior

amphiblous slaver, warrlor
merchant, Investor

bestial hunter, influence wild animals
bestial bounty hunter

primitive hunler

primitive mercenary

primitive sapphire miner

carrier of a cursed s

male warrior, tracker

elite warrior

warrior, spellcaster

merchant, financier

artificer

Reglon

Westemn Lands
Westem Lands
Weslem Lands
Seven Ringdoms
Seven Kingdoms
Wild Coast
Wilderlands
Central Regions
Central Regions
Westermn Lands
‘Weatern Lands
‘Wild Coast

Wild Coast
Central Regions
Wilderlands
Wilderlands
Eastern Lands
Eastern Lands
Seven Kinpgdoms
Seven Kingdoms
Seven Kinpdoms
Wilderlands
Wilderlands
Central Regions
Weslem Lands
Desert Hingdoms
Degert Kingdoms
Deserl Kingdoms
Desert Kingdoms
Weslemn Lands
Westlern Lands
Wild Coast

Wild Coast
Wilderlands

Far Isles

Seven Hingdoms
Seven Kingdoms
Western Lands
Wild Coast
Central Reglons
Wilderlands
Eastern Lands
Far Isles
Eastern Lands
MNorthlands
Morthlands

Wild Coast

Wild Coast

Wild Coast

Wild Coast
Eastern Lands
Eastern Lands
Eastern Lands
Seven Hingdoms
Seven Kingdoms
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HKasmiran trapmage
KEharakhan warrior
Mandalan Mystic Warrior
Mandalan savant
Mangar corsalr

Manra shapechanger
Marukan tallsmancer

Mirin alchemist

Mirin tundra scout
Mogroth amber trader
Monad servilor

Mondre Khan warrior
Mud People shaman

Mud People swamp-warrior
Muse telempath

Nagra shaman

Nagra spirit tracker
Ma-Eu cannibal

Na-Ku witchdoctor
Oceanlan Sea Nomad
Orgovian trader
Parthenlan sea trader
Phantasian astromancer
Phantaslan dream merchant
Phantasian guardian
Phareslan peddler

Quan noble

Rahastran cartomancer
Hajan assassin

Hajan assassin-mage
Rajan desert warrior
Rajan necromancer-priest
Rasmirin anarchist
Shadinn executioner
Sarisla gypsy

Sauran dragon rider
Sawlila spellweaver
Sindaran collecior

Stryx necromancer

Stryx warrior

Sunra aguamancer
Sunra dragon hunfer
Sunra mariner

Tanasian wizard
Thaecian enchanier fenchantress
Thiasian performer
Thrall warrior

Ur clan shaman

Ur warlord

Vajra engineer

Vird infantry

Xambrian wizard hunter
Xanadasian chronlcler
Yassan lechnomancer
Yitek Lomb-robber
Yrmanian wildman /wildwoman
Za raider

Zandir charlalan

Zandir swordsmage
Zandir swordsman /swordswoman

Archetypes

trap apecialisi, magician

glant warrior

non-lethal martial artist
scholar,

sea-roving plrate

primitive shapechanger

minor magiclan, luck charms
alchemist, Immune to cold
spellcasier, Immune to cald
warrlor, scout, Immune to cold
peaceful, slothlike trader

plant servilor, passive

savage warrlor, tracker
amphiblous, four-legged shaman
amphiblous, four-legged warrior
butterdly-winged, telempathy
primithve spelicaster, hunter
primitive tracker, warror
primitive warrior, demonoid
primitive shaman, demonold
scafaring warrlor

nomadic trader, warrior
seafaring merchant, aulomaton
magiclan, windship pllot
merchant, windship pilot
warrior, magiclan, windship pilot
traveling merchant, magician
decadent, wealthy arfstocrat
traveling fortune teller, magician
Nihilist Cult assassin

Nihilist Cult assassin, magiclan
warrior, scoul

Mihilist Cult priesl, male
warrior, maglcian

demi-glant warror, executioner
chardsmalie thiel

reptilian warrior-priestess, female
reptilian warrior, dragon rider
primitive magiclan, songs are magical
dual-brained intellectual
hidecus avian, cult magician
hideous avian, warrior, scout
aquatic spellcaster

aquatic hunter, warrior, tacker
aquatic pilot, warrior

exiled magiclan

artificer, magician

danecer, singer, acrobat

hybrid warror, immune to fear

brutish warrior-shaman, read emotions

brutish warrior, read emotions
wartior, engineer, armored scales
expendable warrior, mixed mce
warrior, magician, tracker
scholar, magiclan

engineer, artificer, artisan
nomadic thiel, warror

savape warror, erratic behavior
primithve warrior, robber
mountebank, magican, thiel
warrior, magicinn

Mamboyant sword expert

Seven Kingdoms
Wilderlands
Eastern Lands
Easlern Lands
Far Isles
Eastern Lands
Wilderlands
Naorthlands

Northlands

; Wlltlﬂtfmt

Wilderlands
Eastern Lands
Wild Coast

Wild Coast
Seven Kingdoms
Eastern Lands
Easlern Landsa
Far lsles

Far Isles

Far lsles
Wilderlands

Far Isles

Far Isles

Far Isles

Far lales

Seven Kingdoms
Easlern Lands
Wilderlands
Desert Kingdoms
Desert Kingdoma
Diesert Kingdoms
Desert Kingdoms
Norihlands
Desert Kingdoms
Western Lands
Central Reglons
Central Reglons
Far Isles

Seven Kingdoms
Central Regions
Central Reglons
Eastern Lands
Easlern Lands
Eastern Lands
Seven Kingdoms
Far Isles

Far Isles

Seven Eingdoms
Central Regions
Central Regions
Easlern Lands
Diesert Kingdoms
Wilderlands
Eastern Lands
Desert Kingdoms
Diesert Kinpdoms
Warthlands
Wilderlands
Westemn Lands
Westem Lands
Westermn Lands
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The Seven Kingdoms

AERIAD (BELUE) SCOUT

Hur Aeriad seouts serve as aerinl reconnaissance in the Borderlands Legion, os windship
guides, and os adventurers. They are fine archers, employing either the Er-bow or dart-
thrower, As the spoecies s no longer capable of sustatned flight, Blie Aertad must use en-
chanted Bracers of Levitation o augment thelr aerlal capabilities,

Homeland: Vardune of Lhe
Seven Kingdoms.,
Language: Talislan.
Physlcal Characteristics:
5'6°-6', B0-120 Ibs. Irides-
cent blue plumage, vestigal
wings.

Attributes:

INT O FER +2
WIL O CHA O
5TR -1 DEX +4
CON -1 SPD 42
Hit Polnts: 12

Special Abilities: Glding [up to twenty-five yards, wind
permitting), expertise with dart-thrower, tri-bow, and
crescent knife (1 bonus when employing these weap-
onsj,

Skills: Secondary combat, archery, seout; plus
woaponer, artisan, or artificer.

Equipment: Virdinn Hnen eloak and tunie, Bacers of
Levitntion, sandals, two crescent kndves, durt-thirower
willh quiver of ten darts or tri-bow with five clips.
stoppered gourd flask with vinesap, pouch.
Wealth: d10 x 10 gold lumens in mixed ootns.
Roleplaying: The Acrlad are a mee in the process of
devolving from an avian to a ground-dwelling species, OF
the two sub-species of Aerind, Blues nre more high-strung and aggressive, They
detest the prospect of develution, and embmee the waoys of thetr wild ancestors.
Aeriad speech s chametertzed by a slight stutter, evident only on words that begin
with a hard "C® or "K* sound. This is because the Asriad’s vestigal beak has not
yet devalved sufficiently to allow for all nunnces of the Talislnn tongue.

AERIAD (GREEN) BOTANOMANCER

Grovn Aeniad botanomancers and members of a respected magieal fratemitty thai reveres as s
inspiration the greal Virdian, a fobled sorcerer of anclent times who is ened e with the
crvation of the viridia plant and mangy other wsefid hybrids. Green Aeriod are concermed with
the preservation of their wooded homeland and the restoration of the Talislanian endronment

to lis naturel, pre-Disaster siabe,

Homeland: Vardune of the

4'10°-5'27, 70-90 lbhs. Iril:lr_-ﬂ
cenl green plumage, vestigial

wings.

Attributes:

INT +3 PER O

WIL +1 CHA O

STR -3 DEX +2

CON -2 SPD O

Hit Points: 10
CYMRILIAN MAGICIAN

Cymrilian magicians receior their tralning af U Lyestum Arcanim, Cymal's foremost instibube
Jor the study of the ancane arts. As such, they may become profielent with any chosen magieal
Sield of shudy except primilive enchantment, shamanism, and spellieaving.

Homeland: Cymril of the
Seven Kingdoms.,
I-mlul# High Talislan,

Ph.rdul Characteristics:
6-6'4", 120-160 lbs. Light
green skin (may be colored by

enhancements), slender bulld.

Attributes:

INT +3 PER O
WiL o CHAD
STR -1 DEX -1
CON O SPD O
Hit Points: 12
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Speclal Abilitles: Oliding [up 1o twenty yards, wind
permittding).

Skills: Primary mugiic [botanomancy), ngriculiure,
herts lore, alehemieal skills of Concoct Elixir, Concoct
Polson, Concoct Potion, and Conooet Powder (but only
those mixtures that use exclusively plant ingredients),
Equipment: Virdian linen cloak and tunie, siall,
scroll of two spells, d4 books on plants and herbs,
pouches [seeds, reed pen, tnkwell], stoppered gourd
Mask [vincsap).

Wealth: d20 x 10 gold lumens,

Roleplaying: Of the two sub-species of Aerind, Green
Acrind are more ingquisitive and Intellectual than thelr
relatives. They accept devolution as & natural and
unalterable process and have adopted certatn of the ways of civilized folk, inehud-
ing the study of magic, agriculture, and writtng. See Aeriad, e for mone detads.

Special Abilities: None.

Skills: Primary magic [enchantment plus cholee of
sccond magical Aeld), arcane lore.

Equipment: High-collared cloak and robes of spinifax
of varfous colors, leather and siher-bound spell book,
pouch, d4 potions in amberglass vials, scroll of two
spells, stafl,

Wealth: d20 gold pentacles (Seven Hingdoms cur-
rency: worth live gold lumens aplece).

Roleplaying: Cymrilians possess an lnsatiable
curjosily as pertains to magic; roll versus will rating
to reslst the templation o examine unknown magical
{tems or relnted phenomena, They covel enchanied
jtems, arcane formulae, and magical tomes above all
other things. Most are quite ecoentrie by nabure,
fovoring high-collared eloaks and other famboyant
attire as well as personal enhancements, such as skin
and halr coloring. unusual haindos, cte.
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CYMRILIAN ROGUE MAGICIAN

Rogue magicians are spellcasters who hawe clocted o use thetr mogical tolends for thieveny ar
or rebels, With access to the sages of Cymril, they can bearn anyy mogical fleld except privibos
enchantmend, shamanism, and spellusaring.

HKingdoms.

Language: High Talislan,
Archaen.

Physlcal Characteristlcs: 6=

6'4°, 120-160 Ibs. Light green
skin [(may be colored by

[ Homeland: Cymril of the Seven

enhancemenis), slender build.

Attributes:
INT +2 PER +2
WIL O CHA -2
STR -1 DEX +1
CON O SPD 0O
Hit Polnts: 12
CYMRILIAN WARRIOR MAGE

Cymerlian warrior moages ane trained in the arts of wizardny end combal, They are primardy employed
as pllots, navigalors, and crew aboard Cymil's contingend of udndshlps. Due to thetr [imdied magioal
abiities, warrior mages ae generally accorded lesser esteem than full- fledged magicians,

Kingdoms.

Language: High Talislan,
Archaen.

Physlcal Characteristics: 6
65", 130-200 Ibs. Light green

skin (may be colored by
enhancements), slender but
muscular build.
Attributes:

INT +1 PER O

WIL +1 CHA O

5TH +1 DEX O
CON D SPD +1

Hit Points: 12

Homeland: Cymiril of the Seven

Special Abilities: None,

Skills: Sceondary magic (choloe of magical ficld), sccond-
ary combat, any three thicving skills,

Equipment: Cloak, breeches, and tunde, choles of two
weapons, pouch, shoulder bag. equs sieed, spell book,
scroll with one apell.

Wealth: d10 x 10 gold lumens in colns.

Releplaying: Rogue magiclans are nonconformists wha
typlcally exhibit a Oexible sense of mormlity. Most seek o
acquire magical knowledge through the quickest and
casicst means, cven i illegnl methods must be employed
to meet these ends. See Cymnllian magiclan for mons
elirtails on Cymrilions.

Bpecial Abilities: None.

Bkills: Secondary combal. secondnry magle (wizandry), pilot
[(windship), arcane lore,

Equipment: Cleak and garments of spangalor (metallic
cloth), Arcane Longsword, dagger, leather and silver-bound
apell book, pouch.

Wealth: d12 gold pentacles (Seven Kingdoms currency;
worth five gold lumena aplece),

Roleplaying: Warrior mages are intrigued by magle, though
primarily as pertains to its usc in combat. See Cymrilian

GNOMEKIN CRYSTALOMANCER

COnomekin

ane experts af grouslng, polishing, cutting, and appraising all types of

crystals and gemaiones. Those who live n the subterranean cify of Durme typleally senoe as
oueraeers of a enysial garen or emyatal-selling concerme Others trace] abroad buying, selling, or
prospecting for flne crysinls and gemstones.

Homeland: Dume of the
Seven Hingdoms.
Language: Talislan.
Physical Characteristics:
2'10°-36", 60-100 Ibs. MNut-
brown skin, sofl black
mane, large green eyes,

childlike featires.
Attributes:

INT +2 PER O
WIL O CHA +2
STRO DEX +4
CON +6 SPDO
Hit Polnts: 16

Archetypes

Bpecial Abllities: Natuml climbing ability, night vistan.
Skills: Secondary magie [erystalomancy), agriculiuriat
[erystal grower), artificer, appraise treasure [crystals and
gemstones).

Equipment: Cloak, loincloth for males, knee-length
smock for females, pouch with crystals for
Cryatalomantic Force spell (carats equals character's
magic miing], and amber opticals that serve (o protect
the eyes from light while above groumnd.

Wealth: 10 x 20 gold lumens in crystals.

Raol 4 are friendly and industrious folk
who live in und cavern-clifes and travel far and
wide by means of a network of subterransan trails known
a5 the Underground Highway, They tend ta be eheerful
and optimistic by nature, and have a deep reverence for
the earth. Gromekin are so modest and unassuming by
nature that they never refer to themselves in oonvers-
tion; for example, “Am pleased to see you® means 1 am
pleased (o see you”
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GNOMEKIN WARRIOR

Gruwmarhdn wwarriors are the protectors of thetr homeland, and will not hesitate to fight th onder o
defend thetr homes, families, or friends. After sendng a tour in the Gromekdn miliiln, seme opt for o

career as adventurers,
v D Speclal Ablltles: Natural climbing ability, night vision.
Hosmslum: D ofthe Skills: Primary combat: phus weaponer. armorer, or
Seven Kingdoma, artificer:
Language: Talislan. Equipment: Scale armor over & rough linen tunic,
Physical Characteristics: crystalblade, sling with pouch of twenty stoncs, d4

2'10°=3'6", 60-100 Ibs. Nul-
brown skin. soft black mane,

large green eyes, childlike

pottery vinls of stcnchroot sap and for ormange fungus, and
amber opticals that scrve to protect their eyes from Hght
when above ground.

features. Wealth: d10 x 10 gold lumens in erystals and for coins,
Attributes: Roleplaying: Sev Gromekin crystalomancer,
INT O FER DO
WIL O CHA +1
STR +1 DEX +4
COMN +8 SPD O
Hit Polnts: 16
HASMIRAN MONEYLENDER

Kosmiran moneylenders are shrewed and rensusned for thelr bustness acmen. They wdll
eagery finance ventures that afford a good chance for prafit, provided adequate guorantees of
Payment ane made in adoance.

The Seven Kingdoms

7 Special Abilities: None,
Homeland: Kasmir of the skills: Secondary combat, moneylender, administra-
Seven Kingdoms. tor, artificer (locks and trap mechanisma), lockpicking,

: Tallslan. disarm/detect traps.

Characteristics: Equipment: Hooded robe, cloak, curl-toed boats, coin
4'6°=5', T0-110 Ibs. Ma- purses [conccaled), heavy brass keyring (afMixed to belt
hogany brown skin, shriveled | via chain), Kasmiran spring-knile [with pouch of six
features, hunched posture, | Piades). Kasmirn biade-stafl, locksmith's tools.
Attributes: Wealth: d20 x 200 gold humens (hidden in vaulis).
INT +2 3 PER O Roleplaying: Kasmirmns are a suspicious folk who live

in windowless towers. They are widely regarded as
WIL +2 CHA O misers, and often exhibit a sour disposition. Fearing
5TR -1 DEX +2 theft, Kasmimns carry hidden weapons and place all
CON O SPD O thetr valunbles under lock and key.
Hit Points: 12
EASMIRAN WEAPONSMITH

Kasmiran weaponsmiths are antificer-magictans who specialize tn the making of elaborate and sophisticated weapanny,
Among thelr creations are such devices as spring-knbves, Modestaves, blade bracers, and
varioius bypes of concealed weaponny, Some speetallzr in weapons thal appear fo be harmicss

fioms, such as combs or omade fons, but contain hidden blodes or other dangerous dinvices,

Homeland: Kasmir of Lhe

Seven Kingdoms. ment), artificer (locks and trap mechanizms]),
L lll“ll '.. Taltslan. WIS POaT.
Physical Characteristics: Equipment: Hooded rmbe, clonk, curl-toed boots, coin

4'6°-5, 70110 Ibs, Mahogany
brown skin, shriveled fealures,
hunched posture,

Special Abilitles: None.
Skills: Secondary esmbal, scoondary magic fenchant-

purses [concealed), henvy brass keyring [affixed to belt
via chain), Kasmiran spring-knife (with pouch of six
blades), Hasmimn blade-stafl, locksmith's tools,
locking tron-bound spellbook.

Attributes: Wealth: d20 x 200 gold lumens [hidden in vaulis),

INT +2 PER O Roleplaying: See Kasmiran moneylender,

WIL +2 CHAD

STH -1 DEX +2

CONO SPD O

Hit Polnts: 12
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KASMIRAN TRAPMAGE

Homeland: Hasmir of the
Seven Kingdoms.
Language: Tallslan.
Physlcal Characterlstics:
4'6°-5, 70-110 Iba, Ma-
hogany brown skin, shriv-
eled features. hunched
posiure,

Attributes:

INT +3 FERD
WiIL +1 CHA O
STR -1 DEX +3
COND SPD -1
Hit Polnts: 12

MUSE TELEMFPATH

Kasmiran trapmages ane artfficer-magicians who spectal-
tze in the design and construction of sophisticated braps,
security devices, locks, and other mechanisma, Their
senvices are in demand throughoit the continent of
Tallslanta,

Bpecial Abilities: None.

Skllls: Sceondary maghe [wizardry), artiicer (locks and
trap mechanisms), kekplcking, disarm fdetect traps,
engineer, rudimentary combat,

Equipment: Hooded robe, cloak, curl-toed boots, coin
purses [concenled), heavy brass keyring (affixed to belt via
chain), Knsmiran spring-knife [sith pouch of six blades)
or Kasmirnn blade-stafl, lockamith's tools, locking lron-
bound speliboal.

Wealth: d20 x 100 gold lumens (hidden in vaulis),
Roleplayling: See Kasmilmn moneglender.

Muse telempaths ane able o use their uncanny abidittes to nfluence other sentient creatures, which they do by profecting
emotions and menial images; viciims must rell versus will riing to resist. Accusiomesd o communizating via this method, they
tend o regard common speech as dull and uninieresting. Muses love music and art but are averse to toll; hence, they create
only as the mood suits them, Their wares, fncluding musical instruments, gossamer tapestries, and other arttstic creations, ane
trecsired throughoit the Seuen Kingdoms and Beyond.

Homeland: Astar of the Seven
Kingdoms.
Physical Characteristics:

5'6°-8", B0-140 lba. Skin and
hair colored either turguolse,
violel. rose, or aquamarine:;
delicate features, butterflylike

wings.

Attributes:

INT +3 PER +3

WIL -4 CHA +4

5TR -3 DEX +3

CONOD SPD -4*

*on the ground only; SPD O

when alrbome.

Hit Polnts: 10
PHARESIAN FEDDLER

Pharestan peddlers are a class of

throughoet the Seven Kingaoms and beyored, hatoking parious medicinal mivtures, curlos, and minor

n;lqu.‘nlm#‘mtu.

6'-6'4", 120-160 Iha. Skin
and hair dyed with bright
irideacent colors, slender

build.

Attributes:

INT +2 PER +2
WIL O CHA O

STHO DEX +1
CON D SPFD O

Hit Points: 12

Epeccial Abilities: Notuml telempath, Umited Might.
Musics can use thelr wings o remaln alrbome for anly
two minutes per level of ability, then must rest for at
leant twice an long before again taking to the alr.

Skills: Secondary mage (natuml magle), art, muslelan-
ship, artificer (musical Instrumenits), herb lore,
Equipment: Gossamer robe, one or more musical
instruments, loom [for weaving gossamer), pouch
{plgments, blossoms, nectar], pet whisp (see beloud.
Wealth: None; Muses care nothing for riches,
Raleplaying: To non-telempaths, Muses aften seem
distracted, disinterested, and alool. In [et, they ore
contemplative by nature, and are highly perceptive to
thelr surmsuindings. They marely speak, preferring to
eommunicate vin telempathic thought-images. When
ielempathic coniact is elther not possible ar undesirble,
Muses may use their pet whisps (o speak for them These
creatures can be quite tnlkative, humarous, or even
sarcasiic by nature, according lo prevalling elreum-
stances, Muse player charmeters are allowed o roleplay
thelr own whisps; as long as the Musc charmcter does
nothing to place the whisp in jeoparcdy, it will remain a faithful friend and ally.

tsho sorve as nerant merchant magiclans, They travel

Special Abilitles: None.

Skills: Seeondary magie (wizardry], merchant, appralse
treasure, alchemical skills of Coneoet Elixirs, Concoct
Medicinal Mixtures, Concoct Powders,

Equipment: Patchwork cloak and robes of bright colors,
wand or stafl, satchel [iled with salves, medicants, charms,
curiositics, elc.), spell book.

Wealth: d20 x 5 gold lumens In colns and mixtures.
Roleplaying: Pharestan peddlers are o persistent lot, and
are regarded as public milsanoes in many places, Thowgh
they are technieally considered citizens ol Cymril, fow
Pharesinns profess allegiance to the Seven Hingdoms, most
preferring the role of free agents. Like other Cymrilinns,
Pharesians are ennmored of magic (n all (ks orms and must
struggle to resist the tempation o examine any magical find
froll versus will mting). They tend to be very eccentide in
terms of dress, fvoring vibrant colors and garish clal
palnts,

67

SWIOPSUIY UIAIS 9L



SINDARAN COLLECTOR

Sindaran colleciors are eccentric indidials who combine thetr chosen profession with a

passion for collecting things. Like all Sindarans they are dual-encephalons, capable of
using each of thetr o brains independently, Stndaran collectors tend o specialize ina

sirgple type of collectible, such as antique artifocts,

Homeland: Sindar of the
Seven Kingdoms.

Language: Talislan.

Physlcal Characteristics: 7=
74, 180-220 Ibs. Rough,
sandy-hued skin, ridge of six

homlike protruslons running
along crest of skull, bony chin
spur, emacialed appearance.
Attributes:
INT +8 FER O
WIL O CHA O
STR-1 DEX O
CON O SPD O
Hit Points: 10

alchemdeal

*demented ane.”

TANASIAN WIZARD

Hemeland: Cymril of the
Seven Kingd

Language: Tallslkan.

Physical Characteristics: 6'-
547, 140-160 lba. Light green
hair and skin, plain features,

The Seven Kingdoms

narrow build,
Attributes:

INT +2 PERO
WIL +2 CHA O
STRO DEX 0
COND SPD O
Hit Polnts: 12

books, scnolls, curins, or plants.
Special Abilities: Dunl-encephalon; oll Sindarans
are ambidextrous, can concentrate on two
different subjecis simulianeously, and can avert
the neod for slecp by ane braln at a time,
They are also allowed two attempts for any die roll
to resisi mental influence.

Skille: Sccondnry combat, collecting (includes
ability to appraise the specifle type of commadity
being collected), plus ane of the following profes-
sdons and relaied skdlls;

» Alchemist: primary magic (alchemy),

= Scholar: any 8 scholarly pursulis.

* [nvestigator: tracking, pllot [aindskifl), intermo-
pate.

Equipment: Silk loincloth or knfinn, arm and leg
bracers, cape, bandolier pouches [with 246
ambergiass vials of varous powders), rod of

alchemy, siher carrings and necklace, Trivarian game, collection [scrolls, curios,
antiques, or some other eategory of collectibles), Nask of skoryx [Sindaran Hguod,
pparatus [alchemist only], By of informational tomes [scholar anlyl.
Wealth: 420 x 100 gold lumens in cotns and collectibles.

Roleplaying: Sindarnns tend o be verbose nnd are partial 1o the use of multisyliabic words. It is not uncommon for o
Sindaran to argue both sides of an lssue, a practice directly related 1o having two independently functoning brains, If given
the oppartunity, a Stndarmn can go on for hours about almost anything. Sindarmn collectors are completists who find bt
difficult to resist indulging in thetr obsession [roll versus will rating If [aced with the tempiation to examine o Bwored type of
eallectible). All Sindamns are fascinated by Trivarian, o complex game that s incomprehensible to non-Sindomns,
Sindarans may lose thetr dual-encephalic abilities through acckdent. Injury, or attempting to practioc magic. Individunls
whi have suffered such a fale often bocome rmtonal and unpredicinble and are called *Sindm,” o respectful erm meanlng

Tanastan uilrards ane oulcasts, members of the former nding class of Cymnll who wene

expelled from the Seven Kingdoms in the gear 803 v for attempting o overthrow the gouerme
mernd. Most ane now exiles, foroed o leave Cymnl and fnke up residence tn distard londs.

Special Abilities: None.

Skills: Primary magic [wizardry plus one additienal
field of cholee), arcane lore,

Equipment: High-collared cloak and robes of green
fustian, leather-bound spell book. scroll of two spells,
gnuntlets, siafl,

Wealth: d20 x 10 gold lumens tn gold penitncles
[Scven Kingdoms currency: worth Ave gold lumens
aplece],

Roleplaying: Tanasians tend to be haughty by nature,

regarding themsehves ns superior to other magicians,
Many are bitier regarding their loss of status and
expulsion fmm Cymril, and spend thelr ime plotting
i gain revenge upon the current Cymrdllan govern-
mentk They tend to be reclusive, fearful that they will
one doy be cnplured and brought to trial by wizamnd
hunters in the employ of the Seven Kingdoms. It is

widely known that the Tanasians fovor o return fo the old doys, when they were the rulers of
their own nation. They are scinoted by mogic; see Cymrilinn magician for detndls,
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THRALL WARRIOR

The Thealls ane a moce created by sorcerowes hybridizatian. Brod for comrbal, thary
earel as warriors but possess litile apdiucde for any other profession. Except for
tn sex, all Thralls look exactly alike. To compensale for this, Thralls
decornte thetr bodiles from head o food with elaborate and highly ndisdualistic
tatioos. These markings represent the indivkdual’s ploce of birth, clan qffiliation,
rank, and achievements, and constiule o great sowrce of pride. Thralls can
il fowr peribal commitenication
“Homeland: Taz of the Seven Bpecial Abilities: Tmmunity to fear,

Kingdoms. Inability to comprehend magic.
Talislan Bkills: Primary combat, mouniod

Language: - £ combat, Tazian combat.

Physical Characteristics: : Lotncloth for males, shart

68", 300 Ibs. (male); 8'4%, 200 | jeather tante for females, sandals,
Ibs. (female). Halrless, devold | dagger, greatsword with shoulder
of pigment. body covered with | sheath, gende (parmying armor.
colarful tattoos, muscular mangone] Hzard or grmymane siecd.

bulld., Wealth: d20 x 5 gold lumens in mixed
Attributes: SRR

INT -3 PER O Roleplaying: Thralls are learkess in
WIL +2 CHA 0 combat, though generadly not to the

int of recklessness. In all matters
STR +4 DEX +2 ;;-_‘rtulnmgln-:mtnlud warfure they
CON +4 SPD +1 are skilled neticians who posscas an
* as pertains to non-combat instinctive ability to gmsp even the most
sliuations anly: in combat complex military sirategics. Conversely, Thmlls have littke Interest in other skills aned

tuations = professions, which they generally do not comprehend. Accordingly, other peoples
;I],thln“'“{l; & aften find them a bit dull witted.

_______________ The Seven oS
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ARAQ WARRIOR

Arag warriors roam the Wildedands in small war bands, preying upon land dragona and other
humanokd species, They have hembod the land drogon almast to the poind of edinetion, using
tha howms, bones, and hides of these massive creatures o make their weapons and equipmemt
5 Special Abllitles: Survive for up o six wecks wdthout
Homeland: The Kharakhan food or wmier, communicate with reptilian species,

Wasles. hide provides 1

polnt of armor protection,
Language: Talislan, Sauran. Bkills: Primary combat, mounted combat [duadir],
Fhysical Characterstics: 6'- | tmcling, stalking,

6'6°, 130-230 Ibs. Scaly, light
brown hide, dorsal membrane,

Equipment: Arm wrappings. boots, breechelout (both
mbes and females) and shield of land dmigon hide;

snakelike features, claws, suar-edged dagger, spear and mace made of dmgon

swopSury] UsA3S aYL

fang bone: shoulder pouch, backpack, dusdir steed with
~ Laggage
Attributes: W:lll.h:‘]"'l

ane,
INT O PER O Ro : A sorcerous hybrid of Sauran and Man,
WIL 0 CHA O Arag display the worst tradts of both these races. They
5TH +2 DEX +2 ure extremely tve and have a taste for human-
CON +7 SPD oid flesh. Arng shun all goods and weapons produced
Hit Polnts: 12 by other peoples, consldering such devices talnted.

Cialy through consclous ellort are Amg able to restrin
their murderous impulses; roll versus will mting or feel the urge to kill if proveked in any

Wy,
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BODOR MUSICIAN

Bodor masicinns are the most accomplished musicians in Talislanfa. They possess the ability o see

sound wares as a series of colors, and they converse by means of a musical longunge that requines
no words to convey meandng. Thelr favorite instruments inelude the tambosr (tuned drema), glass

Side, glass bells, the intricate

musical roupes of 3-12 individuals, seldom stoying in one place for any great length of ime.,

and the four-player bellows-pipes. Most Bodor trawed in

Homeland: None,

Language: Bodorian, Talislan,
Physical Characteristics: 5-
5'6", 180-240+ Ibs; Amber
skin, round-faced, portly

badld.

Attributes:

INT +1 PER +3
WIL O CHA +2
5TR -1 DEX +3
CON O SPD -1
Hit Points: 10

Special Abilities: Bodorinn sound-sight.

Skills: Musiclanship (any three tnstruments), diplanncy,
merchant (selling services as musician).

Equipment: Three musical instruments of choice, Bodar
amock, blousy pantaloons, chaln-kbop earrings and bracelels
ol lacquercd metal, troveler's satchel.

Wealth: d10 x 5 gold lumens plus d 10 x & silver pleces.
Roleplaying: Bodor tend o be quict and softspoken offstage,
but guiic animated when performing. Though able o
eorverse in the common tongue, they much prefer thelr oam
musical language. Bodor tend to be clannish and regard
other peoples as outsiders. They are sometimes nomised by
the pitch changes that accompany the normal speech patterns of other mces, which
inadvertently convey other meanings to a Bodor, Bodar are the only other moe

CALLIDIAN CRYPFTOMANCER

The Callidions are a race of magician-schelars whose ancestors wene displaced biy The Great Disaster.
They are experts af analysing and declphering all types of charts, maps. and written works, Callidians
possess the ability to "speak in longues "—io comprehend and converse In any language. Thelr rubaral
an infense inferest in the study of eryptography and linguistics, have made them
much in demand as scribes, translators, and cartogrophers. The roce is sald o be dying out, end enly o
Jeie hundned Callidions remain on the continent,

abilibes, combined wdth

Homeland: None.

Language: Any (see special
abilities).

Physical Characteristica: 5'-
67", 140-180 lbs. Oranges
akin, large cranium, narmow

capable of learming the Sawila's muisical art of spellwesving,

i - al

VA

i
i

g

Special Abilities: Speak in tongues: Callidinns can speak and
understand any language.

Skills: Sccondury magic (eryplomancy], arcane lore, crypiogr-
phy, cartography, linguistics [reading).

Equipment: Starched headdress and robes of yellow linen,
leather-bond apellbook, magnifying crystal (for conmining
seripts and symbels), 244 serolls or reference works [on anclent
scripts, crypiology, symbaology, ete.), pack or shoulder satchel,
pouch with quill pens and Inka.

Wealth: d10 x 10 goled lumens in various currencles,
Roleplaying: Callidians are serfous and studious by nature.
They prefer to spend thelr time reading. and are normally averse
o [rivolous behavor, Callidinns are fascinated by books and
unfnmdlinr writings: mil versus will ming or be unable to resist

b,

Attributes:

INT +4 PER +2

WIL +3 CHA O

STH O DEX -2

CON +1 SPD -1

Hit Points: 14
DANELEE HUNTER

the urge o study the work in guestion.

Danelek hunters roam the Barrens region of the Wilderdands of Zaran, hunting for land Heards and wild game. They are a
primitive people of harsh and eccasionally eruel habiis: some regard them as a roce of Seb-Men, Danelek trade n sall, which
thary milre from the nearby salt plains of this reglor. Thene are many Danelek tribes, each of which s led by a hereditary
Jamily leader knotwn as the Naz Traders who have dealt fatfy with the Danelek i the past may

be allosed to mwet with the Naz in order to sell or barter thelr wares. Among the Danclek tribes,

sall erysinls ane used as curmency).

Homeland: The Barrens.
Language: Talislan, Sign.
Physlcal Characterlstics:
5'8"-6'2°, 100-200 |bs, Skin
blackened by exposure to the
suns, halr bleached white and
worn In dreadlocks.

Attributes:
INT -1 FER +2
WIL -1 CHA +1
S5TH +2 DEX O
CON +4 SPD O
Hit Polnts: 14

70

clal Abflities: None,

: Beeondary combat, mounted combat (land lizwred],
stenlth, waylay, ambush, tracking, silderness survival,
Equipment: War (lail, short bow and quiver with 20
arrows, dagger, breechelout, brief halter for fermoles, leg
and arm wmppings of land Heard hide, land leard steed
with side bags,

Wealth: d10 x 3 gold lumens in salt crystals, land lzard
hides, and/or assorted coins.

Roleplaying: Danclek are savage and somewhat grim by
nature, and tend to prefer the oompany of thetr oam kind,
They are gencrally distrustiul of strangers, and consider
It their right to ambush and kill travelers who stop Lo rest
6l the oases that dot their terrilories. Warriors atialn
status according to the number of “kills® they have made,
regardless of the means employed.
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DANUVIAN SWORDSWOMAN

Danuidan swordsisomen ane arong the most skillful warmiors in Talislanda, and are mach n
demand as mercenaries. All serve a tour of didy in the Danuian military, after which many find
gadnful employment with the Seven Kingdoms' Borderlands Leglon, or in the company of asdventur

bng groups.

Homeland: The Independent
City-State of Danuvia.
Language: Talislan.

Physical Characteristics:
6'2°-6'6", 160-200 Ibs. Bronze
skinned, black mane, strong
features, face decorated with

plgments.

Attributes:

INT @ FER O

WIL O CHA +1

5TR +3 DEX +3

CON +1 SPD +2

Hit Points: 14
FERRAN THIEF

Special Abilities: None.

Skills: Primary combal. mounied combat [equs). oom-
mand: phis armorer, weaponer, or antmal handler,
Equipment: Black fron corsclet and wrist bracers, !
pacded bodysuit, hip-high leather boots, shoulder pouch, |
haltserd, long sword, polgnarnd [treat as dagger, in sheath /f
thed to leg), earrings, tore, equs steed.

Wealth: d20 x 10 gold lumens.

Roleplaying: Damndan females are agpgressive by
nature. They are quite tired of hearing disparaging
remarks aboul women, and do not refmin from demon-
strating thelr skills on those who insult them in this
MANNET, » Danuvian males are docile and

subservient to the female population. Though Danuvian females can only procreate

with munles of their own race, many actively scek males of other races ns consorts.

Ferrans ane found throughout the Wilderands roglon, and to a lesser extent in cipilized lands. Ferrana sametimes frame fo
ciillized regions, where they may operate as thieves, spies, and adventurers, They are seldom
welcome among clillized peoples, for the Ferran scent is considened offensiue by most other
reces, particidarly those that possess a keen sense of smetl

Homeland: The Wilderlands of
Zaran.

Language: Talislan.

Physical Characteristlcs:

JE =44, 50-75 [bs. Coarse
brown fur, rodentlike features,
hairless Lail.

Attributes:

INT +2 PER +8*
WIL -2 CHA -4
5TR -3 DEX +8
CON +2 SPD +4

* as regards sense of smell
only; otherwise, +3.
Hit Points: 4

HADJIN ARISTOCRAT

Hacdjin artstocrats are perhaps the wealihiest of the various peaples whe cloim descent from
the anclent Archaens. They lioe in splendor in the highly exclusive precincts of the city-state of
Hadjistan, which in recent years has gained pepulanty as a resort for the rich,

Homeland: The Independent
City-State of Hadjistan,
Language: High Tallslan.
Physical Characteristies: 6-
66", 140-180 [bs. Light gresn
skin and hair, plain features.
narrow bulld.

Attributes:

INT O PER O
WIL O CHAQ
STRO DEX 0O
CON O SPD O
Hit Points: 10

Archetypes

Special Abilities: Emit foul odor three times per day;
victims roll versus CON o resist or are nouseated for
d4 renameds.

Skills: Secondary combat, plck pockets, swipe,
appralsc treasure, siealth, stalking, tracking [by
scent).

Equipment: Loincloth for males, tattered tunde for
females, pouch, seavenged bits of clothing and gear,
dagger.

Wealth: d10 x 3 gold fumens in mixed coin and
miscellnneous baunbles,

Roleplaying: Ferrans are scavengers by trade and
preference; a Ferran will not aquire by honest means
anyihing that he or she can steal. Sly and erafty, they
avold direct condlict whenever possible, preferring
instead o utlize siealth, speed, and the element of
surprise. They tend to rely upon their keen alfnctony
abilitics rather than their other senses, and constantly snilf the air  gather
information about thelr surmoundings,

Abilitles: None.
Bkills: Administrator, arcane lore, antiquaran lore,
apprafse treasire,
Equipment: Layered robes, distinctive hendwear, lang
gloves, scented fan, money purse, silvermane-drawn
carringe, small estale,
Wealth: d6 x 1.000 gold lumens, plis an Inheritanes
of len times this Agure in property and other valu-
nbles.
Roleplaying: Born into great wealth, the Hadjin
consider themselves superior to common follk. Most
are anobbish by nature, affecting a standoffiah
attitude towards sther peoples. They are in the habit
of waving themsches with soenied fans when in the
prescnce of outskders, whom they decm odious and
cosrse. The Hadjin shun hard work of any sort.
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KHARAKHAN WARRIOR

The Kharakhan ane a race of glants whose war clans range the Wildedands of Zaran b great
batile wagons drawn by teams of cgriphants, Once numerous, only a_few hindred of these
savage folk still remain on the continent. Some theorize that the Kharakhan ane descended
Jroim a race of neomarplis created by the early Archaens for the purpose of battling the

a race of glant nepiitans who once nuled the continent of Tallslanta. [ e, this could

axplain why the Kharakhan ane the ondy Talislantans whe ane able to declpher the strange
gluphs thot are_found engroved upon cerfain nedrns now abtributed o the Drokdoen,

Homeland: The Kharakhan
Wasles.

Language: Talislan (rough.
obscure dialect).

Physical Characteristics:
10°-15", 1,000-1,200+ Ibs.
Massive physique, dusky gray-
black skin, savage counte-
nance,

Attributes:

INT -4 PER +3
WIL +6 CHA +3
STH +8 DEX -4
CON +9 SPL -4

HIit Polnts: 18

Bpecial Abllities: Skin acts as | point of armor, st
does di + STR damage, use glant-sited weapons, can
use two-handed melee weapons of normal siee in ane
hand, able to detect the seent of Men at o mnge of
about 5O feel,

kills: Primary combat, mounted combat fogriphant,
behemoth, or Kharakhan war wagon); plus armorer,
weapaner, of artificer.

Equipment: Leather harness, pack, d4 pouches,
lolnchoth for males, voluminous fur garment for
fermnles, black iron shield, cholos of teo glani-steed
weapons, ogriphant steed (high-level charcters moy
own o behemoth steed).

Wealth: d10 gokld humens.

Roleplaylng: Khambthan giannts are grull and crude
by natuare, with littke knowledge of civilized cusioms
and manners. They speak an ancent and obscune
dinlect of comunon Talislan. which to the cars of
chvillsed Tallslantans makes them sownd even mare

savage nnd unsophisticated than they are. The Khamkhans' great size (s both an advantage
and a disadvantage, a fact that Kharakhan player characters would do well to keep in mind,

MONAD SERVITOR

Monads are a race of sorcerous hyboids ervated n anclent times by the magicians of
Phandril. They are sexiess beings whe repraduse by a process similar to eell division,
Hﬂﬂlﬂ'ﬁlyj'nrjizewﬂjwh lf\e;rhgr:m.tpmun o skills per se. They
Jolloww instructions well, however, and are tircless and loyal workers. Despile appear-

ances, the race of Manads does not lack indelligence.

Thary are muiie, but communicate

beasith i comeron sign langumnge and a compler varfation of sign that they devised.

Homeland: None.

Language: Sign.

Physlecal Characteristics: 7
T'6%, 500-T00+ Iba. Striated
black and white skin, tiny
cranlum, Immense (orso and
Hmts,

Attributes:

INT O FER O
WIL -& CHA O
S5TR +8 DEX -4
CONM +9 SPD -4
Hit Polnts: 22
72

Special Abilitica: None,

Skills: Mone, per se; Monads miist be -
simicied in any tnsk that requires o certain
amount of skill. They can perform any rela-
tively stmple or menial skill at thelr current
level of ability.

Equlpmant: Loincloth and sandals.
Wealth: d10 gold lumens, unless a slove,
Roleplaying: Most Monads are gentle by
nature and prefer to abstain from viokeni
professions. If forced to defend sell, a Monad
will use fts great bulk o knock down or
restrnin an atincker while continuing to
maintain an sutwnrdly placid demeanor.,
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MARUEAN TALISMANCER

Mardkan telismancsrs ane mibsor mogictans who specialize tn the makdng of luck medallions and
Wmmmmmhmmimﬂm,nwaaﬂymw
sometohat specions by other Tallslantans, Manikan alismancers provide the cify-state of Mondk
wAth the luck medallions that make thetr cursed loes bearable. Lior all Mandoans, they siyfer from
Homeland: The Independent

thelr heads, In other lands, Mandeans ane reganded as

City-State of Maruk. harbingers of sormow and gloam.
Language: Common Tallslan, | Special Abilities: None.
Physical Characteristics: Skills: Secondary magle [tallsmancy), artiflesr, con.

Equipment: Gray vestments, pouch [with d4 tmlismans),
truveler's cloak. Marukan luck medallion, spell book,
scroll of one spell

54 -572°, B0-200 Ibs. Pale
complexion, sunken eyves,

Attributes: Holeplaying: Morukans are pechaps the mest dowmitmd-
INT O PER O den and unhicky of all the Tallslantan races. They tend to
WIL O CHA -2 be gloomy and [ambistic by nature, attributing any
STRO DEX 0 problems that may arlse o the anclent curse that has
COM O SPD O followed their people for centures. Marukans are utierly dependent upon thelr luck
Hit Points: 12 talismans, without which they fecl defenscless.
ORGOVIAN TRADER

The Orgowlans are a nomadic people who roam the Wilderlands of Zaran and sumounding regions, makdng o living os troders.
defend themselves against thictes and brigands. wolll ot aocept coln for theltr wares,
Buit deal exclusively in barter, an old habli odopled by their ancestors following the dewaluaiion
of the Ovpouian yatma, a lead coln deemed worthless after the dissolution of the old Kingdom of
Orgotia

Homeland: The Wilderness of
Zaran.

Language: Talislan, Sign.
Physical Characteristica:
54°-g', 90180 Ibs. Dusky
orange skin, narrow, pro-
truding chin, squinty eyes,
lean build.

Attributes:

INT +1 PER +]
WIL O CHA O

STRO DEX +3
CON +2 SPD O

Hit Points: 12

RAHASTRAN CARTOMANCER

Rohustron canoroncets are raveling magicicns who wander from place to place, eaming a luing
as fortune kellers or gamblers, i s the custom of these indikduals io trust o the luck of the Zodar,
a card game Belleoed o have magical g

Homeland: The Wilderlands
of Zaran.

Language: Tallslan, Archaen,
Physical Characteristics:
5'8°-6'4", 130-100 [bs. Dark
complexion, black hair, bright
blue eyes, angular (mme.
Atiributes:

INT +3 PER +4
WIL -2 CHA O
S5TR O DEX D
CON D b
Hit Polnts: 12

Archetypes

Special Abilitles: Nonc,

Skills: Secondary combatl, mounted combat, barer,
appralse treasure, beast handler,

Equipment: Loper steed, lenther vest and bools,
lelnekoth, brown felt headdross, 10-20 iron armbands,
prod-hook and star-thrower with a dozen “shooting
stars,* pouches, bundles, and sacks.

Wealth: d10 x 50 gold umens in barter goods (ivory,
bolts of cloth, metal tools and weapons, potiery, salt
and sploes, ote).

Roleplaying: Orgovians are normally subdued by
nature, tending to keep thetr thoughts to themsclves.
The traders have few resenvations about whom they
deal with, provided they are offered fadr value for thelr
Wires. desplse bandis and cheats, however, and
routinely kill such indhviduals in order to trade thelr scalps and possessions for

usefal goods,

ueIez Jo SPUBR[ISPIIM YL

ropaertiies,

Speocial Abllitiea: None.

Skills: Primary magic (cartomancy), alchemibcal akdlls of
Concoct Powders and Concoct Elixirs, radimentnry
combat, herb lore.

Equipment: Long eoat, breeches, cloak and eap of blue
fustinn, belt and bandolier pouches, 2d4 amber crystal
vials [elbdrs), Zodar deck with vory case Inlald with
serpentine, amethyst pendant, tmveler's satchel,
graymane stood.

Wealth: 410 x 4 gold humens plus a like guantity of silver,
Roleplaying: Moody and intrespective, Rahastrans
ascribe senilent virtues to thelr cards, which they claim
cin be used to predictl the futire. To these individuals, lilke
is an intricate game of chance. Most tend to be loners,
though some are able to tolemie the company of n few
trusted companiona, ol least for o Hme.
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The Wilderlands of Zaran

XAMBRIAN WIZARD HUNTER

Xambrian wizand huniers ane the last surliorns of a fece whose ancesions Lisne
sulijected o genocide by the necromancers of ancient Quaran. These grim folk ane
dedicated to hunting doun the refncamaied forms of their anclent enemdes. [n this they
elaim o be directed and even possessed by the spirits of thelr ancestors. To suppont
themselues, Xambrian wizard hinters somwtimes toke work as bounty henters who
spocinlize in hunting down oullow spelleasters, or as mercenaries and adveniuners,
Chantie and unpredictable, they are reganded uith suspicion tn many lands,

Special Abilitles: Spirit gukdance (see belowy,
Homeland: The Wilderlands | gy, H-rmn:l.nr_\rcnﬂnint. pecondury mogie

of Zaran, (mysticism), tracking, stalking, stealth,

Language: Xambrian, interrogate, disarm/detect traps, sct/fdeteet

Talislan, Archaen. snares, tafling, hide,

Physical Characterlstics: | Bquipment: Vest. tight brocches and boots of

5'6°-62", 100-180 Ibs. strider JRUnUSE " chain

Deathly white skin, raven meah, cloak, graymanc or ontm steed, lurge

halr, dark violet eyes, hard | Shoulder pouch, twin daggers. cholce of secand
gy weapon, karge scroll of spells made of animal

features. hide [this serves ns a spell book) and bone

Attributes: ease, seroll with one spell,

INT +1 PER +2 Wealth: d10 x 20 gold lumens,

WIL +1 CHA -4 Roleplaying: Xambrians are tormented souls,

STR +1 DEX O sworn o carry oul an anclent vendetta agalnst

CoNO SPO 0O the encmics af thelr mee. At any time,

Hit Polnts: 12 Xnmbrinns may mecelve “the calling’—a paychic

summons from the spirits of thelr ancestors
that informs them that one of the enemics of
their people has returncd o Talislanta in the form of a reincarmator {see Chapler
Eightl, When this oorurs, the wizard hunters must tmvel o Omen, the mountain of
skulls. Here, ancestml spirits will possess the Xambrians, tnatilling tn them the
knowledge of how 1o loeate the enemy and Investing the wizard hunters with a portion
of thelr spiritual strength. From this moment on, the Xambrians will not rest uniil
they have earred oul the verwdeita,

ZA RATDER

Za rakdlers are the bane of the Wilderlands, preying upon merchant caravans, land-arks, amnd
all thoae whe hall from the clviized lands of Tolislanta, Formerly divided indo a number of
mtiey bandit gargs, the Za clans are now uited wunder the legendary ruler of thetr people, an
tnclividieal knoum as the Tirmhata,

Bpecial Abllities: None,

Homeland: The Wilderlands of | gkills: Secondary combat (proficiency tn all weapons

Zaran. Hsted below], mounied combal, tmcking, stalking.
Langunge: Tallslan, Sign. scoul, camoullage, apprdse reasure,
Physical Characteristics: Egquipment: Loincloth, tight hide chest binder for

666", 00-190 |bs. Wrinkled | females, harmesa of atudded kund teard hide, blade-
4 bracers, whipsash, £a bmadsword, neckines af
i’uwmgl s ::ﬂ'.‘l,d:ap;ﬂ hammered black tron disks, horn short bow with
e o e quiver of twenty barbed armows, graymane steed

mustaches in long brakds. (mane braded).

Attributes: Wealth: d 10 x 5 gold lumens in plunder,

INT -1 PER O Roleplaying: Za are flerce and cruel, seldom taking
WIL -1 CHA DO prisoncrs in their rids. 1L is thelr cusiom o drink the
STR +2 DEX O blood of valorous opponents from skull cups in the
CON +4 SPD O belief that this will bestow upon them an additional
Hit Points: 12 measune of courage and sirength. Since the returmn of

thelr legendary ruler, the Tirshata, the Za have bt
ane goal: to eradicate the clvilised peoples of Talls-
lantn.
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AAMANIAN INQUISITOR

The inquisiiors are servants of Aaman's Orthodaxist Cult and ant among the mast feared

individuals in the Western Lands, They

in 'lﬂln!dlmﬂu.'malﬂntndﬂm_

mism for the forcible conversion of infidels to the cult's doctrines. In practice, “rifual
consists of torture, coercion, bnterragation, and as a last resort, execution. The inquistiors dress tn
white, signifising “purity,” and wear masked headdresses (o ensure their anonymity, They are
mast afien found demonstrating their grisly talents in the Halls of Penance, or working tn
corfunction with Onthedavdst Cult mondtors, warrior priesis, and wiich huniers,

Homeland: Aaman,
Language: Talislan.
Physical Characteristics:
5'8-62", 110-180 Iba. Topaz
skin, green eyes, lean phy-
slque, all facial and bodily
halr removed.

Attributes:

INT O FER +2
WIL +2 CHA -4
S5TR +1 DEX +2
CONDO SPD O
Hit Polnts: 12

to all Aamantans is the desire o attaln mana, so that they may rise in status and plety in the eyes of the Orthodoxdst Cult,

Bpecial Abilities: None.

S8kills: Sccondary combat. secondary magic (invocation),
Intermogatle, orture, cosree, eaplonage.

Equipment: Cult mask and henddress, d3 concealed
weapnns, cloak, robes, gloves, boots, pouch (for instru-
merts of torture], munacles, spell book.

Wealth: Only 4410 gold lumens; the Orthodoxist Cult
clothes and fecds Its loyal scrvants,

Roleplaying: Anmanian cultists are an Intolerant and
highly conservative people who revere An the Omni-
scient and consider nonbelicvers infldels. Devout
fundamentalists, they shun any form of merrymalkdng or
tmproper behavior, and never question the dictates of
ihelr superiors. Aamanians tend to dress alike, act alike,
and think alike; creative speech Is typically shunned in
fvar of cult alogans, dogma, and scriptures, Important

AAMANIAN WARRIOR-PRIEST /WARRIOR-PRIESTESS

The warrlorpriests and warriorpriestesses of Aaman ane decdicated to the propagation of the
Orthodaxist Cult and to the conversion of infldels to the tenets of Orthodaxy. Since the rise to
power of the new Hisrophant, Omnus |, all priests and archimages of the cult have been
required (o sense in the capacity of “holy warriors.” They protect the temples of Aa the Omni-
sckent and serie as commanders of Anman's holy anmdes,

Homeland: Aaman.
Language: Talislan,
Characteristics:
566", 100-180 |bs. Topaz
skin, green eyes, all facial and

bodily hair removed.
Attributes:
INT'D PER O
WIL +3 CHA D
5TR +1 DEX D
CON O SPD O
Hit Polnts: 12
AAMANIAN WITCH HUNTER

Aamardan witch hunfers are loyal servants of Lhe Orthodoxist Cult of Aamar. They roam the
Western Lands and beyond, heenting doum and capturing enemies of the cults Mack magicions,
dtches, warocks, and any wham the Hierophant declares enemdes of the Orthododisis,

Homeland: Aaman.
Language: Talislan,
Physical Characteristics:
%'67=6", 100-180 Ibs. Topaz

skin, green eyes, all facial

and bodily hair removed.
Attributes:

INT +1 PER 0
WIL +4 CHA O
STR O DEX 0
CONOD SPD O
Hit Points: 12

Archetypes

Special Abilities: None.

Bkills: Secondary eombat, secondary magle (immea-
tion), mounted combat, metaphysical doctrines
[Drthodoxy).

Equipment: Black tron partial plale srmor wom over
eoarse undyed woolen garments, helm and shield
acguered white), mace. heavy croashow, elonk,
graymane steed [fully eaparisoncd], leather-bound
book of spells, iron holy symbol of Aw

Wealth: d20 x 20 gold himena in offerings.
Roleplaying: Sce Awmardan iguisiior,

Special Abllitles: None,

Skills: Secondary magle [invocation), omtory, mcta-
phiysical doctrines (Orthodoxy). tracking.
Equipment: Wide-brimmed hat, dloak, iron-bound
spell book, tron holy symbol of As, longsword, pack,
el rexll.

Wealth: d20 x 100 gold lumens in bounties.
Roleplaying: See Aamanian lreuisiior,
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The Western Lands

ARIMITE ENIFE-FIGHTER

of skill and ferocity, They ane emploged o o guard the Arimilte Cltade of Akbar, and as barder

scouls oF carman guareds.

Homeland: Arim.

Language: Common Talislan.
Physical Characteristics:
52°=672", 90=170 [ba.
complexion, black hair, dark
eyes, hatchetlike features,
Attributes:

INT O FER O
WIL 0O CHA D
STR +1 DEX «3
CON +2 SPD +1
Hit Polnts: 12
ARIMITE REVENANT

in bemms

Special Ahilities: None.

Bkills: Secondary combal, Arimite kenife-Aghting, mounted
combal, mountaln hunter)

Equipment: Fur veal, hide boots, aackeloth h'm:h:n
armbands and earrings of black tron, four throwing knlves,
cholce of two other weapons, pouch, tron flnsk of chakes,
Wealth: d10 x 2 gold lumena in siver pleces,
Raoleplaying: The Arimites are o dour amd moody ol wha
find no oy in song. dance, or revelry. They drink heovily,
fovoring chakos, a bitter and metallle-tasting Bguor. Due
perhaps to the reputntion of the Revenant Cult, Arimites
are regarded in many lands as a mee of cutthroats, an
assessment that many other peoples consider quite
accurabe.

The Revenants ane members of a secnet sockety that speciclizes in carmying out acts of vengeance for its clients, Arpone can
chiain the sendoes of the Revenands, whose specialtles range from deliering tnsedis and threats fo arsen, coerclon, mugglngs,
and murder-for-hire, Revenand foes renge from as litlhe as ten siloer pleces o 100,000 gold lkemens or more; the only way for
as irdended victim lo cancel a Revenard contract is fo buy it back—at twice the onlginal price, mmumummn

Arimy, and its tnfluence s believed o be spreading ocross the continent

Homeland: Arim,

Language: Tallslan.

Physical Characteristics:
F2°-672", 90-170 Iha. Swarthy
complexion, black halr, dark

eYes,
Attributes:

INT +1 PER +2
WIL O CHA D

STRO DEX +2
CON 42 SPD +1
Hit Polnts: 12

DHUNA WITCHWOMAN/WARLOCEK
The Dhuerney are procticioners of an anclent form

Special Abilities: None,

Bkills: Secondary combal, Arimite knife-fighting,
asanssinate, stealih, hide, miling, lockpicking, Concoct
Polsons [as per alchemy].

Equipment: Night-gray cloak, veil, gioves, and gar-
ments, pouch with d4 vials of polson ardous types),
coin purse, cholce of twn wenpons.

Wealth: d20 x 10 gold lumens in mixed oodns and other
valuables [received in poyment for services).
Roleplaying: Sec Animite knife-flghter.

‘:“"R,L,_{q .r""'

of uitcheraft, the tenets of which have been all but forgotten by Talisiantans of

the cument age. They haill jfrom the deep forests of Wennoood, and lise in close-knit groups or clans called covens or esbats,
Though often accused of practicing black magie, the majority of Dhuna ane practitioners of a

benign form of poagandsm, the origing of which predate the Fomotien

Age.

Homeland: Werewood.
Language: Elder, Talislan.
Physlcal Characteristics: 5'-
5°10°, 90=130 Ibs. Olive skin,
black hair, entrancing features
and form (female), dark and

Special Abilities: Dhuna witchwomen can eapture o
man’s heart with & single kiss: victims must roll
versus WIL to resist, at -1 per level of the
witchwoman.

Skills: Sccondnry magic (witcheradl), redimentary
combal, alchemy skill of Coneoct Elbcdrs, healer,
herb lore, tracking, set/detect snares, seduce.
Equipment: Long doak, frock or shirt and breeches
of spun linen, animal hide boots, scroll of spells [as
spell book: made of animal hide], poweh [d4 elidrs),
stall or wand, grymanc sieed.

Wealth: d10 x 10 gold lumens tn mare herbs and
small, semi-precious stones.

Roleplaylng: Dhuna tend to be stmnge and mysteri-
ous by nature, exhibiting a considerable distrust of
outsiders, They have been persecuted by the
Orthodaxists for centuries, and therefore bear o
great hotred for Anmanians,

melodmmatic appearance
(male].

Attributes:

INT +2 FER O
STRO DEX 0
CON O SPD 41
WiL O

CHA +6 (females] +1 (males)
Hit Points: 14
76
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DRUKH HILLMAN/HILLWOMAN

The Drukha ane a savage race of Sub-Men who dress in the skins of udld beasts ansd dye thelr

skin with the fulce of purple barb-berriss. They prey upon caravans that el the mods i and
around Arim, and cccasionally come down from the mountains fo laench ralds upon small vllages
or outposts. They ane the enemies of the Arimdles, who haoe tried for confurles fo drioe the D

Homeland: Arim.
Language: Sign, Common
Talislan.

Physlcal Characteristics:

52°-8', B0-160 [ba. Skin and
hair dyed purple, bestial

features, wild gray eyes.
Attributes:

INT O PER 0
WIL O CHA O
STR +1 DEX +3
CON +3 SPD O
Hit Polnts: 14
DRUKH SHAMAN

tribes_from the wooded hills of Artme Somee of the tribes are
able to corureenicate by means of smoke signals,

Bpecial Abllitles: None,

Skills: Secondary combat, mounted combat {equs],
mouniain climbing. tmeking, hunier/gatherer, stalling
torture, sel/detect anarss; plus scout or healer,
Equipment: Headdress, vest, breeches, and boots of
tundra boast hide, stone war club, bone dagger, pouch,
graymane steed [also dyed purple).

Wealth: dB x 5 gold lumens in Ivary, hide, or gold dust.
Roleplaying: A violent and cruel folk, the Drulths find
enjoyment in capturing and torturing individisals who
trespass into thelr territorics. In battle, Dnikh warriors
usc enchanted Mutes and drums to achleve a type of rance-state. Drukhs whe have

been 8o aflfected will continmee o attnck even i badly afficted wAth normally ineapaci-

tanting wounds: they Gght until reaching - 10 hit points,

Drubch shamans revene Noman, dark ruler of the Nightmane Dimension. In battle, they wicld bone flutes, playing the anclent
Dvukh “Song of Death,” which renders thetr warmiors mmune o pain and & purponted (o strioe

Jfear intn the hearts of their enemies; victims must moll versus will mitng or fight at a -1 penalfy,

Homeland: Arim.
Language: Siin, Common
Talislan.

Characteristics:
5'2°-&", B0-160 Ibs. Skin and
halr dyed purple, bestial
features, wild gray eyes.
Attributes:

INT +1

WIL O

STRO

CON +3

Hit Polnts: 14

PER +1
CHA O
DEX +2
SPD O

GNORL RHABDOMANCER

Special Abilities: None.

Skills: Secondary magic (shamanism and primitive
enchantment), musiclanship, rudimentary combat,
mounted combat [equs), mountaln climblng.
Egqulpment: Fur and bone headdress, vest, breeches
anc boots of yaksha [wercbenst) hide; stone war club,
bone dogger, pouch, graymane stesd [also dyed
purplel, d4 wooden vials (magical pigments and for
medicinnl mixtures), bone Muate.

Wealth: d10 x 5 gold lumens in ivory, hide, or gold
dusl

Roleplaying: See Druhlke hillman/ hilluoman

B

Gnorls are a roce of strange, gnared humanokds belleved to be nelated o Gnomekdn, or possibly welrdlings; no one s qulle
s, They Moe tn undengrosnd nooks, uplkeally budlt into the skde of a hillock ared stheated n wnclolized woodlland reglons.

Grords are skilled tn an ancient form of witchergft known as rhabdomancy, the “art of divining
secrets,” Some eam a living by sefling, buying, and rading secreis. Others work as healers,
offering thelr serdoes in exchange for secret knowledge, Like Gnomeldn, they prefer to tracel

ng‘ula Talislan, Elder,

Phrﬂu.'l Characteristlcs: 3'-
4", B0-80 Ib&. Wizened fea-
tures, dark brown skin.

glowing eyes deep-set beneath
a furrowed brow, squat
physique.

Atiributes:

INT +2 PFER +1

WIL +2 CHaA O

STH -2 DEX #1

CON O SPD 0O

Hit Points: 10

wicn the subterranssn roads knoton a8 the Underground Highusay, Undiles thelr relntives,
Homeland: Werewood. however, Onorls ane not cverdy sensibive (o lght. Only

Archetypes

Grors may arm the spell Rhabdomeanitie DXolnation
[see “WitchergfT™ tn Chapiter Fioel,

Special Abilities: Night vision.

Skills: magic (wiichermft and primitive
enchantment), healer, herb bore, arceane lore.
Equipment: Wardrobe comprised of odd and colarful
garments (turbans, sashes, beads, . BCITVER,
ete), walking stick or stall, h.d'mrbu-undupdlhmk.
pouch or satchel (with d3 medicinal mixtures, d3
ounces of incense for producing magical lumes, 2d4
drams of dried herba, quill pen, and vial af ink].
Wealth: d10 x 6 gold lhumens.

Roleplaying: Cnorls are very secretive by nature, and
will never ghve information withoul recehdng some-
thing in return, They tend o be crabby, shori-
tempered, and demanding. particularly as regards

unwanied visilors,

T
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SARISTA GYPSY

The Sartsta gypsy_folk had from the woodlands of Soanus, but may be encountensd almost anyuwhene throughout the
coniinent traveling in wagons, small bands, or alone. Many el forfunes, sing, or dance th onder o cam a living—or 5o they
claim, for the Sarista are alse renowned for thelr thieving talents, Sarista who have decided 1o
leciwwe thetr band or whe have boen banished from the elan for one reason or another sometines
JSireed gainful employment with o troupe of advenberers.

. Special Abilities: Hone,

Homeland: Silvanus. 8kills: Secondary combat, rudimentary magie [witch-

Languages: Sarisa. Common | crap), legendemain, any two additional performing

Talislan. talents, any fve thicving talenis exoept assassinate.

Physical Characteristics: 5- | Equipment: Colorful cloak, sash, beret, flamboyant

&, B0-180 Ibs. Olive complex- | garments, high boots of saft animal hide, pouch (thieves’

lon, green eyes, black hair, m dueling sword, dagger, gruymane mount, spell

males wear neatly trimme -

mu.ll.:chumdtgm:dm - Wealth: d10 x 5 gold lumens, plus hall this fgure in

Attribut sihver and copper pleecs.

INT +1 PER 0 Raleplaying: Sarksta anc highly antmated and emotionol
in nature, equally partial to song, danse, mmance, lbod,

WIL O CHA +2 and cdrink. They revere the goddess Fortuna, whom they

STRO DEX +4 believe grnted the poor Saristn people the right (o steal

CON O SPD 0 whatever they need; hence, Saristn do not think that it 1s

Hit Polnts: 12 wrong Lo steal, and often trust all to huck. Educated from
childhood in the traditions of thelr ancesiom, they ane

cxpert thioves, performers. and con artists. Accordingly, they are regarded with some suspicion
by other folk. and sekdom stay in one ploce for long

ZANDIR CHARLATAN

£andir charfatans ane reganded as seors of the Pardads? cult by their people, and so are muich
admined in Zand. Elsewhere, they are considered on o par with meundebanks, fratids, and

othier con artists.
5 Bpecial Abilities: None.
omeland: Zandu. Bkills: Secondary magie (wiznrdry), legerdemitn,
Language: Talialan, amiery, alchemical skills of Conooct Elbdrs and
Physical Characteristics: Concoct Powders. midimentary combat. any two

5'G-6", 100-180 Iha. Topaz W‘ETH‘ ybesey i :
skin (enhanced pment; Cape of s rocade, velvet blousy shirt
p[ﬁ.—::ntﬁ] hhd:::‘lrm;n:: and trousers, curl-locd bools, halr conflned in sibver

y i bandds, lenther-bound spell book, pouch [with d4

i elixirs), chokee of one weapon,

Attributes: Wealth: d20 x 5 gold ki L

INT +2 PER D Raoleplaying: The Zandir are amorous aned bt

WiL -2 CHA +2 blooded, and find it dificult to control their passions;
STRO DEX +2 roll verwus will rating to resist atiractive individuals,
COND SPD +1 Most Zandir give credence (o the somowhal vacuoiis
Hit Polnts: 13 ieneis of the Pamdoxist Cult, whose motio is “Nothing

Is knewmn.® They have a great dislike for the
Orthodoxists of Aaman, thelr traditisnnl enemies since
the time of the now-defunct Phasdran dynnsty,

The Western Lands

ZANDIR SWORDSEMAGE

Zeondir suwordsmages ane members of a class of professional duelisis, known in Zandu as the
Centaments. They eam a liing by dudling for wagers, by hiring out as bodyguands for wealthy
ﬁaﬂrm or by signing on with a group of
3 veniwrers. Faryan the Sultan of Zandy, has a
Homeland: Zandu.
2 . _ deanmﬂmmhh

Language:

Phyuslcal Characteristics: Special Abilities: None.

5'6-62", 100-200 Ibs. Topaz | Skills: Scoondary magic (wizardry), Secondary
skin (enhanced with colored combat, mounted combot [(sgus).

plgments), black hair, green Equipment: Velveteen cloak, lenther shirt and

5. breeches. high-top boots, sanh, gloves, dueling sword,
ﬂtr.lhuun dagger, spell book.
INT +1 PER O :':Ihll: d20 !E:: gold humens.
WIL O CHAD Py
5TR +1 DEX +2
CONO SPD +3
Hit Polnts: 12
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ZANDIR SWORDSMAN /SWORDSWOMAN

Zandir swordsmen and swondswomen ane considersd uamatched in the use of the dueling sword.

adeerniurers, and sell-swords,

Homeland: Zandu.
Language: Tallslan.
Physical Characteristica:
B'8"-672", 100-190 |bs. Topaz
skin (enhanced with colored
pigments), black halr, green

Bpecial Abilities: None.
Bhkills: Secondary combal, swordsmanahlp, mounied
combat.

Equipment: Duecling sword, dagger, sult of fine black tron
chain madl over fine lenther undergarments, cloak, knee-
high boots, wincskin, graymane steed.
Wealth: d20 x 10 gold lumens il in the serviee of the
Sultan; otherwise, half this.

Raoleplaying: See Zandir charlatan.

eyes,
Attributes:
INT O FER O
WIL -2 CHA O
STR +1 DEX +2
CONO SPD +1
Hit Polnts: 12
CHANA WARRIOR

Chana warmiors ane members of the Wilchfalk tribes whe inhabll the dark and dangerows
Jungles of Chana. They bear an unsavory repulation as cannibals and headlwenters, and so ane
shunned by most cloll ized Tollslantans, The Chana ane belisved o be related o the Za dans of
the Wilderlands, and ane considered Sib-Men,

Homeland: The Jungles of
Chana.

Language: Chanan.

Fhysical Characteristles:
5'10°—64", 110-170 Ibs. Gray-
green skin, cadaverous, teeth
filed to points, lacquered hair.
Attributes:

INTO PER O
WIL O CHA -4
S5TH +1 DEX +2
CON O SPFD D
Hit Points: 10

Bpecial Abilities: None.

Skills: Secondory combat, trecking. hunting, camou-
finge, stalking,

Equipment: Loincloth (both males and females), spear
or blowgun with ten venomwood darts in pouch on
belt. bone dagger, shoulder pouch, tratned wrist viper.
Wealth: Nane,

Roleplaying: The Chana are a dork and sinister moe
ruled by superstition and prone to dark and evil
moods, They hove an unreasoning fear of water, which
they belisve is the domain of hostile clemental spiriis.
Ritual sacrifice and eannibalism are common among
the various Chana tribes. They bear a long-standing
hatred of the Manm tribes, whose lands they covet,
and the Nagra, whom they lear,

CHANA WITCHMAN /WITCHWOMAN
Chana witehmen end witchivomen ane praciiioners of a primitioe form of black meagie, They

revere the forces of darkness, and desplse those who worship ther gods of light and order. Most
wiichmen and unlichioomen are users of the drug kesh, which enables them o commune with

spirifforms,

Homeland: The Jungles of
Chana.

Language: Chanan.

Physical Characteristics:
5'10°=6'4", | 00=160 Ibs. Gray-
green skin, eadaverous
features, teeth filed to polnts,

lacquered halr.
Attributes:

INT +2 PER O
WIL +2 CHA -1
STRO DEX O
CON -3 SPD O
Hit Polnts: 10

Archetypes

Special Abilitiea: None.

Skills: Sccondary magic (shamanism and primitive
enchanimeni), rudimeninry combat, camouflage,
stalking, henler.

Equipment: Loincloth (both males and femakes),
shinken head fetish fwom on eord around neck),
pouch [herbs), d4 wooden vinls of kesh, d4 stone vials
[palsons and/or magical pigments), spear or blowgun
with ten venomwosd darts in pouch, ritual drim,
tralned wrist viper.

Wealth: None.

Roleplaying: See Chana warrior,
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The Eastern Lands

HARAKIN WARRIOR

The: Harnkin are a barbark race of Sub-Men who hail from the for northem realm of Harok, whene
they struggle to eke ot a lving in a harsh and unfengiving land, Some wse winged draciyl as
sloods, when the ervatures ane not noeded for food. Small bands of Haralkdn have been knoton to
trave] as for soauth as the Voloanic Fills and sasiern Wilderlonds regplons; howwewer, such

Homeland: Harmak.
Language: Sign, Common
Talislan,

Characteristics: 6'-
6'6", 140-220 lbs. Gray skin,
hard features, lean and

rugged.
Attributes:
INT O PER O
WIL +3 CHA ©
S5TR +3 DEX +2
CON +5 SPD O
Hit Polnts: 16
ISPASIAN MERCANTILIST

occumences ane considened quite none.

Special Abilities: None.

Bkills: Primary combat, mounted combat [dractyl],
hunting. mountain climbing, tecking,

Equipment: Loincloth for males, mough fur or leather
tunics for fermales, cowl, high boots and thick gauntlets of
repiile hide, fur cloak, fron boomernng, two-blnded knife,
four-bladed axe or fron crossbow fwith quiver phas ten
black tron bolts), shoulder pouch, dractyl siced with
saddlchags and harmess,

‘Wealth: None,

Rnkp]l]‘tﬁl:ﬂtl!mﬂnmlp'lmmm wha view life
as o consiant strugsle for survival. They care nothing for
the ways of civilized people, which they consider useless. Radsed in the hostile
emvironment of Horak, they are able to endure great hardships. All Hamkin are
wiuriors, and of necessity, sundvalists.

The Ispasians are a mercantie prople who were subfugated by the Quan in the early days of the Quan Empire, Their agents
noty gerve the Kang, helping them manage the empine’s flnances. The most poiwerfud of these

indivictunls deal in past sums of money, goods, and commexdities, covenily inoesting in foreign

irderests e nfemational markets,

Izpasian
Talislanta, and are believed to secretly hoe cliends tn such fardistond lands as Faradun,

Homeland: The Quan Empilre,
Language: Quan, High
Talislan.

Physlcal Characteristics:
510°-6°4", 100-180 [ba.

Lemon-yellow skin, expres-
slonless features, slender
bl
Attributes:
INT +3 PER +1
WIL +2 CHA O
STR -2 DEX 0
CON O SPD O
Hit Polnts: 12

EANG TRACEER

Kang trackers ane renotived less for their heenting skills—thetr huenting beasis do most of the
tracking—Lthan Jor thelr nacily and menclless afflictency. They ane emploged as scowts, bornder
troops, and fo hant down eriminals, dissklents, and escoped slaves.

Homeland: The Quan Em-

pire.

Language: Quan.

Physical Characteristics: 6'-
G'8*, 120-220 lbs. Crimson,
leathery skin, brutal features,
white pupllless eyes, long
black hair worn in queue.
Attributes:

INT O PER +1
WIL O CHA O

5TH +2 DEX +3
CON +3 SPD O

Hit Points: 15

agents are knoum o raoel across the exdent of

Rejardstan, aud Kasmir of the Seven Kingdoms, among
others.

Special Abilities: None.

Skills: Merchant, litigator, diplomacy, Enguistics,
appralas slaves, nppmise treasure, bribe,

Equipment: Gold or silver tinra, 2d4 sets of fine
ailkcloth robes, small vills or esiate in Ispasia [inher-
fiedd from ancestors), 244 alaves [various races].
Wealth: d20 x 1.000 gold lumens in varous currencies
and investments, plus property worth an additional dé
x 1,000 + 4,000 gold lumens,

Roleplaying: lspasians regard all relationships as
business transactions, and can be somewhat ofl-
putting. They claim to have no personal feclings
tosmrds clients, and prefer to malntain & “cool”
exterior, seldom showing outward emotion exoept
when under great stress,

Special Abilities: None,

Skills: Secondury cambat, Knnguan, mounted sombat,
tmcking, antmal handler, stalking.

Equipment: Strider hide armor [treat as leather] over
thickly quilted Mandalan sk undergarments [n sign of
arrogance rather than functional feature of Kang cloth-
ing). ganuntlets and high boots, cloak, light crossbow with
quiver and twelve dagger, pouch, tarkus
trmcking beast with black fron chain and murzle, feedbag,
Wealth: d20 x 10 gold lamens: the Kang are the de facto
rulers of the Quan Empire,

Roleplaying: Kang are and hot-tempered. 1T
insulted or proveked, Kang find it difflcult to restradn
themaches; rmll versus will rating or challenge the
olfending party o o duel. They revere Zoriah, the Red God
of War, and consider it an honor to die on the fleld of
battle. The majority of Kang encountersd west of the Valeanle Hills are deseriers or

rebels who haive fled the Quan Empire, though some may be loyalists sent to track down fugitives who have escaped from
the empire. Some believe the Kang are descended from a mee of neomorpha created by the andent Archaens,
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EANG WARRIOR

Kang warriors are members of a vast army known as the Crimson Horde, o foree that now wiselds
controd of the Quan Emplre. They haoe a long tradition of usariles behavior and an ngrodned

Language: Quan.

Physical Characteristics: 6'-
687, 120-220 |bs. Crimson,
leathery skin, brutal features,
white pupllless eyes, long
black halr worn In quewe.
Attributes:

INT O PFER O
WIL O CHA O
STR +4 DEX +2
CON +2 SPD O

Hit Polnts: 15

Homeland: The Quan Empire.

respect for indiskdunls of hgher rank. In battle, Kang ane
Jience fighters, nelther giuing nor expecting any quarter
from thetr_foes.

Bpecial Abllities: None.

Skills: Primary combat, Kanquan, mounied combat,

oo

Equipment: Battle armor over fine Mandalan silk
undergnrments, gnunilets and helm, cloak, twin drgon-
pommel long daggers, broadsword, choloe of third
woaporn., graymans steed.

Wealth: d20 x 10 gold lumens, double for Elite Troops.
Roleplaying: See Kang tracker.

HANG WARRIOR-PRIEST

Kang warriorpriests are the spintual advisors of their people. They revere Zoniah, the Red God of War, whose name and spirt

thery invoke in battle, Though they possess limied spelleasting abilities, Kong warrior-priests
are most remowned for thetr prosvess in batile, Ordy Karg males can be wartorpricsts of

Zoriah.

Homeland: The Quan Empire.
Language: Qusan.

Physical Characteristics: 6'-
6'8%, 120-220 lbs. Crimson,
leathery skin, brulal features,
while pupllless eyes, long
black halr worn in queue.
Attributes:

INT O PER O
WIL +1 CHA D
STR +3 DEX +2
CON +2 SPD O
Hit Polnts: 15

MANDALAN MYSTIC WARRIOR

Special Abllitles: None.
Bkills: Secondary eombat, Kanguan, redimeniary
muinghe (nvocation), mounted combat, cormmeand,
Equipment: Red fron battle armor over well-padded
Mandalan silk turde (more o stofus symbal for the
Kang than for any real function), gauntlets, and helm;
haly symbaol, cloak. twin drmgon-pommel long daggers,
broadsword, graymans steed, spell boak.

Wealth: 420 x 20 gnH Iumens,

Roleplaying: See Kang tracker.

Mysiic Warriors ane the secret defenders of the seemingly passive Mondalan people. Most lead

chouble liws, serving the Kang or their Quon puppets by day and engaging in covert activities by night. Those who operate in
this fashdon must koep thedr true ldeniities a secret. Oocasionally, small groups of Mystic Warniors will retreal to the hills or
couniryside, establishing pockets of resistance within the empire, Some have departed the Eastern Lands, and ane octioe

abroad. Mystc Warriors ane strict proponenis of non-lethal force and uidll not kil other Hiving
croatures, preferring instesd o subdiie or restraln thelr enemies,

Homeland: The Quan
Empire.

Language: Quan, Talislan.
Physical Characteristics:
S'67-6', 8B0-170 lbs, Golden
shin, almond-shaped eyes,
placid features, shaven head;
females may wear & lop-Knol
Attributes:

INT +1 FER +2
WIL +3 CHA +1
STRO DEX +2
CON O SPD +1
Hit Points: 10

Abilities: None,
Skills: Scoondary magic (mysticlsm), Mandaguan,
siealth, ncrobatics, disarm,/detect trops, lockpicking,
sct/detect snames, evasion, ehide,
Equipment: Robe of Mandalan silkcloth, sandals,
Mystic Warrior costume concealed in pouch or pocket,
lockpicks, 25 feet of strong silkeord worn as a belt,
spell boak.
Weaalth: NMones: Mandalana are alavea ol ke Cnenon, fa
refugee fram the Quan Empire, d10 x 4 gold lumens.
Roleplaying: Mandalans are subwardly passive by
mature, bul possess great inner strength and foroe of
will. Most Mandalans encountered outside of the
Quan Empire will be cacaped slaves, emissaries in the
service of o Quan noble, or Mystic Warriors.

Archetypes
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The Eastern Lands

MANDALAN BAVANT

Mandalan sapants are learmed men and women who prefer to soctpy themselues n scholary
pursuits, Lijer sapes, they gonerally specialiae in one or oo _ficlds, such as mysiicism, ar. music,

anclent lone, and so forth,

Homeland: The Quan Emplre.
Language: Juan, High
Talialan, Archaen.

Physical Characteristics:
5'6"-6", B0-170 Ibs, Golden
skin, almond-shaped eyes,
placid features, shaven head;
females may wear a lop-knol.

Special Abilities: None.
Skills: Secondary magle [mysticlsm). nudimentary
Mandagquan [practiced mainly for its physical benefits),

ngriculture, herb bore, plus any three scholarly pursulls
or trades and crafis

Equlpment; Silkcloth robe, sandals, 2d4 scrolls [up to 4
spells and other writings), shoulder pouch, spell boolk,
Wealth: Nonc: Mandalans arc sloves of the Quan. If a
refuges from the Quan Empire, d10 x B gold lumens.
Roleplaying: See Mandalan Mystle Warrior,

Attributes:
INT +2 PER +3
WIL +3 CHA +1
S5TRO DEX O
CON O SPFD O
Hit Polnts: 10

MANRA SHAPECHANGER

The Manra are a primitive people who Noe in the mountaing that border the Jungles of Chana, Thelr shapechanging abilifies

are made possible through the ritual ingestion of certain rare plant edrocts, and enable them to
acdapt quickly to the hostile snvironment of thetr homelaned,

Homeland: Chana.
Language: Chanan.

Fhysical Characteristics: 5-
&', 80-170 Ibs, Golden skin,
almond-shaped eyes, brown
halr, slender bulld.
Attributes:
INT O

WIL O

STRO

CON +6

Hit Polnts: 12

PER +2
CHA O
DEX +2
SrD O

Special Abilities: Shapechange.

Skills: Secondary combat, tracking, stalking: plus set/
detect snares and scout, or herb lore and healer,
Equipment: Abbrevinted garments of conrse cloth,
pouch, three-strand whipsash and stone club,

Wealth: d8 x 10 gold lumens in e herbs, semi-
prectous stones andfor bits of gold.
Roleplaying: The Manra are a plensant and penceful
folk who prefer to avold contnet with eivilization, They
love nature, and consider their shapechanging abilitics
a means of attaining » decper understanding of the
natural world, The Manm mark the Kang and espe-
clally the Chana Witchfolk as enemdes, and actively
defend thelr lnnds agninst immsion by these warkike
mces. Conversely, they regand the Nagm tribes with
conslderanbly less [ will, pr'l.rml'il}' due to thelr mutual
hatred of the Chana.

MONDERE KHAN WARRIOR

The Mondre Khan are a savage roce of Sib-Men tsho live in the woaded hills and motntaing of the castem Chean Empine, They

e the avowed enemies of the Quan Empine, whose forces the Mondne Khan hooe suecessfully mmm:!_fﬂrecnmrt'r They

possess the abiily o moke crude melal weapens and armaor, and are experts n the art of

coert warfane,

Homeland: The Quan Empire.
Language: Chanan, Sign.
Physical Characteristics: 6'-
8'8", 160-2504 |bs. Mane of
coarse black halr, bestial
features, shaggy foreanms and
forelegs, claws, leathery brown
skin.

Attributes:

INT -1 PER O
WIL © CHA -2
5TR +3 DEX +3
CON +2 SPD +1
Hit Polnts: 14

outside of the Quan Empine will usually be fugitives or outcasts.
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Special Abilitles: Claws can be used as weapons (d4
damage) and (o climb {+3 on climbing rolls).

Skills; Sccondary combat, assassinate, waylay, scoul,
sialking, ambush, hide, camoullage, sabolage.
Equipment: Leather and plate armor, msp. caltrops,
244 blade stars, hide breechelout [both males and
females), pouch, rope and small gmpnel, tnderbox.
Wealth: 410 x 2 gold lumens in semi-precious siones,
gold dust, or ivory.
Raleplaying: The Mondre Khan are savage and feml by
nature, often exhibiting the ferocity and cunning of wild
beasts. They find it extremely dilficult to represa their
beatinl skde: mll versus WIL I subjected to any form of
stress, or resct in the manner of a wild antmal. Some
Talislantan scholurs theortze that the species |
gradually develving back to lts anlmalistic arigins with
cach passing genermtion. Mondre Khan encountered

Chapter 3



NAGRA SHAMAN

Magra shameans ane the spiritual adidsors of thetr moe, a primitioe folk whe inhabit the Jungles of
Chana, They employ spells of summeoning in order fo commune with spirifforms and pseudo-
demwons of various sorts, from whom they derte knoudedge of the spint plane. With this inferma:
tion, Nogra shamans ane able io predict the future ond disne the secrets of past ages.

Special Abllities: Spirit tmcking,

gﬂﬂlﬂ: The Jungles of 8kills: Secondary magie [shamaniam and primitive
hana enchantment), rodimentary combat, tracking, hunter/
Language: Chanan, Sign. gatherer, stalking, herb lore, healer.

Physical Characteristics: Equipment: Laincloth for males, tunie for females, cape of
595", B0-160 Iba. Motiled animal hide, pouches (shoulder and belt), d4 vials [magical
gray-green skin, ebony eves, plgments and mixtures), ankle and wrist bands of woven
peaked skull, black fangs. ibern, spirkt jar, sxomorph of tarius-fang caings,

Attributes: blowgun with pouch of twenty venomwood darts, bone
+1 PER +3 Wealth: d20 x 6 gold humena in semi-precious stones.

WIL O CHA -1 Roleplaying: Nagra are a savnge and primitive mee wha

STR D DEX +1 genernally have a low regand for the ways of civilized

O 45 SPD +1 peaplen, They shun mounis and conveyances and are

Hit Polnts: 14 tircless runners, able to cover distances of up (o Uhirty

miles o doy with ease, Other pooples tend to find the Nogm
somewhat weird, and sven eerle. This is particularly trie as regards the Nagra's taste for ser-
pents, which they eat uncooked and alive. All Nagra wear stone spirit jam about their necks in
n;dﬂmpmhﬂ their souls from evil spiritforms. They bear an undying haired of the Witchiribes
of Chana.

NAGRA SPIRIT TRACKER

Nagra spint frackers ane the most accomplished
- trackers in Talislanta, possessing the uncanny abiity o
Homeland: The Jungles of follow the faint traces left by the spiritforms of their

Chana. i e mwﬁwmmmwm,mm
Language: Chanan, . valuod as scouts and guides.
Fhysical Characteristics: Bpecial Abilities: Spiril tmcking,

5°2°-6", B0-160 Ibs. Moltled Skills: Secondary combat, tracking, hunting, stalking,
gray-green skin, ebony eyes, -ﬂa’dﬂin:l m ;mnuﬂlps.n:.hmnT climbing,

K neoct iR pelus Booul, or
peaked skull, black fangs. """-*""m" iy

f"‘:."g’“"“' e Equipment: Loincloth for males, tunie for females,
eape of animal hide, pouch, exomorph or tarkus-fang

WIL O CHA -1 car-rings, ankle and wrist bands of woven plant fibers,

STR +2 DEX +2 spirit jar, blowgun with packet of twenty venomuwonod

CON +5 SPD +1 darts, bone long knife (treat as dagger).

Hit Polnts: 14 Wealth: d 10 x 6 gold himens in semi-precious siones,
Roleplaying: Soe Nagra shaman.

QUAN NOBLE

Formerly the nders of the Quan Empire, the Quan have been superseded by thetr former
stlgects, the warlike Kong. They ane now nothing mone than puppels of the Kong, who allow
them o maintain the focade of nobéity in refurn for thelr serviees as odmintstrodors and
Junctionaries; the Kang Warlord prefiers to occupy himself with militory matiers, and has fiile
irterest n the more mundane activitles assoctatbod udth running an empire.

Homeland: The Quan Emplre. | giifly: ﬂm&“
Llw Quan. High Equipmant: Rich apparc] (robes, slippers, ele.), costhy

Jewelry of all sons, a palatial estale with d204+20
Phrdﬂlﬂhmnt-rll.um 5- | skwves, harem of 20+ male and for female consorts
&', 180-280+ lbs. Pale skin, from varkous lands, makeup case [both males and

corpulen : females),
::::;ﬂdm:hr Al : Ph};..m Wealth: 420 x 5,000 gold lumens in Juan emperors
th;“ ¥ i T | tworth 100 gold lumens apieee] and other valuables.
AL Roleplaying: Despite their loss of siatus, the Quan

INT +2 PER O continue to regand themsehves as o noble race,

WIL -2 CHA -2 refuse to perform physical kabor of any sort, l.r:dmn:‘:rlnl‘.
STR -3 DEX -3 constantly be attended by hosts of fawning servitors
CON -3 5PD -3 and slaves, Among these degenerate folk, obesity is
Hit Polnis: & eonsidered a sign of success, and ostentatious

displays of wealth continue to be much In vogoe.
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The Eastern Lands

SUNRA AQUAMANCER

Sunra aguamancers ane commonly feund aboard thedr mognificent drogon bargues, typlcally in
command of a crew of Swwa manners, They also serve in the capacity of natigators, healers, and
readers of omens and sea-signs, asslsted by thetr knowlodge of the anclont art of aquamancy.

Homeland: The Quan Empire.
Language: Sunmn, Quan.
Physical Characteristics:
5'10°-64", 120-180 Ibs, Skin

covered with fine silvery scales,
deep blue eyes.

Attributes:

INT +3 PER +2

WIL +1 CHA O

STRO DEX O

CON O SPD +4*

* undervater only; otherwise 0,
Hit Points: 10

Special Abilities; Semi-aquatic; can breathe
for up to bwenty-four hours. Sunm can survive out of
water for indefinite periods without discomfort.

males, Mandalan silk robes for females, boots of minbow
ki hide, silk headband, astrolabe, spell book, seroll of
two spells, quill pen, and crystal vinl of sepla ink.,
Wealth: None: the Sunm are slaves of the Quan Empire.
Roleplaying: The Sunm are an advaneed, semi-aguatic
race whose origine predate The Creat Disaster; It is now
believed that they are descended from a mee of amphihi-
o neomorpha created by the anclent Archaens, Sunm
ore an egalitnrian people who shun crass materialism in
fmvor of cooperation and sharing. Thelr moe is devoled to

learming. and they measure staius in their socloty by the lovel of education achieved. Those
Sunrm that for any reason are unable or unwilling to achieve higher learning are treated with
contempt. They have a great fove of the sen, and revere the moonfish as an svatar of thelr

clemental delty,
SUNEA MARINER

Sunrn mariners ane wnawpassed as sallors, and are ameong the few Tallslantan reces uha do
not fiear to safl the open sea. They hatl from the coral clty of [salls, and serve the Quan Emplne

as pilots, navigators, and flshermen.

5'10°—6'4", 120-180 Ihs. Skin
covered with fine silvery scales,
deep blue eyea,
Attrlbutes:
INT +1

WIL O

PER +2

CHA O

STH +1 DEX +1

CON O SPD 44 *

* underwater only; otherwise 0,
Hit Polnts: 10

SUNRA DRAGON HUNTER

Bunra dragon hunters are the descendants of an anclent race of seafaners who once spanned
the coeans, hinting sea dragons_for thelr meal, lvory, and shining scales. Unlikor otfer Sunra,
the Enstern Lands (n tme fo avold subjugation by the Quan and fled o
secret island hasens beyond the For Seas, Thelr ships may sometimes be encountered far from
shore, laden with sea dmgon Wory, scales, and sunkon reasire.

Hury escopsd from

Homeland: The Quan Empire.
Language: Sunran, Quan,
Sign.

Physlcal Characteristlcs: 6-
64%, 120-180 Ibs. Skin covered
with fine sibvery scales, deep

blue eyes.

Attributes:

INT 41 PER +3

WIL O CHA O

STR +2 DEX +1

CON O SPD +4 =

* underwaler only; otherwise 0.
Hit Polnts: 10
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Special Abllities: Semi-nguatle; can breathe underon-
ter for up o twenty-four hours. Sunm can survive out
of water for indefinite perfods without discomfort.
Bkills: Secondary combai, pllot [dmgon bargue),

cartography.

Equipment; Cloak and tunic of Mandalan silkclath,
boats afl rinbow kora hide, spear, dageer, astrolabe,
sen chart (seroll with kra scrimahaw case], quill pen,
and erystal vial of sepin ink.

Wealth: None: Sunra are slaves of the Quan Emplre.

Roleplaying: See Sunra agqliomancer,

Special Abilitles: Semi-aquatic; can breathe under-
witler for up to twenty-four hours. Sunm can survive
aut of water for Indefinite periods without discomiont.
Skills: Primary combat, sea drgon hunter, pilot
dmgon barguel.

Equipment: Armor of sea dragon scales over padding
and Mandalan silk undergarments, boots of rainbow
kra hide, spear, dagger, astrolabe, sca chart [scroll
with kma serimshaw coase), quill pen, and erystal vial of
e pla ink.

‘Wealth: d8 x 10 gold lumens in pearls, scavenged
treasure, and mixed colns.

Roleplaying: Sunm dmgon hunters are similar in
mest respects to other Sunm, but are more rugged
and are better adapted to the hard sea hunting life of
thelr anclent ancesiors, Dmgon huniers value
freedom above all things, and would sooner die than
serve under a masier.




VAJRA ENGINEER

Vajra englneers erfoiy a well-deserved nepuitation as skilled stonsworkers and ane unsurpassed n

the ant of sublevranean excoxation and construction. Their (ough, scaled hide renders them
rpendous fo cuts and abrasions and serves as a natural form of anmor,. Accustomed o defereding

Homeland: The Quan Emplire.
Language: Quan.

Physical Characteristics:
4'8°-5'4", 140-200 [bs. Body
coversd with overlapping
orange-brown scales, squat.

heavy-limbed.
Attributes:

INT +1 PER -1*
WIL 0 CHA -1
STR +3 DEX +1
CON +4 SPD -2

*as pertains o vislon anly;
Vajra are a bl nearsighted,

Hit Points: 16

EXANADASIAN CHRONICLER

themeelves from hostille sublerranean crealires such as
satada and subtermanckds, Vafra are also skilled in
combal, wielding the heaoy tron spears that double as
ols.

Abilities: Plated skin equals 3 potnts of nrmar,
burrew in ground jane bot per rownd),
Skills: Secondary combal, engineer [mines, fortifleations,
sicpe englnes, and one speclalty of choloe), geography.
Equipment: Loincloth (both males and females], wide belt
for Woola, iron spear, shoulder pack.
Wealth: None: Vajra arc skives of the Quan Emplre,
Roleplaying: The Vajm are & humoricss mee of
subterranenns who are believed o be descended from a
apecics of neomorphs created in anclent Umes by the
Archaens. They are industrious creatures who belleve in
the value of hard work. Vajra Ive in underground tunnel
complexes and revere the Earth Goddess Terma. They
serve the emplre only out of concemn for the survival of
thelr offspring.

The Chiondclers of Xanadas ane necluses who duwell in the Tomple of the Seven Moons high atop Mord Mandi. There, the
Chroniclers gase info erysiol sphenes, roconding events of node n massive beatherbound iomes.

Onee neferred to ns savants, the inhabitants of the Temple of the Seven Moons adopted the ile
of Chrondclers after the discovery of cortain anclent documents that were purportod to have boon
writter by Xanadas, the orginal Clhronicler, Those who visit the temple seeking knowdedge and
endighierument are treated wibh hospitality; ndikduals whe come seekidng personal gain may
Jind the Chroniclers less than personable hosts.

Homeland: Xanadas.
Langusage: Quan, High
Talislan, Archaen.

Physical Characteristics:
5'10°-62", 130-170 Ibs.
Golden skin, almond-shaped

Attributes:

INT +3 FER +3
WIL +4 CHA D
STRO DEX O
CON O SFD 0
Hit Points: 12

eyes, while hair, slender build.

Archetypes

Special Abllities: None,

Skille: Sccondary magle (astromancy), Talislantan
history, Talislanian culture, ngulstics, plus any thres
scholarly pursulls or rades and ernfls.

Equipment; Silver and black mbes, cloak and cap
decoraied with arcane symbaols, large leather-bound
tome, amberghiss inkwell, quill pens, amborglass
scrying sphere, scrolls (as spell book).

Wealth: None, Xanadasian Chrondclers value knowd-
edge, not gold.

Roleplaying: Chroniclers value knowledge above all
things, particularly as regards events that ocourred in
the distant past, prier to the time when Xanodns began
to compile his extensive nrchives. The taak of chrond-
climg leaves them with litile time for fohvolity.
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The Desert Kingdoms

DJAFFIR MERCHANT /BANDIT

The D¥affir merchand tribes range far and udde across the contral deserts of Talislantn and

beyord, selling steeds, beasts of burden, and goods aoguined from distant lands, Not colnciden-

tally, the [¥afftr bandit clans also range throughout these territories, leading some to believr that
the difference betiveen a [Na[fir merchant and a [¥affir bandit is largely one of semantics, Despite

Homeland: Djafla.

Language: Nomadic, Talislan.
Physical Characteristics: 5'-
B, B0-160 lbs. Dark brown
skin, halr, and eyes, wiry bulld.
Attributes:

INT +3 FER O
WIL O CHA O
STRO DEX +1
CON +1 SPD D
Hit Polnts: 14

oulgoing. It s the cusiom ol

such conceptions, few will angue with the quality of Diaffir

Skille: Secondary combal, mounied combat, merchani,
appradse trensure; plas antmal handler or carmvan
master,

Equipment: Tradilonal keather fetish mask (+10 protec-
tion versus spells of influence and control], eloak, robes,
ard henddress of lght linen eloth, boots of soft alitra
hide, ourved dagger. horn short bow with quiver of twenty
arrows, belt and shoulder pouches, ahtrn steed with
conldng wiensils und other baggnge.

Wealth: d20 x § gold lumens in assorted colns.
Roleplaying: The Djaffir are o cdannish folk whe are closed and secretive by nature,
al least as pertains o oulsiders, Among their ovn kind, they are talkntive and

to wear fetish masks, which confer prolection against mind-controling magle; iL s a

saying among these folk that “The foce mimrors the soul” Others believe that the Djaffir wear these masks simply to conceal
their identities. In any case, a DHallir will never remove his or her mask in public.

DJAFFIR WIZARD

o ffir wizards ane well reganded by their people, who conswll them as seers and mystics. Like
all DNaffir, they are superstitious and tond to nforpret evenis and ccourmenoes: as omans. The
INaffir uizards make traditional fetish masks of cwred ahtra [eather that protect the ussaner from
maryicnd spells of mnyflusnce and contrel: all Djaffir wear tham

Homeland: DijafTa.

Language: Nomadic, Archaen,
Talislan.

Physical Characteristics: 5°=
&', B0-160 Ibs, Dark brown
skin, hair, and eyes, wiry

buailel Equipment: Tradlional leather fetish mask [+15
Attributes: protection against spells of influence and control), cloak,
INT +2 PER O mobes, and headdress of inen, boots of soll antmal hide,

curved dagger, hide-bound spell book, d4 amber erystal
WIL +1 CHA +2 vials [elixirs], belt and shoulder pouches, ahtra steed
CON +1 SPD O Wealth: d10 x 10 gold lumens In coln nnd for herbs,
Hit Points: 12 Roleplaylng: See Djaffir menchant/ bandit.

DRACARTAN DESERT SCOUT

Dracarntan desert seouts_form the basis of Carantheum’s powerfil army,. They patrol the
borders of thelr desert kingdom in parties of 10-20 individuals, guard Carantheum's fortness
cilles, and serve af cre and warriors on the Dracarians’ greal desent-apanning duneships.

Homeland: Carantheum.
Language: Nomadic, Tallslan.
Physical Characteristics: 6'-
7. 1256-240 Tha. Jade-green
skin, chiseled features,

Attributes:

INT O PER +2
WIL O CHA O
5TH +2 DEX O
CON+2 SPD O
Hit Points: 14

Thacclans. Since settling in the Red Desert they have known nothing but strife; despite
Carantheum's proaperity, ithe ever-present threat of war with Rajanistan remains o source of
deep concern. The possible threat of a Sub-Men uprising has only made the Dmecartans mor

Special Abllitics; Can make o Djaffir fctish mask; treat
as a standand enchantment skill, with the level of the
enchantment equal to the bonus that the mask provides
against spells of influence and contral,

8kills: Secondary magic feizardry], alchemieal akill of
Concoct Elixir, rudimentary combat. mounted combat,
healer,

Special Abilities: None

Skills: Primary combal, mounted oombat, tracking.
scoul.

Equipment: Vest of red iron disks padded with fine
linen, red fron tore and bracers, linen and chaln mesh
headdress, breechelout, longsannd sdth shoulder
sheath, hurlant with quiver and twehe bolts, choloe of
third weapon.

Wealth: 410 x 10 gald lumens in Dracarinn pyrmids
[Carmntheum’s natisnal searmency).

Roleplaying: The Dmeartans are a moody and
introspective moe, prone io brooding. They rarely
laugh and exhibit none of the eccentricites that
chameterize such moes as the Cymrilians and

determined than ever to survive, despiie the obstacles.
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DRACARTAN THATMATURGE

Dracartan thaumahirges are guardians of the secret process used to creale gudnlessence, a
magical subsiance possessing fabulous properties, Most serve the governmend of Carantheum as
englneers, scholars, and royal adolisors,

Homeland: Camntheum.

Physlcal Characteristics: 6-
T 120-220 Ibs. Jade-green
skin, chiscled features,

Attributes:

INT +2 PER +2
WIL +2 CHA O
STRO DEX O
CON 0 SPD O

Language: Nomadlc, Archaen,
Talislan.

RAJAN ASSASSIN

Special Abilities: None.

Bkills: Primary magic {thaumaturgy), engineer fenc
specialty only]. alehemieal akill of Alehemical Training.
Equipment: Thaumaturge's robes and cap, cloak,
cnduceus, red fron tore and bmeers, spell book. seroll
‘with one spell.

Wealth: d20 x 20 gold lumens in Dimeartan pyramids
[Carantheum’s notional currencyl.

Roleplaying: See Drocartan desert soout.

Rajan assassing ane members of the Torquar, a secret soctefy of assassine. They serse as a branch of the Nthillst Codt, which
exports ferrorism and subterfuge throughout the Eastern Lands, Elite Torguar may be assigned (o work as forfurers, tgulsk
fors, of personal bodyguands of the Khadun of Rgjanistan and his necromancer priests.

5'4°-6'4", 100-200 |bs. Dark
brown skin, black hair, blood-

= Special Abilities: None.
Hmullnﬂ..gajﬁt:nl:mn zmlll:rﬁcmndlry eombat, assassinate, alchemieal

2 Coancoct Polsons, hide, tmcking, tall, stallc
Physical Characteristics: e iskutitidig =

red eyes, homs protruding rords also used for stmngling, pouch [with 2d4 vials of
from chin and forehead. poidson and for tode powders), clawed gauntlets, two
Attributes: T
Wealth: d20 x 10 gold lumens; Rajan assassins are
INT +1 PER O the i
WIL 0 CHA 0 paid by necromanecers of the Nihilist Culk.
Raleplaying: The Rajans are a mee of fanatic cultists
STR +1 DEX +2 who mindlessly abey the dictates of Lhetr ruler, the
CON 0 SPD +2 Khadun, spiritual leader of the Nihilist Cult. They
Hit Points: 12 revere @ somewhal twisted representation of the dead

by nature. Certaln Talislantan scholams believe that the Rnfan races may be related to the

Equipment: Velled headdress, cloak, loose-fiting
garments cinched at wrists and ankles with silken

entity known &s Death, and are morbld and fminlistic

Sub-Men, o theory the Rajans themselves vehemently deny.,

RAJAN ASSASSIN-MAGE

Rojan assassin-mages seroe a3 underlings of the Rajan necromancers, and as administrators of the Nohilist Cull's hosts of

Torquar assassing. They are experts in the arts of tortune and interrogation, and are sadistie

wvwen by Rejan stancamnds,
clal Abilities: None.
Homeland: Rajanistan. o gyt
- E ndary magle [necromancy], rudimentary
Language: Rajanin combal, assassinate, alchemical skills of Concoct

Physlcal Characteristics:
B'6"-6'6%, 130-230+ |ha. Dark
brown skin, black halr, blood-
red eyes, homa protruding
from chin and forehead.

Attributes: torture.
INT +2 PER +1 Wealth: d20 x 25 gold lumens; Rajan assassin-mages
E';El gﬁg are paid by the Nihilist Cult.
+ Roleplaying: Soc Rafan assassin
CON 0 SPD +1
Hit Polnts: 12

Archetypes

Polsons and Concoct Powders, torture, inlemrognie,
administrator.

Equipment: Cloak, headdress, garments, gloves, and
mask of black strider hide: tron-bound spell boak,
elawed gaunilets, tao daggers, pouch fwith 244 vials
of poison and powders), various devices used for
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The Desert Kingdoms

RAJAN DESERT WARRIOR

Rajan desert warriors comprise the bulk of Rojonistan’s massive army. They are a rugged kst
renowrsd maone for their abiity to withstand the harsh desert climade than for their actuad flohting

capabdiiiies,
Special Abllitles: None.

Homeland: Rajanisian. skills: Secondary combat, mounted combat (ahtra, land
Langunage: Rajanin. liznard, or equs), scout,
Physlcal Characteristies: Equipment: Cloak, veiled turban, partial plate armor of
54"-5'4", 100-200 Tha. Dark black iron over thinly padded bodysuit, shicld, scimitar,
oo i, Tk b, i AL A &g o T

1 pou ira, . OF Eraymane &
biood-red oyes, liorma pro- Wealth: d10 x 5 silver pieces.

truding from chin and
forehead, WENPRGIE Sem At
Attributes:
INT -2 PER +2
WIL O CHA -2
5TR +1 DEX 0
CON +2 SPD O
Hit Polnts: 12
RAJAN NECROMANCER-PRIEST

Rajan necromancers are the high priests of the Nihist Cult. They serve thetr ruler, the
Khadun, gffering adoice and cownel and eamying ot his edicts without question. The maost
-pricsts aogulne the magkal abity lo manifest a third ege that s
capable of seving astral or inidsibles presences. Only males can be necromanesspricsis.

Special Abilities: At 12th level, necromoncers galn

Homeland: Rajanistan. the ability to manifest a third eyc that detects
Language: Hajanin. invisible nnd astral presences ot mnges of up o 100
Fhysical Characteristics: feet. It does not detect things hidden by magie of a

64 —64", 100-200 |hs. Dark | level higher than the t:wlm‘t hﬂm "
brown . bla b . | Skills: Primury magle (necromancy Invocation),
rod nyr.:l“hmu ﬂpim\‘llll;urmnlgﬂd alchemical skills of Concoct Poisons and Concoct

Elixirs.
from chin and forehead. Equipmeat: Gray cloak, robes, headdress, and
Attributes: gloves, black tron death mask, ornate belt, staff with
INT +2 FPER O denth’s head. apell book, seroll of two apells, 244
WIL +3 CHA +2 amberglass vials in pockets of cloak [toxde powders
SR -1 DEX 0O and elixim).
CON -2 SPD O Wealth: d20 x 200 gold himens in oolns, gems, and
Hit Points: 10 other valuabics.

Raleplaying: See Rajan assassin

SHADINN EXECUTIONER

Shasdinn are veritable glants, massively bulll and very powerid. Some scholars have theorzed
that the Shadinn were created by the anciend Quaranians and are a sorcenows hybrid of Man
aid Kharmkchan giant. Their execubtioners are trained as warriors and also serne os elite guards
or land ligard eapalny in the armibes of the Rajans,

Spocial Abllities: None.

Homeland: Rajanistan. Skills: Primary combat, torture, inlermgate.
Langunage: Rajanin. Equipment: Black henddress, lotncloth (both males
Characterlstics: and females), war axe, black partial plate, choice of two

e N other weapons.
6'8°-7'4", 300450+ Ibs. Dark | b 410 x 10 gold lumens.

brown skin, horns, black halr, | pojeotaying: Shadinn are blunt by nature, refusing to
blood-red eyes, clawed hands disguise their true feclings In consideration of others, a

and feet. pructice they deem false. Tactfulness is not o Shadinn
Attributes: wvirtue, nor s pity or mency; it is Nitle wonder that these
INT -2 PER O folk are often employed as executioners. The Shadinn
WIL O CHA -1 bear a long-stand{ing grudge against the Yilek tribes,
STR +5 DEX -2 whom they accuse of defiling the tombs of their anclent
CON +4 SPD -1 B

Hit Polnts: 14
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VIRD INFANTRY
. The Virds nomadic people deseended from surdvars of
Homeland: Rajanistan. Thﬂmlmur.'lhpmmdqim ﬁ{lr'::m'lbyﬂ:

Language: Rajanin. . | Rajans: the dassification “Vird® is used to describe any Rafan
Physical Characteristics: 5 off miboed Blocd, including the Aramid and Zogir tribes. Vinds
&', B0-160 Ibs. Dusky black are employed as light tnfantry by the Rajans, who consider
skin (lined and creased), them expendakle.

aparse black hair, deep-set Special Abilities: None.

eyes [blood-red in color], skills: Secondary combat, plus three skills sclected from
clawed hands and feet. ihieving inlents, wilderncss skills, or trudes and crmfis.
attributes: Equipment: Cloak, velled turban, armor and shield of land
INT -1 PER +2 lizard's hide (treat as leather) over thinly padded bodysuit,

scimitar, dagger, pouch.

WIL O CHA -2 Wealth: 44 x § silver pleces.

STR O DEX 0 Roleplaying: The Virds suffer from feelings of inferfority, and
CON O SPD D so are bitter and resentful of other more prosperous ruces.
Hit Polnts: 12 Same Virds harbor the belief that they are related in some

weny to the Zn, and seoretly yearn to deseri the Rajan army
and joln the Sub-Men uprising.

TASSAN TECHNOMANCER

The Yassan are a nomadic people displaced during the aftermath of The Great Disaster. They are skilled in technomancy, a
branch of the accult sclences that (s proctically unknoun to Talislantans of the New Age. Yassan are able to repair, assamble,
dizazsemble, or medifiy just about anything that has working parts, tncluding the most comples
uidndahip levitationals and essence accumulaors. Thelr fees are high but thelr speed and skill
ae unsurpassed. Yassan are in great demand in clvlized reglons, whene their clans fextended

Homeland: The Red Desert. -'m‘“"'“md"“"'m B e viaric e
Language: Nomadic, Talislan. Exce
Ph i 56" lp:l{l Abilities: ptional manual dexterity [sec
120-220 |hs. Metallic gray skin, | skills: Secondary magie (lechnomaney), engineer,
"Mai™ features, squat physique, | arificer, artisan, mdimentary combat.
six-Mngered hands, Equlpment: Hooded yellow tunie with ulility pouches)
Attributes: s breeches, heavy leather boots, gloves, pouches;
INT +2 PER +2 binck iron strongbax for technomancer's fools and
WIL O CHA O .:zmﬁtul actustor. :

ealth: 420 x 100 gold lumens; most stored 1n
STR +1 DEX +9* Drmcartan vaulis.
CONO SPFD 0 Roleplaying: The Yassan are devoted 1o their elans and
* fine manipulation only; overall | feel no strong alllance to any government or nation. This
DEX |s 0 may in part be due to their uncertainty as regards the
Hit Points: 14 origins of thelr people, whom most seholars believe are

descended from a race of neomorphs created by the Archaens. Perhaps for this
reason, 1t 18 typical of the Yassan to immerse themsehves in thelr work and think of litte else. Genemlly speaking, Yassan
do not trust the Kasmirans, whom they nccuse of stealing cerinin of their trade secrets,

YITEE TOME-ROBEBEER

The Yitek are a nomadic people who eam a living by recovering—athers would say stealing—ancient artifacts and salvage
fom ancient tombs. They ane experts of disarming trops, locating hidden doors and passageways,
and preserving objects that have been subjected to the effects of extreme age or weather. With the
recent emphasis on discovering lost secrefs of the past, the Yitek tribes hove grown in stafire over
the course of the last twenty years, and have come o be regarded as skilled eraftspeople.

Abilitles: See well in darkness.
Homeland: The Red Desert. a"‘mf"’mm combat, mounted combal ahtra),
Language: Nomadic, Sign. lockpicking, disarm/detect traps, stealth, antiquaran,
Physlcal Characteristica: merchant
5'6-6'4", B5-185 |bs. Brown Equipment: Velled headdress, cape, loose-fitting gar-
skin and halr, angular fea- ments of woven gauge: pourh and shoulder sack, thieves'
lures, lean bulld, tools, dagger. scimitar, batm or tatra stoed.
Attributes: Wealth: 20 x 10 gold lumens in various colns and
CLIFOs,
INT +2 PER*G. Roleplaying: The Yitek are known for thelr morbid sense
WIL 0 CHA -3 of humor, & trait that is perhaps essential 1o thelr trade
STRO DEX +2 bust that others often find somewhat distasteful. Indeed,
CON +1 SPD O the nature of the Yitek's profession causes many people
* due io nature of profession to avold prolonged or unnecessany contact with thess
Hit Palnts: 12 nomadic folk. Few of the Yilck evince any great concern
fior how they are viewed by other peoples, since most are
preoccupled with the work of locating and robbing tombs. The Djaffir mark these nomadie folk

as friends, In part because bath share o comman hatred of the Farmd.
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The Northlands

JAKA BEASTMASTER/BEASTMISTRESS

slakn beastmasters are the last of a dyjing breed, a rmce of highly evolped andmals uwhose ancestors
ovice guarded the forests of anclend Tallslanta from the depredations of the Sub-Men iribes. They
aften keep one or more wild beasts as companions, using the beast lore skills of thelr ancesiors to
call, communicete with, and befriend these creatunes,

Special Abilities: Land on feet after falls ol up to thirty fect,

Homeland: Yrmania. natural stealth ability (+3 on stealth-related rolls), night
Language: Sign, Talislan. vision, sixth sense, beast lore,
Physical Characteristics: Skills: Secondary combat, mounted combat,

(by
6°87-6", 120-180 Ibs, Black fur, | sceni), setfdetect snares, hunter/gatherer, sinlking. stealth.
silver-gray mane, features a Equlpment: Vest, lolncloth, and boots of tundm beast hide,

ween Iuek talisman wom on thong amund neck, backpack,
m:t wolf and pouches, wrist bracers, short bow with quiver of twenty
Attributes: TS, [EIII, R S SR wised. nighthanic

ara r

INT -1 PER +4 Wealth: d20 x 10 gold lumens in skins, hides, and colns.
WIL O CHA -2 Roleplaying: The Jaka claim to be descended lrom a noble
STRO DEX +4 race of intelligent animals who ence roamed the forests of
CON +1 SPD +3 northern Talislanta before the coming of the Archaens. They do not ldentilfy with the
Hit Polnts: 12 Sub-Men, and consider themsehes superior to such mees as the Beastmen and

Mondre Khan. Jakn tend to be suspleious by nature, a trait that i= perhops attribat-
able to their uncannily acute senses. Most prefer to live in the wild, though soms readily associate with eivilized peoples.
Jakn have a superstitious dread of magic. and wear primitive tallsmans to protect themselves from “the evil eye” (1 on all
muigie resistance rolls versus curses and black magie]. These items work only for thelr Jakn mokers.

JAKA MANHUNTER

vaka manhurters are bounty hunters of exceptional skill. Unlilor Jaka beastmasters, they have
adapted to the ways of more “cluilized” folk, forgoing the ways of thelr ancestors in_faver of a
rercenary lifestyle. They usually work alone or in pairs, tracking down and capturing escaped

: Jelons and other undestrables for pay. Some few are

Homelaad: Yrmanla. krnoum o woork s pmﬁuhﬂﬂm:m
Language: Sign, Talislan. Special Abilities: Land on feet alter falls of up ta
Physical Characteristica: thirty feet, naturml stealth ability (+3 on siealth-related
586", 120-180 |bs. Black fur,] rolls), night vision, sixth sense,
silver-gray mane, features a | Skills: Secondary combat, ambush, eamoufllage,
cross between woll and trncking (by scent], set/detect snares, hunter/
panther. gatherer, stalking, stealth, waylay.
Attributes: Equipment: Vest. kincloth, and boots of tundra beast
INT -1 PER 45 hide, luck talilsman worn on thong around neck,

| * backpack. pouches, wrist brucers, short bow with
wiL O CHA -2 quibver of twenty armows, long sword, knife [ireat as
STR +1 DEX +3 dagger), rope, graymane sleed,
COND SPD +3 Wealth: 420 x 10 gold lumens.
Hit Palnts: 12 Roleplaying: See Joka beasimaster) bestmisiress.

MIRIN ALCHEMIST

Mirin alchemists are normally employed by the Rogal Government of L' Haan, though some leave LiHaan to seck employment
elsewhere. They excel at forging magical metals such as adaman, and take great care not to damage the envronment: to the
Mirin, the practice of alchemy is considered a Joining of the mind and spirit with the forces of nature.”

Special Abllitles: Immunity to cold, melding [see below),
Homeland: L'Haan. Mirin are most comfortable in frigd climes, but ean
: Elder Tongue. survive in lemperate reglons. However, they tend to lose
Physical Characteristics: thelr blue eoloration and thelr immuntity W cold after a
5'8"-6'6", 110-210 lha. Blue few weeks of exposure to wanner weather. Both effects
skin, fine white halr. are reversible.
Attributes: Skills: Primary magic (alchemy). midimentary combat,
INT +3 PER O artificer; plus weaponer, armorer, or healer.
WIL 42 CHA 0 Equipment: Garments, robe, and headdress of frostwere
hide, alchemical apparatus, d4 pothons and dd powders
STR -1 DEX 0 in amber erystal vials, cholce of one weapon.
CON +2 SPD -1 Wealth: d20 x 5 L'Hann adnmants (Mirin coins worth
Hit Polnts: 12 twenty gold lumens aplecc).
Raoleplaying: The Mirin are a decply religious people who

revere Borean, God of the North Wind. They have o groat respect for the naturnl werld and feel
deep resentment for these who wreak destruction upon the environment. 1t is the custom
amang the Mirin to underiake a ritunl bonding of spirits with a chosen mate or close friend. The
procedure, known as melding, creates a type of iInnate psychic link between the two individuals,
While meided individuals cannot actually communicate via this ability, each will instinetively
know if the other is in danger or great distress.
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MIRIN TUNDREA SCOUT

Mirin tundra scouls form the basis of L'Haan's army, which s reckoned among the best bradned
equipped forees on the contirent. Units of ten to hwendy turdm scouts guard the mosi remote
border reglons of L'Haan, keeping watch over the movements of the koe Giants of Narandu and the

and

Huorakin tribes of Harak.

Homeland: L'Haan.
Language: Elder Tongue.

Characteristics:
58°-66", 110-210 Ibs. Blue
akin, fine white hair.

Attributes:
INT O PER +2
WIL O CHA O
STR +1 DEX +2
CON +2 SPD O
Hit Polnts: 14
MIRIN PRIEST /FRIESTESS

Mirin priests and priestesses are the spiritual adiisors of thedr race. They revere Borean, God of

Homeland: L'Haan.

: Elder Tongue.
Physical Characteristics:
5'8°-66", 110-210 Ibs. Blue
skin, fine white halr,

the North Wind, whom they regard as the protector of thelr land and its ecology,
Special

Attributes:

INT +3 PER D

WIL O CHA +2

5TRO DEX 0

CON D SPD 0

Hit Polnts: 12
RASMIRIN ANARCHIST

Bpecial Abllities: Immunity to cold, melding (see Mirin
alchemist).

Bkills: Primary combat, trucking, scoul, mountain
climbing.

Equipment: Partinl plaie over fine silks or linens, helm
and shield of adamant, +1 adamant sword, cholee of tao
additional weapons, shoulder and belt pouch, cape of
frostwere hide, snoswmanc

Wealth: d10 LHaon adamants (Mirin colnas, worth
weniy gold mens aplece].
Roleplaying: See Mirin alchemist.

Abilities: Immunity to cold, melding [see Mirin
alehermist],
Bkills: Primary magle (Invecation and naturl magic),
alchemial aldll of Concoct Potlons, metaphysical doctrines
[thealagy).
Equipment: Cloak and garments of froatwere hide,
adamant-bound spell book, sdamant wand with blue
dinmond headplece, scroll of two spells.
Wealth: None; pricats and pricstcsses of Borean do not
acoept gold for their sendoes.
Roleplaying: See Mirin alchemist,

The Rasmirin are exiles banished by their enemies, the Minn, and senfenced (o diwell upon the Oulrast Isles. They ane
anarchists who revere the queasi-rlemental entity called Aberon, muler of Talislantan demons. All Rasmiria are dizsciples of this
strange cull, and recelve training both in the block arts and in comibat techniquees. The oppearance of Rasminin anarchists on
the Talislantan condireTit (s considered something of a raniy, but s not unknown; agents of the Rasminin have, in the past,

sought to obtadn ald from such diverse sources as the Farod, the Quan Empire, and even the Rafans.

Homeland: L"Haan.
Language: Elder Tongue,
5

I’E';II:II Characteristics:
BA-66", 110-210 Ihs. Blue
skin, fine white hair, features
decorated with Rasmirin cult

markings.

Attributes:

INT +2 FER O
WIL O CHA -1
S5TH +1 DEX +1
CON +1 SPD 0O

Hit Points: 12

Archetypes

Special Abllitles: Immunity o cold s per Mirin.
Skills: Secondury magic (invocation and witchomfi),
combal, choloe of teo th.inﬂn‘ tnlenia,
Equlpmeant: Cloak of [rostwere hide, partial chaln and
hide armor, hide boots, mall gauntlets, tron-shad
sialT, dagger, pouch, scroll of speils (ss spell book).
Wealth: 10 x 50 gold lumens in small blue diamonds,
ivory, and for hides.
Roleplaying: The Rasmirin are an embitiered and
sinisier people who care ondy for the destruction of
L'Haan and those agencies they eonsider inimieal to
their ultimate goal: total anarchy. They erave destrie-
tion of the existing order. and will do anything within
their power to further the forces of chaoa,
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The Central Regions

YRMANIAN WILDMAN/WILDWOMAN

The Yrmanians are a race of Sub-Men whe may be related to the Drukhs of Arim. They are

primitive and possess no

knowdedge of
actually insane, from ritual use of the drug skulleap. Yrmanian shamans may or may nol possess
any magical abdities; [ so, add secondary maglc (primdtise enchantment) and e healer skl

Homeland: Yrmania.
Language: Sign.

Physical Characteristics:
5'6°-62", 130-230 Ibs. Light
brown skin, bestUal features,
simian build, hair worn In
numerous braljds.

Attributes:

INT -B FER -4

WIL +6 CHA -4

S5TH +2 DEX +3

CON +4 5PD 41

Hit Polnts: 14
ARIANE MYSTIC

Ariane mystics are proctitioness of a unique mental diseipline that comblres elements of
miysticlsm and natural magl: and is knoun as transcendency. In essence, transcendency (s the
art of directing one's own earnation through an understanding of the perpetual cycle of life,
death, and renewal An Ariane mystic may spend several lifetimes attempting to master the

renscendent anis,

Homeland: Tamaranih.
Elder Tongue,
Archaen, Tallslan,
Physical Characteristics:
58°=62", 100-180 Ihs. Omyx-
black skin, white halr, silver-
gray eyes, slender bulld,
white circle sign on forehead.
Attributes:

Most have been rendined instable, If not

Flager character Yrmanian shamans should be allowed to
hawe these magical abilities.,

Special Abilities: None.

fkills: Secondary combat (Psecondary™ beeause of mental
instability), tmcking. hunier/gatherer, mountain
elimbing. herb lore (as periains to skalloap anly).
Equipment: Antmal hide lincloth, rough closed hide vest
for females, arm and leg wrapplngs, pouch [slung over
shoulder on cord), singing nxe.

Wealth: d10 x 10 gold lumens in semi-precious stones,
Roleplaying: Most wildmen and wildwomen are truly
insane. To simulate this, roll versus intelligence miting
any Hme an Yrmanlan character or group of Yrmanians
must make a decision of any sort. Failure indicates o
totally irmtional response of the gumemnster's cholce,

Special Abilities: Immunity to spells of influence or
eontmol, commune with nature, night visian.

Bkills: Primary magic [mysticism and nstum maggic),
nichemical skill of Coneoct Elbdrs, metaphysical
doctrines [transcendency),

Equipment; Spinifox cloak, boots, headband, and
garments, stall, tumar, spinifue shoulder pouch, spell
book, seroll of two spells.

Wealth: Nonc; Ariane mystics shun material posses-
shons.

Roleplaying: All Ariane are jolned in spirt as mem-
bera of the nature-orented “cult” of transcendency,
They are disinclined towards displays of emotion, and
refrain from violence excepl as & last recourse. Arlane
often affect a mystical sensibility, as If deep in thought or dreaming. Among their
owm people they do not use names, for cach knows who the other §s.

INT +2 FER +2
WL +4 CHA +3
STRO DEX O
COND SPD 0O
Hit Points: 12
ARIANE SEEKER

An Artane Seeker for Druas, in the languoge of the Artane) s an individual who has chasern to
Mrﬂwmrmﬂduqnhwdﬂhﬂphrd&mnﬂmﬂm&ﬁmnmdﬂwm
on orbs of polished stone called tamar, which can be *read” by touch. Deeper meaning and

5'8°-6'2°, 100-180 Iba. Onyx-
black skin, white hair, silver-
gray eves, slender build.
Attributes:

INT +2 PER +2
WIL +3 CHA O

STRO DEX O

CON +1 SPD 0O

Hit Polnts: 12

tnsight may be gained by communing with these
devices, which netatn a portion of the spirit essences of
thetr makers. All Seekers must refurm fo Altan once
Py seten hears n order lo share thelr expenionees
wrth the nest of the Arane,

Special Abilitles: Immunity to apells of influence or
eontrol, commune with nature, night vislon.

Blkills: magle [mysticlsm and notaml
mﬂdm combat, mounted combat, tracking,
herts lore, healer.

Equipment: Cloak. garments, boots, and headband of
spinif, spinifae pouch and shoulder pack, Ariane
bew with quiver of twenty Arane armows, Arlane mace,
sivermane stecd, tamar, spell book.
Wealth: d10 x 3 gold lumens, plus twice this figure in
alhver

pleces,
Roleplaying: See Arlane Mystic,
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BEASTMAN/BEASTWOMAN HUNTER

Beastmen huniers are the scotrge of the Ploins of Golarin, Motinted on darfonane sieeds, they
roam the plalns reglons tn packs that generally range in stze from 440 indivdduals. Skilled
trocioers, Beastmen will never quit a blood irall. They sometimes sef crued snores in the hope of
irapplng unLsany ereatunes, and hare been known to hunt Men for sport.

Homeland: The Plains of
Gaolarin,

Language: Sign, Common
Talislan.

Physical Characteristics:
F10°-62°, 140-220 Iba. Body
covered with bristling brown

fur, bestal features, fangs.
Attributes:

INT -2 PER +2
WiL -2 CHA -2
5TH +2 DEX -2
CON +1 SPD +1
Hit Polnts: 15
DARELING WARRIOR

Abllities: Thick hide provides | palnt of armar,

clvws and bite do damage, d4 +1 combat bonus versus
opponcnis.

skills: Scoondary combat, mountsd combat [darkmans),
trucking (by scent), stalking. set/detect snares, hunter/
gatherer, torfure.
Equlpment: Animal-hide boots and loinclath (both moles
and females], pouch, darkmane steed, long dagger, cholee
of seoond weapon.
Wealth: d20 x 5 gold lumens In oolns aned stoben vabu-
ahles,

Beastmen arc vicious and bloodthirsty
ereabures with the mannerisms of wild dogs or jackals.
They find it difficult to restrain thelr baser urges, and
miny break off combat in order to feast on fallen oppo-
nents, carrion, or other types of food: mll versus will miing ar be unable to resist the
urge to feed.

Darkding warriors are creatures of subtrrmanean origin who some scholars belleve may be a
muitated species of Gromekin or Gnor, The Ur dlans of Urag employ them as sples, thisoes, and
lot-class nyfantry, using ntimidation and fear tactics to keep the Darkding hordes in lne.

Homeland: Urag.
: Morthron.
Characteristics: 4'-
5, 80-130 Ibs. Sool-gray o
black skin, distoried features,
sinuous Ladl.
utes:

4

-4 PER +3
-4 CHA -5
-2

L

=23

DEX D
SPD -1

883

Polnts: 8

GRYPH WARRIOR

Gryph warriors are the proteciors of the forest of Tamaranth. They hunt predalery beasts such
as amalrax and malathmpes and follow the movements of the Brastmen tribes by alr, Gryphs
are able o communicate with all avian species, from whom they eam much of what =

transpiring acmss the continent.

Homeland: Tamaranth,

llant red and orange ph;mag:.
hawklike visage, wings with 24+
feot wingspan. lean and muscu-

lar physique.

Attributes:

INT 0 PER +4
WIL 0 CHA O
STR +3 DEX +2
CON +3 SPD +8°
* alrborne only: +2 on land
Hit Polnts: 16

Archetypes

Special Ablltles: Night vision, sense living creaiures
by scent at o rangs of 100 feet, hide in darkness |- o
opponent's detection roll), sce poorly in Hght

Bkills: Secondary combat, sialikdng. stealth. swipe,
hide.

Equipment: Lolncloth, brief binding chestband for
females, pouch, spear, dogger or sling with two dozen
sionecs In shoulder pouch,
Wealth: d6 x 2 gold lumens in mixed colns and for
miscellaneous baubles.

Roleplaying: Darklings are miscrable creatures,
sinlster nnd conniving In nature. If given a choloe, a
Drarkling will always be mther than tell the truth.
Fhy=lcally unimposing and prone to cosandly aclions,
they are only marginally effective as warriors. Most
excel as thicves, however, an occupation o which they
are Inevitably drvam; roll versus will mting o reslst
the urge 1o steal if given the opportunity.

Special Abilities: Flight, converse with all avian
species, superior vislon [see precise detndls at mnges
of up to one mile), talons do d4 damage.

Bkills: Primary combat, hunter/gatherer, scoul
lairborne); plus healer nnd herb lore, artificer, or

W P ner,

Equipment: Loincloth (both males and females) and
bracers of examarph hide, shoulder pouch, double-
pronged spear, heavy crossbow with quiver of twenty

Wealth: 420 x 5 gold lumens in small, semi-precious
slOMECH,

Roleplaying: Gryphs arc aggressive protectors of their
territorics and their fends, They are & noble moe
known for their valor in eombat. Gryphs are uncom-
fortnble in enclosed spaces and cannot survive for
long in enpthdty.

®
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SAURAN DRAGON PRIESTESS

Sauran dragon cultists revere Satha, the glant Dragon Goddess who the Saurans believe is the
mather of thelr mce. Priestesses of the cult possess no rue magical abilities, bul hate some talent
Jor healing and for the making of cult ioons. mﬂyﬁnwamhhmndmnﬂ‘mm
Special Abilities: Hide provides | point of armor, Immunity
Homeland: The Volcanic tn poison, converse with all reptile species, can use todl to

Hills. strike opponents if attacked from behind or from Lhe sides
Language: Sauran. ldamnge: d8). Rendered sluggish by cold (-2 pennlty on all
Physical Characteristics: Action Table rolls). unaffected by heat (hall damage from

6'4°-7", 300-400 Ibs, Scaly fire), might have chameleanlike ability to change color of
rust-brown hide, reptilian skin at will [roll d10; the Sauran has the ability on a mll of

feat laws, A0
: “I'E;-“fﬂ-ﬂﬂﬂ and claws Bkills: Sceondary combat, healer, antificer (dmgon leons),

Equipment: Ritual vestments made from strips of dragon

Attributes: hide, bone, and red iron, all stamped with the Dragon Cult
INT O FER O foon, necklaoe and armbands of hammered red iron disks,
WIL +1 CHA +1 ceremondal dagger, pouch, dragon icon (red tron alloy,

S5TR +3 DEX -2 aflixed to an tron stafl], erude metalworking ols.

CON +4 sSPD -1 Wealth: d20 x 10 gold hamens tn small, uncut firegems,
Hit Points: 16 Roleplaying: Saurans are normally ageresaive and warlike,

though not all are the enemies of Men. As cold-blooded
ereatures, they tend o be somewhat slow to react, and are normally not casily provoked. Saurans possess a natural affinity
with all natural reptilian species, but mark the Kang. raknids, and Amq as their foes, Their speech is typified by a sibilant S
or hissing sound similar to the sound made by a serpent.

SAURAN DRAGON RIDER

Sauran dragon riders are warriors who are skilled in the handling of glant land dragons, which
they use as steeds ard beasts of burden. The Sawran tribes also employ these creatures as
living shoge engines, wsing them o batier down

The Central Regions

Homeland: The Voleanlc
Hills,

Language: Sauran.
Fhysical Characteristics:
6'6°=7", 350450 |ba, Scaly
rusi-brown hide, reptilian
features, fangs and claws,

heavy tail.
Attributes:
INT -2 PER O
WIL O CHA O
5TR +5 DEX -2
CON +4 SPD -2
Hit Points: 16

STRYX NECROMANCER

Special Abllities: Hide provides 1 point of armor,
immitinity to poisan, converse with all reptile species,
can use tadl to strike opponents If attacked from
behind or from the sides [damage: dB). Rendered
sluggish by cold [-2 penalty on all Action Table rolis),
unaffected by hent (half damage from fire), might have
chameleonlike ability to change color of skin at wAll
[roll 1d10; Sauran has the ability on mdl of 10),

Skills: Primary combat. mounted combat [land dragon
and baned Meard fmangone] Hzard); plus armorer,
weapmmer, cngincer (sege /fortiflications or clty/
settlement) or artificer.

Equipment: Foughly cut animeal hides and furs,
necklace and armbands of hammered red tron dislks,
Sauran war axe, war whip, dagger, pouch, dragon fcon
fred tron alloy, worn on cord around neck),

Wealth: d20 x 10 gold lamens in small, uncut firegems.
Roleplaying: Soe Sauran dragon pricsiess,

Stryx necromancers revere Tanyx the Scavenger of Souls, a erealire purported o be a minion of
the entily known as Death. The so-called “Servants of Tan” consider carrion a gijt from thetr
dark patron, and often perform grisly sacrificlal rituals in honor of thetr morbid god. The Tang

Homeland: Urag.

Language: Northron, Archaen.,
Physical Characteristles:
5'10°-672", 140-180 [ha,
Distorted carron-bird features,
leathery wings with 20-loot
wingspans, homs, clawed

appendages.

Attributes:

INT +2 PER +3
WIL O CHA O
STR -1 DEX 0
COMNO SPD +5*
*alrborne only; -1 on the
ground.

Hit Points: 10

94

Cult has adhereits throughout Urag, In (s limdied io the
roce of Stryx, who populate the diffs and crags of Urag.
Special Abilities: Flight. night vision, detect carrion by
scent ol a mnge of 5 miles,

Bkills: Secondary magie (necromancy and primitive
enchantment), redimentary combat.

Equipment: Anineil hide loincloth [both males and
femmales). black tron bracers. seroll of spells fas spell
hook, animal hide with bone cast), bone or irmon dagger,
Wealth: 420 x 10 gold lumens in mixed solns, gem-
stones, and miscellaneous baubles.

Roleplaying: Stryx are vile entitics who feed on cnrrion

and creatures weaker than themselves. They are morbid

by nntire and regand themsehes as servants of Taryx,
an avatar of Death. Talislanian scholars believe that the
species is n mitates varety of Aerind that has degener-
ated over the coume of severnd thousand years. For

| k
reasons as yeb unknown, the process of degeneration seems o have necelermted
amaong the Stryx during the kst twenty years,
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STREYX WARRIOR

Stryx warmiors are the ersiwhile allies of the Ur clans, usho employ them as atrbome troops and
reconnaissance, They possess limiled combat capabilities, and in truth profier cating carrion (o

510°-6'2%, 140-180 Ibs.
Distorted carrion-bird fea-
tures, leathery wings with 20-

fool wingspans, hormns,
clawed appendages.

Atiributes:

INT O PER +3
WIL 0 CHA -2
5TR +1 DEX -2
CON 0 SFD +6*
*airborne only; -1 on the
ground,

Hit Polnts: 10

[Homeland: fighting.
El.lmn‘u‘r p:imnfu-nm Special Abilities: Flight. night vision, detect carrion by
Physical Characteristics: sccnt at a range of 5 miles,

UR CLAN SHAMAN

Skills: Secondary combat, scout [atrbormne), hunter/
gatherer, interrogaite, torture, coerce,

Equipment: Andmal-hide loincloth, torso harness of
leather, black tron bracers, necklace of uncut semi-
precious stones, dageer, pole-hook, pouch.
Wealth: d10 x 5 gold humens in mixed coins and gem-
slomnes.

Roleplaying: See Stinyx necromancer.

Ur shamans ane nept spellcasiers whoese limited pouwsers may be derfoed through their reoer
ence of the mysterious stone kdols found scattered across the land of Urag. They possess
rudimentary alchemical skills, particulardy those rmalidng the midng of pelsons and o
agents, which they discarnd without consideration for the local eradronment. As such, much of

Lirayy s polluted wudth alchemical wasies.

Homeland: Urag.

Language: Northron.
Physical Characteristics:
78", 500-600+ Ibs. Yellow-
gray hide, black eyes with
white pupils, bestial features,
shaven head.

Attributes:

INT -1 PER O*
WIL +4 CHA D
STR +4 DEX -3
CON 45 S5PD -1

*+6 when reading emotlons
Hit Points: 16

Whenever possible, the Ur use thetr ability to read emolions to galn advantage over Lhelr
encmics ard rivals. The Ur clans have absolutely mo regard for the naturml environment, leaving deforestied wastelands and

polhited streams in their wakc,
TR WARLORD

Ur warlonds sene as commanders of the armies of the Ur elans, which mnge far and useds

Homeland: Urag,

Langusge: Northron,
Physical Characteristics: 7-
B, 500-800+ [bs. Yellow-gray
hide, black eyes with while
pupils, beatial features, hair
worn in double or triple

lopknols.

Attributes:

INT -2 PER 0*
WIL O CHA O
STR 46 DEX -2
CON +6 SPD -2
*+6 when reading emollons

Archetypes

Special Abilities: Night vision, read strong emotions
such as hate, fear, love, and so forth at a mnge of 20
=2

Skills: Secondury combat, nudimentary magie [sha-
manism and alchemy), primitive enchantment skill of
Make Necromantic Fetish, healer.

Equipment: Yaksha (wereheast) hide cloak. for-lired
weat for females, loincloth, boots, bane dagger,
necklaes of elaws and fngs, shoulder and belt
pouches, three-cyed  stone idol fcon.

Wealth: 420 x 10 gold lumens in mixed coins and
gemstones,

Roleplaying: The Ur are o cruel and domineering race
of Sub-Men bent on conguest of the Western Lands.
They are crude and brutsh, with the manners of
swine, and are prone to outbursts of violenee; roll
versus will mting or attack if proveked In any emy.

SUOISIY [BIjUd) IYL

across the rmuaged terradn of Urag. They are the
masters of the Darkding race and allies of the Sty
Warlords pary in rank from the lowest of sub-come
manders o the three nulers of Umyg, the rval Uy Kings.
Only males oan be Ur warlonds,

Special Abilitles: Night vision, resd emotions at a
range of up to 20 fect.

Bkilla: Primary combal, mounted combat [ogriphant),
command or englneer (slege and lortillcations).
Equipment:; Splked black tron partial plate, bracers,
and armbands, yaksha fwerebeast) hide laincloth.
cloak, and boots, nechkinoss of langs and elaws, Ur
club, stone war e and dagger, pouch.

Wealth: d6 x 100 gold lumens in mixed colns,
pemstones, and plunder (rom mids.

Raoleplaying: See Ur clan shaman.




The Wild Coasts

AHAZU WARRIOR

Thﬁmmnwwﬂuuﬂﬂmmtykuﬂwhhﬂﬂrdnpjwqhﬂwimr

mwmswmlwmmmmmmm“mw

Jearless; there are few more terr{fifing experiences than an all-owt chame by a band of sereaming,

blood-crazed Ahas. The Ahazu excel at fungle warfare, sinee thetr strinted coloration enables

them to blend into the surroending vegetation,

Hom : The Dark C wmmslmﬂunmmmrwmm
eland oast. can mike double the usual mumber of attacks,

Language: Ahazu. Sign. This ability applics only to combat.

Physical Characteristics: Skille: Primary eombat, stalking. scout or healer, hunter/

6'8-7'6", 160-260 Ibs. Bright | gatherer.

yellow skin with fiery red mulpnut: Leincloth, arm m'rd‘::.g M‘nppmznmnf animal

markings, four arms, forked e, primitive chest wrappings for females, shoulder

tongue, diabolical features. pouch, throwing blade and war elub,

Attributes: Wealth: None.

Roleplaying: The Ahazu are a strange and moody race,
INT -1 PER 0 prone to fits of shar-pa, literally “battle madness.” Roll

WiL o CHA O versus will rating anytime an Ahazu participates in

STR 43 DEX +4 combat; a result of mishap means the Ahazu goes into a
CON +1 SPD +4 killing freney, attacking everyone in sight for 420 rounds,
Hit Polnts: 16 even comrudes, They adhere o a secret warror code that

manner, The Ahazu tribes do not practice magic.

BATREAN CONCUBINE

Bﬂﬂmﬁ:nuhmm.ﬂruﬂmﬂumﬂhuﬂdmﬂdﬂh&meM
The Imurians, who conquered the isle of Batre in 602 x.a.. breed them for sale as siaves and
concubines in such distant lands as Faradun, the Quan Empire, and Zandi.

- Batre Special Abilities: Beguile by scent; males misst roll
Hmﬂlﬂi{!ﬁ:ﬂi Thllshn wersus will rating to restst any suggestion that o
Language: ! o Batrean female makes,

Physical Characteristics: Skilla: Secondary magie (natural magic), rudimentary

467-5'6", 80-110 lbs. Ivory- | combat, alchemist skill of Concoct Elixirs, dance.

skinned, halr dyed emerald seduce, lip-reading,

m ltfpunnl.' Cloth robe. pouch (for herbs, green dyes,
utes: Elc,

INT +4 PER O Wealth: None,

WIL +2 CHA +4 Roleplaying: All Batrean females posscss the ability to
STR O DEX O emit o scent that beguiles males of almast all human-
N obd species, making them susceptible o suggestion;

CON 0 SFD 0 only Imrians and Batrean males are unaffected by this

| Hit Points: 10 ability. They are exceedingly clever, and know some-

thing of magic. Onee sold into slavery, Balrean concubines have been known o use thetr
uncanny talents o gain considerable infleence and even win thelr frecdom.

BATREAN WARRIOR

Batrean males are ugly. huge, and brutish. Most were slain by the Imrans toher they
conguered Batre; the fow remaining males ane employed as breeders and unakilled labaners.

Homeland: Isle of Baire. thr hﬁbﬂlh‘“:f:: Immiine to Botrean females’
' Chanan. Skills: Sccondary combat, interrogate, lorture, sct)/

8, 250-350+ Ibs. Dingy Equipment: Lolncloth, glant wooden club, stone
yellow skin, matled green mﬁmh—

. slo ders ] : Mone.
mumuiaf‘dﬂﬁmlg Roleplaying: Batrean males are dull witted. boorish,
Attributes: i crude, and slovenly. They hate the lmrans, but fear
INT -4 PER -2 ta oanfront them and obey their orders without

question.

WIL D CHA O
STR +5 DEX -3
CON O SPD -2
Hit Points: 16
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prohibits them from attempting 1o escape if eaptured in baitle: 1o do so s considersd
n grave humilation. If taken {n such & manner, an Ahazy becomes the capior's slave for life. Only f attacked by Its master
Is an Ahoazu freed from this bond, though it s Important to note that Ahazu may cordider any physical contact a form of
attack, Ahagu encountered outside of their war clan will either be slaves or former slaves wha have been freed in this




FARAD MERCHANT

Forad merchants begin their cansers as mongers, or common seilers of goods. In time, they may
work thetr way up fo the rank of procwrer flevel 6-10), a beper of langpe quantities of goods at
wholesale prices. A few ane able o attatn the position of wsuner flevel 11-200, bending money af
exorbiiant rates o finance the venbunes of lesser merchants. Only the most dever and unserupe:
lous Farad ever rise o the rank of monopolist flevel 2 14), an ouner of a lorge business concern
that typically employs a number of mongers, procuners, agents, and slave laborers,

Special Abilities: None,
Homeland: Faradun. Bkille: Seeondary eombat, merchant, bribe, ooeree,
Talislan. appmise treasure, carmvan master or pllat jmerchant

Physlcal Characteristics: galley), sppralse slaves,

5'8°-6'6", 100-200 lbs. Flint- | E4=ipment: For males, elaborate headdress, voluminous

gray skin, chiseled features robes, sashes trimmed with tasscls, velvet boots: for

dnrknndhamwu III-HI-;H females, trafling silk gown, neckince of silver loops, rings
ey on each fnger: for bath sexes, curved dagger [and for

wear beards in twin braids. sclmitar if male], coln purse. ledger boak (for business
Attributes: transactions),
INT +2 PER +1 Wealth: d20 x 25 gold lumens in coln and for precious

WIL +2 CHA -2 slones,

5TR -1 DEX 0 Roleplaylng: The Famd are widely known for thelr unscrupulous business dealings

COND SPD O and their overtly materialistic nature. Generally speaking, a Forad will do just about

Hit Polnts: 12 anything far money. Farmd merchants usually require contracts of their own making
i for all but the most basic tmnanctisns.

FARAD WIZARD

Forod wizards study magic only to firther their desire for wealth and power. Some work: for a
potserfid procurer or monopolist; others oot as procurer’s agents, employing steable condingents
of sl [nborers to hanest rare narolle or magical herbs from the perilous southern furgles of
Foradun. More than a_fow have mode their foriunes by smuggling contraband o the eaztemn

Special Abilities: None.,
Homeland: Fammdun. Bkills: Sccondnry magic (wizardry), rudimentary
Langusge: Talislan, combat, merchant, administralor, bribe, cocree,

Physical Characteristics: arcane lore, apprajse trensure, alehemiienl akill of

58 -6'6", 100-200 |bs, Flint- Alchemical Training. appraise slaves.

gray skin, chiseled features, Equipment: Headdress, voluminous robes, and cloak

dark and narrow eyes of elorful sateen; gold-bound spell book, coin purse,
' pouch, ledger book [for business transactions), chalce

Attributes: of one woapon.

INT +2 PER +1 Wealth: d20 x 100 gold humens in coln, precious
WIL +1 CHA +1 stones, and noreotic herbes.

5TR -1 DEX 0 Roleplaying: See Farod merchant

CON 0 SPD O

Hit Points: 12

GREEN MAN/GREEN WOMAN SYMBIONT

Green Men are a race of sertient plant folk indigenows (o the Dark Coast reglon They) anc a
peacefid folk who possess the abilily to nfluence plants and egfoy o symibiotic relationship

S}ISe0D PIIM YL

wilth thetr enviroremernt.
Special Abilitles: Speak with plants, tnfluence plants,
Homeland: The Dark Coast. Skills: Set/detect snares, camouflage, herb hmf'h
Language: The “secrel healer,
language” of plants, Sign, Equipment: [Voko (a living plant that provides food
Physical Characteristics: 3— | and shelier), loincloth and vest of woven mosses.

6", 40-50 Ibs. Mossy green
skin and hair. bright yellow

Eyes,
Attributes:

INT +4 PER +2
WIL O CHA O
5TR -4 DEX +4
COMO S5PD +3
Hit Points: &

Archetypes

Wealth: None.

Roleplaying: Green Men are the gentlest and kindest
of all Talislantan mees. They are nearly incapable of
dolng harm to other living things, regardicss of the
prevoeation. Thelr submisstvencss and special
abflities make them much in demand as slaves, and
the moc has sulfered greatly ot the hands of such folk
as the lmrans and to a lesser extent the Parad and
Hajans, Escaped Green Men alaves sometimes setile
in woodkand reglons. particulardy Vardune of the
Seven Kingdoms, where they are welcomed for their
horticulitral talents,
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The Wild Coasts

JHANGARAN MARSH HUNTER

Jhangaran marsh hunters stalk the coastal regions of Jhangara hunbing such crealures as marsh
striders, which thetr prople use as steads, Thelr primary souree of income comes from hunting for
caches of scindilla, the uminous epgs of water raknid, which are valued armoss the continent os o

source of llumdnabion

Homeland: Jhangara.
Language: Common
Talislan, Sign.

Physical Characteristics:
5767, 100-200 Ibs.
Marbled brown and sepla
skin, elliptical cranium,
halrless.
Atiributes:
INT -1

WIL -2

STRO

CON +2

Hit Points: 12

PER +2
CHA -1
DEX +2
SPFD O

JHANGARAN MERCENARY

hengaran mercenaries ans notable for their lnck of discretion concerming the type of wark they
will occept. When gainful employment (s scarce, many work as brigands, scouls, or bownty

Homeland: Jhangara,
Language: Common Talislan,
Slgn.

Physical Characteristics:
5'7=67", 100-200 Iba,
Marbled brown and sepla
skin, elliptical eranium,
angular bulld, halrless.

hunters. They are regarded as low-class infantry by most other nations.
Special

Attributes:

INT -1 FER O

WIL -1 CHA -1

STH +1 DEX +1

CON +2 SPD O

Hit Polnts: 12
JHANGARAN MUD MINER

Special Abilities: None.
Gkills: Secondary combat, tracking, stalldng. hunter/
gatherer, set/detect snares, herb lore, camouflage,

at: Green cloth arm and leg wrappings, kaincloth,
birief laced cloth vest for females, shoulder pouch. dagger,
two javeling, spool of cord for snares, two large sacks (for
scintilla), marsh strider steed or amall viver skifl, fask of

liguor.

‘Wealth: d20 x 5 gold lumens in mixed eolns and for
selntilla.

Roleplaying: The Jhangarans are an {gnormant and
supcratitious folk, considered primithee and boorish by
st other Talislantans, They have a weakness for aleohal,
which renders them mad and unpredictable. Jhangamns
generully begin nll eonversation by the use of a single impemtive,
delivered in a grafl or forceful manner. This s deplcted fn written form with an
exclamation point immediately and following the statement. as in “IHald"
“IHeasrd" and the popular Jhangarmn insult *{Diel”

Abilities: None,
Skills: Secondary combat, mounted combal (mamsh
strider], tracking, sialking, camouflage, hide, disarm/
detect trups, set/detect spares, Intermogale.
Equipment: Yellow cloth arm and leg wrappings,
loincloth, briel lnced cloth vest for females, backpack,
cloak of yellow linen, choles of two wenpons, mamsh
sirider stoed. knak of lguor.
Wealth: d10 x 5 gold humens in mixed coin.

Raleplaylag: See Jhangaran marsh hiinder,

whangamn mud miners malee their living by dnedging the swamps of Jhangana for amber, gold, and sopphires. They ane

prrejuciced agalnst Jhangaran marsh handirs, and vice tersa

Homeland: Jhangara.
Language: Common Tallslan,
Sign.

Physlcal Characteristics: 57"
67", 100-200 Ibs. Marbled
brown and sepla skin, elliptical
eranlum, angular build,

hairless,

Attributes:

INT -1 PER +2
WIL -2 CHA -1
STR +1 DEX +1
CON +1 SPD 0O
Hit Polnts: 12

a8

Special Abllities: None.

Gkills: Secondary combat, engineer or labarer fromed
miningl, merchant, appraise treasure [gold, amber,
and sapphire).

Equipment: Oray cloth arm and leg wrappings,
lotncloth, matching gray laced cloth vest for females,
shoulder pouch, dagger, cholce of second weapon,

dredging net, flask of liquor,
Wealth: d20 x 5 gold lumens in amber and sapphires,

Raoleplaying: See Jhangaran marsh haender,
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JHANGARAN OUTCAST

Jhanganan Cuicasis are greaty feared by their people, who believe that they bear with them the
“stigma of doom.” A Jhangaran who s so much as touched by one of *the cursed ones™ i bnmedl-

Homeland: Jhangar.
Language: Common Talislan,
Sign.

Physical Characteristics: 57=
677, 100-200 Iba. Marbled
brown and sepia skin, elliptical
glum. angular bulld, halr-

Attributes;

INT -1 FER O
WIL -1 CHA -10=
STRO DEX +1
CON +1 SPD O

*with regard to non-Oulcast
Jhangarans only: otherwise, -2
Hit Points: 12

MOGROTH AMBER TRADER

amber raders eam a meager living by selling bits of rew amber dredged from the
swamplands of Mog. They rarefy veniune begond the borders of Toax, Vardune, or Jhangara.

Homeland: Mog.

Language: Common Talislan.
Physical Characteristics:
TE—82%, 450-650 |bs. Body
covered with thick, bull-
colored fur, slothlike features,
Attributes:

INT -3 FER O
WIL O CHA O
5TH +6 DEX +2
CON +6 5PD -4
Hit Points: 20

abely bronded an Outcast. The Jhangamns udl not dare o
harm an Cutcast, believing that such an action will bring
dovsn unlimited grief upon themselves and thelr families.
Bpecial Abllties: None.

Skills: As per former stabus,

Equipment: Red cloth nrm and leg wrappings, matching
ksced cloth vest for females, sack, shoulder pouch,
laineloth.

Wealth: d20 x 10 gold humens in coins and offerings.
Roleplaying: Jhangamn Outcasts are much like other
Jhangarmns in terms of manner of specch, dress, and
lack ol sophistication. They do not work, butl demand
alms nred gifts from other Jhangarans, who dare not
refuse them for Fear that they will be cursed. See
Jharsparan marsh hunter for detatls about Jhangaran

CLSIOMS.

Bpecial Abilities: Hide protecis against biling insccts
and pamsites, expert tree-climbers (+5 on Lree-
climbing rolls).

Bkills: Sceondary combat, merchant, herb lore.
Equipment: Loinclath (both males and females),
pouch [mung berries and leaves), shoulder pouch,
club, dredging net.

Wealth: 420 x 20 gold lumens in amber nnd quaga
Roleplaylag: Slow moving and miher dull witted,
Mogmih are sametimes taken advantage of by crafity
entrepreneurs rom Faradun and Kesmilr, These
masstve crealures are plackd by nature and generally
abhor vislence, but can become extremely dangerous if
driven to anger. They have a great appreciation of
natural beauty and may stop 10 admire a particularly
fascinating Nower or eryvstnl moth by hours ot a Ume,
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MUD PEOPLE (Moorg-Wan) SHAMAN

Ml People shameans ane the spinitual advisors of their mee. They ane (lliterate, and know nexdt 6 nothing of spellcasting. Their
limiteel shoamands powers ane sald to be derved from thetr reverence of Moo, the Mud Geed.

Homeland: The Dark Coast,
Language: Mud People, Sign.
Physlcal Characteristics: 6'-
4%, 300-460+ |bs. Large folds
of brown skin, four legs, heavy
iail, toadlike features, webbed

and clawed hands and feet.
Attributes:

INT -2 FER O

WIL O CHA -1

S5TR +4 DEX -4
CON +2 SPD +2*

*In water or mud only; -2 on
dry land.

Hit Points: 18

Archetypes

Special Abllities: Amphiblous, can sirike wilth claws
and il for 1d8 damage each, can use tall stmualta-
neoiisly versus opponents aitncking from behind, skin
provides | poink of armor, +5 on rolls o resist being
tripped., knocked off balance, foroed back, and so forth,
8kills: Sccondary combat, mdimentary magic (sha-
mardsm).

Equipment: Thom dagger, sack with cord [slung over

back).

Wealth: d20 x 10 gold lumens in amber and quaga
[vialet penrls).

Roleplaying: The Mud People. also called Moorg-Won
(Hierally, "spawn of Moorg™), are belligerent and
mggressive by nature. They are the traditional encmiles
of the Ahazu and despise the Imrians, who somectimes
rakd Moorg-Wan setilemenis for slaves, Thelr crude

language s punciuated by much slurping, gurgling,
and frothing at the gills.




The Far Isles

MUD FEOFLE SWAMP-WARRIOR

Homeland: The Dark Coast

64", 300-460+ Ibs. Large
folds of brown skin, four legs,
heavy tail, toadlike features,
webbed and clawed hands

Swamp-warriors are the prodeciors of the Mud People
tribea, which tnhuabdt the Dork Coast eglon. They ane the
swom enembes of the Ahany, and vialent lerritorinl
disputes bertumen the oo races ane common

Special Abilities: Amphiblous, can strike with clows and
tadl for 1dB damage cach: can use tall simultaneously
versus opponents atincking from behind, skin provides 1
point of armor, +5 on rolls (o resist being tripped,

and feel knocked off balanee, foroed back, and so forth.

Attributes: Bkills: Primary combat, engineer [mud mining only),

INT -3 PER O weaponer or healer,

WIL © CHA -2 Equipment: Thom dagger, bwan (thorn tree club), sack

STR +4 DEX -3 with cord [slhang over back).

oo 48 BP0 438 Wealth: d10 x 10 gold humens tn amber and quagn (violet
pearls].

*in water or mud only; -2 on Roleplaying: Sov Mud People shaman,

dry land.

Hit Polnts: 18

GAD SEA ROGUE ——— — — — — — — — B

The Gao are the descendants of criminals and owleasts tnearceraded on the e of Gao-Tin, once a penal colony of the anclent
Fhoedran dynasty. Pirates by trade, the Gao are nofable for their suashbuckling “thieuves® code off horeor® as well as theilr looe

of gold and plunder,

Homeland: Gao-Din or other
lands,

Language: Sea Nomad,
Talislan

Physical Characteristics:
Various: raclally mixed,

Attributes:

INT= PER*
WiIL = CHA *
STR* DEX =
COoN * SPD *

*as per actual race: lo creale a
Gao Sea Rogue, use a chosen
race’s original stats and
substitute Gao skills.

Hit Points: As per race,

IMRIAN SLAVER

Special Abilities: According to ancestry,

Bkills: Secondary combat (or secondary maghe with
appropriate fizld of magical study phas redimentany
combat), pilot (cholce of crafl), appraise treasure, plus
any fve thicving talents,

Equipment: Varety of colorful gnrments, usually ol a
mixed sort; cholee of two weapons [dueling swords are
a favorite], silver earring and other jewelry, spell book
{only if a magician),

Wealth: 420 x 5 gold lumens in plunder of various

BOris.

Roleplaying: Most Gao adopt a flamboyant persona of
one sant or another, which often has the eflect of
romanticizing thetr filicit activities in the cyes of the
commaon people, who tend to rogard them as hemes. In
observance of thelr unuseal code of hanor, they will
not sical from other Goo, nor will they do harm to thelr
innocent victims if such actions can be avoided. The
Goo mark the Imrians, Anmanians, and Mangar
morsatrs as their most hated enemics.

Imerian slavers range throughout the southem seas In coracles drawn by teams of glant, sightless cels called ke They prey on
muanyy primifive peoples, (ncuding the Green Men, Ahazu, Mud People, Sawila, Batreans, and even the Chaona Wikchfolk. Their

clients include the Farad, Rajans, and the Quan Empire.

Homeland: Imria.

Language: Common Talislan.
Physieal Characteristics: 6'-
6'6", 200-280+ lbs. Yellow-
green scaly hide, webbed hands
and feel, sharp fangs, body
coated with slime,

Attributes:
IWNT -1

WIL O

FERD
CHA -3
5TR +4 DEX -4
CON +2 SPD +5°
*In water only; -2 on land.
Hit Polnts: 16

have no religion, since they are incapable of imagining any entities greater than themsehves,
thetr victims as no

Imrian slavers regard

Special Abilities: Amphiblous, hide provides | point
ol protection, claws do d4 damage. The thin coat of
slime that covers their bodies enables them to survive
out of water for extended perfods of time [up 1o one
weelk, or about hall this in hot, dry ellmates]. Immiine
to Batrean femnles’ beguiling scenil.

Bkills: Secondnry combat, hunier/ gatherer, stalking,
set/detect snares, waylay, camoullage: pllot [comels]
ar beast handler (lora), appraise slaves,

Equipment: Loincloth of kra hide [males and females),
ncckloce of bruss rings [Imrian coins), capture-pole,
barbed bola with shoulder case, shoulder pouch,
waterskin flled with brine.

Wealth: d10 x 5 gold lumens, plus hall this fgum in
Imrian brass rings.,

Roleplaying: The Imrans are a crisel and domineering
race who view themselves an superior belngs; they

mare than merchandise 1o be captured and

sold as they see L Imrians drink brine and fexst on sea slugs and worms. As such, the
majority of Talislantans find them repulsive, uncouth, and grotesgue,
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MANGAR CORSAIR

Mongar corsairs ane the terror of the Foar Seas. They range for and wide in thelr suifi-mooing
carracks, preying on other vessels, torfuring vietims, and robbing them of thetr valuables.

Homeland: The Mangar lsles.

Sea Nomadic, Sign.
Physical Characteristics:
5'8°-6'4", 130-230+ Ibs. Dark
brown skin, shaved head.
narrow eyes, sea dragon
lattoos on chesl, arms, and/or
back.

Attributes:
INT O PER +1
WIL O CHA -2
5TR +2 DEX +1
CON +2 SPD O
Hit Polnts: 14

NA-EKU CANNIBAL

Special Abilities: Nonc,

Skills: Secondary combat, pilot fcarrack], appralsc
treasure, waylay, gambling (Ska-Waz), inlerrogate,
torture,

Equipment: High boots, blousy pantaloons, blouses for
fermales, brass armbands, enrming, curved daggems, Ska-
Wae dice with hide pouch, cutlnss or scimitar.

Wealth: d 10 x 10 gold lumens in mixed coins, gematones,
and plander.

Roleplaying: The Mangar are viclous cutthroats, prone to
violence and murder. They are enamored of Ska-Wae, &
dangerous game pliyed with curved daggers and dice.
Mangar with h:llpl;hll'l the customary number ol fingers
are nol unoommaon, o direct consegquence of poor Ska-
Wioe play. The corsalrs have a great hatred for their rivals,
the Sea Rogues of Gao-Din.

No-Ku ane a species of demonoid (half-humanoid, half-demon) indigenous to the island of Pana-Kie They prey on other
humanedd beings, whom they capture and eat alive, Talislantan scholars believe that the enfire species moy hove been

Homeland: Pana-Ku.

: Chanan.
Physical Characteristics: 6'-
62", 160-200 lbs. Olly, Indigo
blue skin, yellow eyes, skull-
like visage, serpentine tail,
hunched torso.
Attributes:
INT -2
WIL -2
S5TR +2
CON +2
Hit Points: 10

FER O
CHA -4
DEX +2
SPDO

NA-KU WITCHDOCTOR

Homeland: Pana-HKu
Language: Chanan.

Physical Characteristics: G-
672", 160-180 |bs. Olly, Indigo
blue skin, yellow eyves, skull-
like visage, serpentine tall,
hunched torsa.

Attributes:

INT +1 PER +1
WIL +1 CHA -4
STR +1 DEX +2
CONM +2 SPD O
Hit Polnts: 10

spawned by the No-Ku King, a ereature ushom many belirue is an anclond sea demon
of souree sort,

Special Abilities: Tall may be used to grasp,

Bkills; Secondary combat. hunter/gatherer, stalking,
tmeking. camoullage.

Equipment: Loincloth of antmal hide or skin (both
metles and females], bow, quiver of twelve venommwood
arrows, bone dager or spear, pouch.

Wealth: None.

Roleplaylng: Superstitious and ignomnt by nature,
the Ma-Ku are in awe of magic. They revere thelr
horrible King as o god, and obey his decrees and the
commands of his witch doctors sdthout question,
fearing to do otherwise, Na-Ku are shunned by most
intelligent ereatures, the majority of whom are repelled
by demons of any sort.

No-Ku wilchdociors revene Aberon, Lord of Demonkine. They oct as seers and spirifual
adpsers and senw the Na-Ku King, a horrible and obese
creabune rumored o be an anclend sea demon,

Special Abilities: Tall may be uscd o gmsp.

Skills: Secondary magie {lnvocation, witeheralt, and
primitve enchantment), radimentary combat,
Equipment: Loincloth of humanald skin (both males
and Emales), necklace of bones, rtual bone flute and
drum, scroll of spells [as spell book, made of skin),
bone dogger, short bow, quiver of ten venomeood
AITIFWS.

Wealth: d20 x 20 gold humens in uncut black dia-
morwds.

Roleplaying: Na-Ku witchdoctors use fear 1o rule the
tribesfolk, and are in tum ruled by their osm fearsome
King, whom they revere as & god. See No-Ku cannibal
Jor detalls,
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OCEANIAN SEA NOMAD

The Sea Nemads ane the inhabitonts of the floating cify of Ocranus, which rides the waters of the
Asrere Oevan Tallslantan scholars now belipve that the Oceantans ane descended from refugees
wihe fled the contfinent of Stmbar when i sank diirning The Great Disaster. Most e on Oeeanus
permanenily, though a few of the Oceandan tribes continue o ply the apen seas, operating as
nomadic hurders and gatherers and trading with the folk of the floating oty

Special Abilitles: None.
Homeland: Oceanus. Skills: Primary combat, pilot fzamtan), hunter/gatherer
Language: Sea Nomad. [aquatic], plus one additional tmde or crafl
Physical Characteristics: Equipment: Silver-laced vest of irkdescent scales,
55", 100-200 [bs. Olive loineloth of rainbow kra hide, necklace of colored shells,
lncauered tortoise-shell shicld, blowflsh helm, pouch,
green skin, sea green hair.
Attribut bone dagger, lange-bow with quiver and two dosen quill
INT O PER O bolts, barbed spenr or bone sword, znmtnn stesd.
Wealth: d10 x 10 gold lumens in mdiants [Cceantan
WIL +2 CHA O eurrency made of kkm nenles).
STR +1 DEX +2 Raoleplaying: The Occanians are o superstideus Sl who
CON +3 SPD O dare not sct foot upon salid land, fearing that to do s will
Hit Polnts: 12 activate a curse placed upon thelr people in anclent Hmes
by m terrible witch named Jezem. Consequently, they
have adapted well to thelr watery environs, and are excellent ssAmmers and divers,

PARTHENIAN SEA TRADER

The Parthenians ane seqfarers who range the coeans of Archaeus, searching for sunken
treaswne and ealtable salvage. They are closed and secnrtioe by nature, generally choosing o
avold other folk. Parthenians may sometives be encountered on the high seas, sailing in gread
triremrs with prows fashionsd in the likenesses of glant ldols. On rare cccasions, Parthenlan
wessels hove been known to stop in a port elty in order o punchase provisions and slaves, They

never stay long, and always pay in gold or siloer ingols.

Special Abilitles: Automaton: immune o palsons,
Homeland: Parthene, disenses, and magieal influence, night vision, brass
Language: Archaen (ancient | gkin provides 3 points of armor.
spoken form). 8kills: Sccondary combat, merchant, appralse slaves,
Physical Characteristics: appralse treasure, pllot (Parthenion trireme).
6'8°-T', 180-220 Ibs. Glossy Equipment: Shimmering vellow cloak, vest of balled
bromie “skin® and “hair.” sca dragon hide, fine mesh bronze broeches, laoquered
Attributes: iron arm and wrist brmecers, sclmitar, sea chest,
INT +2 PER +1 M.
WIL 0 CHA O wr,::dm:ndm x 100 pldmhm:ml }nﬂ-th
STR 42 DEX 0 :'l.uru sea chest, or in colns o [FE nn
CON +2 aiD -2 Rolcplaying: Long thought to be a mer of xenophobes,
Hit Points: 14 the Parthenians arc now known to be & varlety of
advanced aulosmaton that survived The Greal Dizaster.

Who created the Parthenians and for what purpose remains o mystery. Parthenians speak o
language that some scholars believe Is an ancient form of the Archaen tongue. Thelr voloes
hove a metallic, resonant sound, Though they seldom exhibit overtly hostile behavior,
Farthenians are not known for personal warmih; this is not surprising, given the fact

they are intelligent mechanisms rather than lving crentures.
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PHANTASIAN ASTROMANCER

Phaniasian astromancers sene as adoisors and administralers, assigning Phantastan dream
meTchants o barious locales, checking up on windship malntenance, eeniones, gross eos(ps,
and so forth. They use thetr expertise n astrology to determine the most favoralde light schedides
ared roules for the Phantasians' anclent fleel of udrcdships.

Special Abilities: None

Homeland: Phantas. 8kills: Primary magic (astromancy], alchemical skill of
Language: High Tallslan. Alehemical Tratning, artificer or engineer [windships,
Characteristics: levitntionals], pilot fwindship), and the thaumaturgic

G'8°-T2", 120-180 |bs. Pale skills of Essence Accumulntor fuse only, not repair or

skin, amber-colored hair, conatrict), Derve Dream Essence, and Derive Distillation

narrow build. {tniangible distillntions only).

Attributes: Equipment: Long robe, confeal cap, necklace of colored

INT +3 PER +4 crystals, spell book, scroll with three spells, sky chart
[seroll with vory case), pouch [magical plgments, ink

WIL -3 CHAD sticks, cte.].

STRO DEX 0 Wealth: 420 x 10 gold lumens in mixed colns,

COMN O SPD O Roleplaying: The Phaninsians are the desoendants of the

Hit Polnts: 12 ancient Archacna, They live in the last of the sky-cities,
an archale structune known o Cabal Magicus that floats

high above the Isle of Phantas. Onee among the most skilled practitioners of magie, the
Phantasians have forgoiien much of the fabled knowledge posscased by thelr anclent ancesiors,
There 18 & sasdness aboul these folk, whom many deem relica of a forgotien erm.

PHANTASIAN DREAM MERCHANT

Phantasian dream merchants are punseyors of exotie alchemical goods and milxtunes. They eam e
a meager livdng by selling dream essence, a costly product deemed oo extrovagant by the
skies of Toltslanta tn thelr anchalke windships, most of which are someuthal decreplt and in n
e of repalr,
Bpecial Abilltles: Detect magie by sight at o range of
Homeland: Phanbas, 5 fect: requires full concentration and & roll versus
Language: High Talislan. PER + the level of the magle. "!J
Physlcal Characteristics: Bkills: Secondary magie [astromancy and alchemy),
G'8"-72", 120-180 |bs. Pale pllot [windship), and the thaumaturgic alkills of
skin, amber-colored hair, Essence Accumulator [use only, not repatr or con-
build struel], Derhve Dream Essence, and Derve Distillation
A lintangible distillations only). =y
Attributes: Equipment: Long robe, conleal cap, necklace of wn
INT +2 PER +4 colored crystals, spell book, sky chart [scroll with tvory Puley
WIL -1 CHA D case), 2d4 nmber erystal vials of dream essence n
STRO DEX O fvartous types).
CON O SPD O Wealth: d10 x 2 gold lumens in mixed oolns, (4]
Hit Points: 12 Roleplaying: See Phaniasien astromancer.
PHANTASIAN GUARDIAN

The Phanfasian guardians are members of an efite mditany order thal has profectod the floating
city of Cabal Magicus for uniold penerations. Most continue (o serve in this capacity, though the
decline in Phanios’s foriunes has compelicd some to leave the island in seanch of wark as

mercenaries. v i :
cinl Abilities; Detert sight at o o
Homeland: Fhanias. ;?E.c:l; this requires full mmtl'ﬂlhn and a rr:l;'ﬁrm
: High Tallslan. PER + the level of the magle.

Physical Characteristics: Skills: Secondary combat, rudimentarny mage
FE=T, 160-200 Ihs. Pale E;-;mmnql ﬂ:;lﬂm-rhﬂ-ldr arwwﬁw;#hr:ﬂ
skin, amber-colored halr, me: armor
namow bild. padded undergarments, ceremonial lengssond, !:Imi'..
Attributes: pack. scroll of spells (as spell book. In metal tubel.

Wealth: 410 x 8 gold lumens: hakl this i & meroenary.

INT +1 PER +2 Roleplaying: Sev Phontiasion astomancer.
WIL O CHA O

5TR +1 DEX +1

CON +1 SPD O

Hit Points: 12
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The Far Isles

SAWILA SPFELLWEAVER

The Saudla are inhabltanis of the tsland of Fahn, which s located in the For Seas. Many ane
members of a cull revolving around the worship of Arlal, Goddess of the South Wind. Saudla are
able o weaie magics through sibtle means, such as their raditional songs and dances, bid ane
most effective when working in concert with others of thetr race. Scholars now believe that the
Saulla are a species of the avian Aeriad, who originated from the continent of Temesla bul have

devolued indo hearmanodd form.
Spocial Abilitles: Spellweaving,
Homeland: [sle of Fahn. Skills: Sceondary magie (spellweaving), song, dance,
: Chanan, Sign. wedure,
Characteristics: Equlpment: Costume of colorful feathers, comba made of
5'4"-6', B0-140 Ibs. Albino, mmm:lle n:; r;m scales [both males and females].
ﬂﬁ:}r hu:lll.mrldl.uma deco- d6 x 3 gold I o
ey rmnh;d pack. Roleplayilng: Sawila tend to nvald aggression, but will
use thelr spellweaving abdlitics in defense of their
INT +3 PER +2 settlements. They have long been victimized by the
WILO CHA +8 Imrians and Mangar, who covet the exotic-looking Sawils
STR -1 DEX O ns sbwves and consorts, [ taken from thelr ancestral
COoN -2 SPD O homeland, Sawila become even more passive and will
Hit Points: 12 nlmost never atiempt 1o escape thelr captors.

THAECIAN ENCHANTER/ENCHANTRESS

Thaectan enchanters and enchantresses ane rencwned_for the maklng of ootic enchanded
tems such as Thaeclan orbs. Mosi are conderd bo remcin on thelr home islond of Thaecin,
thotgh a_few sometimes travel to distant (ands in search of new experienees,

. Special Abilitiea: None.,

Hﬂﬂlﬂlﬁi'ﬂmﬂnhm Bkills: Primary magic [wizardry and enchantment),

Language: High Tallslan, artificer, brewer/vintner [Thacclan nectar).

Thasclan. Equipment: Diaphanous gossamer mbes [both male

Physical Characteristics: 6~ | and female). gossamer purse and shoulder pouch,

66", 100-160 Ihs, Sihvery allver-bound spell book, d4 amberglnss vials [potions)

skin, deep blus halr, disting- and spheres (Thoaecian orbs), Nask of Thaseian neciar,

Uve features, slender phy- Wealth: d20 x 100 gold lumens in mixed eolns and for
gemslones,

:].:l;:hutu Roleplaying: Thascians are devoul pleasure -seckers

INT 43 PER +3 who shun hard work in Bvor of more pleasant
pastimes, They are ennmored of magle and are partial

WIL -2 CHA +3 to Thaecian nectar, a drink noted for its exotic dovor

STRO DEX O ard exhilnrating properiies.

CONO SPD O

Hit Points: 10

THIASIAN PERFORMER

Thiasians are renowned as performers of exceptional skill and can be found throughowt much of
the Talislantan continent. They spectalise in dance, acrobatics, and Juggling, amang other (alents.
The majority of Thiastans encountered in Talislania are etther slaves or the desendants of staves
Abilities: Nane.

Homeland: Eros Isle, Skills: Dance, nerobatics, plus any two additional

: Tallslan. performing talents and any thres thieving talenta.
Physical Characteristica; 5~ | Equipment: Costume of colored silkeloth plus any four of
B, BO-170 Ibs. Violet skin, the followdng “props:” throwing knives, juggler's pins,
black hailr, lithe and slender makeup kit. spare costume of chalee, thespian's mask,
physique, attractive, hand- lockplcls.

e Wealth: d10 x 4 gold lumens unless a slave; then, none.

Attelh Roleplaying: Thissinns are perhaps the most colorful and
utes: extroveried of the Talislantan mces, reveling in song,

INT O PER O dance, and mermymaking. They may sometimes be found
WIL -1 CHA +2 in the company of Bedor musiclans and other entertain-
5TR +1 DEX +5 ers or in the homes of wealthy Talislantans, whs favar
CON O SPD +3 Thiasians ns consorts.

Hit Polnts: 12
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LIFE EXPECTANCY OF
TALISLANTAN RACES

The following chart shows the average lifespan
In Tallslantan years of the various humanold races of
Talislanta. The four basic stages of humanoid
development. and the corresponding effect on al-
tributes of each stage, are as follows:

= Youth: Halve listed hil points and take a -2
penalty on all attributes untll the character
reaches the adult phase. I playing a pre-adult
character, divide the perfod of youth by four;
increases in hit points and attributes can be
tallied each quarier. Note that youthful charac-
ters may mot yet have acquired any skills;
alternatively, the gamemaster may allow youths
to have zero-rated or even negative-rated skills,
lalents learmned through obsermbon and imita-
tion but as yel not ully developed.

= Adult: Hit points and atiributes are as listed.
The term “adultl® is used here to denole physical
maturation, as opposed Lo soclal status, which s
subject to euliural mores and traditions.

* Middle-Aged: Middle age represents a perfod of
gradual physical decline that may be tempered
by the acquisilon of wisdom and experience. In
game terms, the gamemaster makes an
unmaodifled roll on the Action Table at the onset
of this period, and once again at the midpoint, for
the following attribules: strength, dexterity,
conatitubion. and speed. Fallure Indicates a -1

reduction for the attribute, Conversely, the
gamemasier also rolls for intelligence, will,
perception, and chardama; a full success indi-
cates an increase of +1 for the atiribuie being
checked.

* Venerable: Treat characters in this phase as
per the latter category, only some physical
decline is unavoldable, Subtract ane palnt from
strength, dexterity. conatitutlon, and speed at the
onsetl of this period. Roll again at the midpaint
and in the kst year Indicated (before the Ngures
listed in parentheses; see chart) to determine if
further physical decline occurs. Al both junc-
tures, the gamemasier rolls (o see I the
character's Intelligence, will, perceplion, and
charisma Increase by +1. Note that In this
instance, fallure indicates a -1 reduction in these
altributes due to advanced age, possible senility,
gradual decrease in sensory abilitles, and so

Once past the years allotied oulside of the
parentheses, the character risks dying of old age. The
GM may secretly roll the dies indicated in the paren-
theses to see how many years the character will
continue Lo live,

Note: Players may delermine the age at which
their characters will begin play In the campaign. If
the gamemaster and players are experienced fanlasy
gamers, characters do not necessarily have to begin
play at the first level of ability. Sheuld the group
desire to do so, the gamemaster may elect to run a
campalgn with Intermediate or higher-level chame-
ters.

Life and Death in Werewood
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LIFEEPAH CHART. TﬁHEIANTAN RACEE

Reed"™ Venerabie

*In Talislantan terma, the moes of “Men®™ are now consddered 1o
Dihena, [alfir, Dmcanans, Farad, Gao, Had)in, Kssmirans,
Hmlﬂnl!m Marukans, ODosanbans, Pharesians, Qnuaan,
arsd Zaredie. Of these, the longest ved wre Uve DHana [+5 years)],
Elasenirmss {+ 10 yeass], Mandalass, and Xanadasdans bath +20
yeara), The shoriost ved are the unhealthy Gruan (220 yeamn, the
dnlgﬂrlﬁuihﬂq-lb;ujﬂuﬂdul-hd]m [+ yemrs).

= Arimne make a distinction between physical age and “spirtiual age,”
which they define by the mumber of incarmations that & ghven sparit
has gene through. Spidis who have BOVen oF more
ncamations are deemed “wise® or “vemerabie® by the Arlane; all
-mhmm:l.l]ml-dnudm‘

* Arag are sorcerous hybrida genetically programmeed (o mature
quickly. Onee beyond the sthalt stage, Ama degenerate rapldly,

» Beasinsen are & mongrel moe, fairdy short ved and suseeptibibe w
omce peast Lhe ndult stage. The emale of the species

commonly ghves binth to two Btiers of 3-8 "pups:® &s many as hall of
these may be deformed or stillbom,

# Chana are shortbived, primasity s o result of the ritual alwese of
kesh, & potent narcodie,

* Dharlelirg youeng are bom withoul eyes, with latent aplical nerves
typically developing by the exwd of their sixth year.

* Ginomekin marure , Erpay period of adulthood, awi

* The Giryph's high metabobism is belicved 1o contribule (o the
reinitvely short Biespan of these pvian belngs.

= Imnlars hatch from cgs, wnd spend their youth as water-breathing
“newis.” Lungs capabibe of breathing out of water develop by the el
of the elghih year,

* nkn females rrely give birth 1o more than ten itlers o ther
Histimes, and almost always ghee birth to tedna.

* O . the Harakin bive relattvely short lives, due primarily to
the hanbshipa that they are forced to endure,
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Race Youth Adult Hace Youth Adult
Acrind 1-11° | 1583 B1-85 (+3d20]  Mogroth 1-28  30-79 BO-119 120-160 [+3410)
Ahazy 1-8 10=30 EI-IIru 4 1=B5 [+2d6} Monnd 1=3 4-25 26-30  31-35 [+d6]
Arag 1-3 4-19  20-24 2530 («16) Mondre Khan 1-14 15-29 S0-40 4 1-50[+d12)
Arlane 1-13 1449 BO-79  BO-100 [+4d10) Mud People I=17 18-28  20-39 40-650 [+2d 10}
Beastmen 1-11 1225 26-30  40-50 (+d6) Muse 1-45 GO-TE T6-65 96-125 (+2d 10)
Bodor 1-19 20-50 51-75 76100 [+4d6] Magra 1-15 16-48 bB50-G9 T70-80 [+d20)
Calbidiam 1-20 21-565 6676 TG-180 [+4d10) Na-Ku 1-10 11-25 26-35 3645 (+d10)
Chana 1-12 13-35 36-45 A6-60 [+3da6] Orgovinn 1-12 13-38 O7-B6 Gi-75 [+248)
Danclek 1-1% 2040 41-60 G1-TE [«d10} Fhantasinn 1-17 16-40  41-75 T6-120 (+d20)
Darkling 1-8 =22 23-30  31-37 (+d 10} Hajan 1-12 13-35 36-55 5O-T5 (+2d420)
Druhk 1-13 14-29 3049 5060 («d10) Rasmirin 1-13 14-40  41-7T6 78-120 [«d20)
Ferran 1-4 B-14  15-25 26-25 [+«d8) Sauran 1-5 6-24  25-30  40-60 [+d20)
Gnomekin 1-4 5-50 BE-100 101=150 (+5d 10) Sawiln 1-20 21-45 46-75 TE-100 (+2d20)
Gmorl 1-10 11=26 26-89 101=-165 (+6d20] Shadinn 1-14 16=35 36-45 46-55 [+d10]
Green Men 1-3 48 7-8 10-13 (+d4] Sindaran 1-19 20-39 40-58 GO-B0 [+d20)
Gryph 1-10 11-35 3645 46-55 [+d20) Stryx 1-5 10-19  20-39 40-85 [+120)
Harakin 1-5 B-256 26~-34 3540 (+1d10) S 1-24 25-36  36-49 GO-T0 [+2d420)
Imrfan -8 924 2540  41-65 (+d 10} Thrall 1-7 B-28 2048 50-50 [+d20)
I8 poslane 1-20 21=-39 - 40-84° BE-BE (+d 10} Ur 1-19 20-30 40-50 51-B5 +d10)
Ik 1-11  123-35 3660 G6I1-80 (+d20) Vajm 1-38 40-70  T1-89  100-180 [+2420)
Jhangamn 1-18 20-30 31-50 B51-75 (+d 10} Vird 1-13 14-36 37-56 57-80 [+2d20)
Hang I-13  l4-45 46-54 BE5-60 (+d10) Xambrizn 1-14 1549 50-89 90-130 (+«d20)
HKharakhan 1=8 lo-24 25-34 3645 [+d6) Yassnn 1-i0 1140 41-75 76-90 (+2d412)
Munira 1-12 13-30 31-40 41-50 [+d20} Yrmankan 1-15 16-26 26-35 36-560 [+d10]
Men® 1-17 1840 41-85 66-80 (+2d20) ¥k 1-15  16-38 39-63 64-78 [+2d20)
Mirin 1-13 1440 41-76  76-05 [+3d20) I8 1-13 13-30  31-45 46-60 [+1d420)
COMMENTS * The warbike Hang are most productive during the fatrdy long persod

of madulthood that bs fypical for members of this rece. Osnes past thebr
physleal prime, however, most beconme deprossed, oflen taking il
ansd dying within just a few yeam” time.

* The Manm's ahomt [fespan s directly aitributable to the physical
atrens inhorent in the practioe of shapechanging.

» Mogroth are especially long bved, a coodition attribasted to the slow
metabolism of these greai, alothlike creaturos,

= The Mud People hatch from cggs. then spend the first scvenioen
yearn of life as leghess, mud-dwelling nowta. The customary skx
appendages develop soon thereafler, along with rudimentary hangs.

= Mumcs resmadn in the youth stage jor abmosi [y years before
staining phystcal maturity.

= Deapiie appearanoes, the Nagra are a mobust and hearty folk who
generally lend & long and productie adult life,

* Parthenians are putomatons, snd are therelore nod subjeet to the
prmal aging precess. Sinee they have sunvdved since
before the Greal DHsaster, Talislanian scholars aasunve that the
mechanma of which they are made can last bdclinicly.

= Saurana hatch from egggs, developing from quadmpedal “haich-
liryge® to bipedal adulis within fve years.

= Sinclarans moasure over thnee feet all ai birth, mesd haove slin so
thilsi & b0 be nearly tanshscent. With the exception aff newbom
Easmirams, who arc as shriveled and wrinkled as their parenis,
Sindaran nfants are arguably nmong the leasi aitractive hakies of

iy hismanold species.

* The Thralls bredd for battle, vl
ke M ok g R e T

= Vajra speand thedr youths hibemating n subterrancan bormes,
mwakening ss mature adulis.

= The short b cxpectancy of Yrmanian wikimen and wildwomen s
aitribsted to their ritual ingestion of skulleag, s virulently toxle
varbety of mushmmom native io Yrmanda.

* Deapite putwird similariiies, Xambrlans are nol narmal Men, & el
attcated to by their unoammenly long Ifrspans.
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4
Skills

“The difference between Man and
Beust is the difference belween
training and instinct.”

— The noted naturalist
Thystram

*If we must, we stand and die. But
we shall take many of them with
Ls."”

— The Thrall commander
Armar at the first Slege of
Ikarihis

T

This chapler describes the various skills that characters may have, Rules for
skills are given in Chapter Two. Magic skills and spells are described sepa-

rately in Chapter Five.

Combat Skills

Unless siaied otherwise, the attribute modifier
for all combat skills is dexterity rating.

Archery
Proficiency with one missile weapon, such as a
bow or croasbow. In addition to using this skill level
for your combat rating when using this weapon, you
suffer a range penalty of only -1 per 20 feet from the
targel rather than the usual -1 per 10 feel
Cost to acquire: 2 months (14 weeks) plus 20 XP.

Arimite Knife-Fighting
Proficiency in the Arimiie style of combatl using

ofe or mone knives. Techniques include
knife-throwing, double knife-throw {roll for each knife
with no penalty for double attacks), and throat-
sliiting jeffective only from behind versus an unwary
opponent; base damage is douhle the weapon's
normal plus any magical or STR bonuses as appli-
cable). Use this skill level for your CR when perform-
Ing any of these maneuvers.

Cosi (o acquire: 3 months (21 weeks) plus 10 X

Combat, Primary

A basjc ability to use use weapons (o harm
others and to keep from getting hurl. With primary
combat you begin the game proficient In five weapons

Skills

plus unarmed fighting (kicks, punches, head butis,
and so forth, which do one point of damage plus STR
on a successiul hit). Your skill level with this skill is
your basic combat rating (BCR]. Il you use any
weapon other than those with which you are profi-
clent, you still receive your BCR bonus, but you roll
only a d10 instead of a d20 when rolling to hit; this is
the standard non-proficlency penalty. If you recelve
training to leam how to use a new weapon, you can
then use that weapon at the level of your BCR. In
addition, you can concentrate in a specific weapaon,
giving It a combat cating above your BCR.

Cost to acquire: Not applicable; It Is impossible (o
acquire primary combal il the character arche-
type does nol have it

Combat, Rudimentary
Represents millarty with one weapon and
unarmed combat. Unlike other skills, your skill with
rudimentary combat does not improve as your level
improves.
Cosl io acquire: Not applicable; it Is impossible io
acquire rudimentary combat If the character
archetype does not have L.

Combat, Secondary
Like primary combal, excepl that you are
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proficient in only two weapons plus unarmed fght-
ing. Also, you only advance with this skill upan
achieving even-numbered levels [2, 4, 6, ele.).
Cosl o acquire: Nol appllcable; it Is Impossible (o
acquire secondary combat if the character
archetype does not have IL

Command
The abllity to organize, coordinate, and direct
groups ol trained combatants. You can personally
command up to 10 combalants or one lower-level
sub-commander per level of abllity. Each sub-
commander may in tum direct 10 combatants or one
subordinate per level, thereby establishing a hierar-
chy of command.
Cost Lo acquire: 2 months (14 weeks) plus 15 XP,
Attribute modifler: CHA

Kanquan

Proficiency in the viclous Kang style of weapon-
less combat. All Kang warriors, warrlor-priests, and
trackers are taught this ability from their first days of
senllence. Basic moves Include hand thrust. kick,
double leaping kick femployed versus two opponents
al close range, with no penalty for two altacks), head
bl throw, and various disabling blows. Kanguan
emphaskzes offense and attack at the expense of
defense. Kanguan allows the specialist to achleve
maore lethal results with hand-to-hand combal. This
resulis In the following modifiers to the action table:

+ Partial Success: Opponent recelves normal
damage.

* Sucoess: Opponent recelves full normal damage,
and must save versus CON or be stunned for 1d4
rounds, Subtract the attacker's STR from the
CON roll,

» Critical Success: Opponent takes double normal
damage, and must save versus CON or be
stunned for 1d4 rounds. Sublract the attacker's
STH + level al Kanquan from Lthe CON roll.

Mote: 'While you are utilizing the Kanguan style
of combat, attackers receive +2 to hit your
character.

Cost to acquire: 4 months [28 weeks) plus 15
AP,

Mandaquan

Proficlency in the Mandalan art of weaponless
defensive combat. The basic principle of Mandaguan
Is passive reslstance—in eflect, t the
opponent's olfensive energy back upon him or her,
and avolding harm by dodging or eluding attacks,
Mandaguan can be used o evade almost any form of
attack, Including magical bolts, bul cannot be used
for offensive . The art of Mandaguan
includes the use of special defenalve moves that are
able to disanm opponents, Incapacitate them peace-
fully. or render them unconsclous.
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Mandaquan can only be used In response to an
altack. As a Mandaquan fighter, you make your
“attack® roll simullaneously with your aliacker, using
your Mandagquan skill level for your CR. If the
attacker beats you, he or she Inflicts damage as per
the normal combat males, If the rolls result in a te,
nelther combatant has any effect on the other. I you
win, you can perform one of several moves, depend-
ing on the level of success you have rolled on the
Actlon Table.

* Parifal Success: You can Inflict damage by
wrenching, twisting, or striking the atlacker.
Damage equals 1d6 plus the STR of the attacker.

= Full Surcess: You can elther Inflict damage as
with a partial success or disarm the opponent.

= Critical Success: You can Infliet damage, disarm
the opponent, or restrain the opponent with an
arm lock or other type of pin.

You ean also use Mandaquan o grapple and
restrain an opponent as described in the "Rules for
Combal® section, bul using your Mandagquan skill
level in place of CR.

Cost (o acquire: 1 year (49 weeks) plus 15 XP.

Mounted Combat

The ability to fight from the back of a steed or
mount. When fighting while mounted, your effective
CR Is limited to your skill with mounted combat. A
character with a CR of 48 and a mounted combat
rating of +5, for instance, would only fght with a +5
CR while mounted. Having a mounted combat skill
level higher than your CR does nol Improve your CR,
even when mounted. Characters without this skill
must roll d10 Instead of d20 when Aghting mounted.
You must have Ride lo acquire mounted combal.

Cost to acquire: 2 months (14 weeks] plus 10 XP.

Swordsmanship

This swashbuckling style of combal was first
made popular by the ancient Phaedrans and later
adopted by the Zandir. This skill places a premium
on flamboyant attacks and flourishes, using elther a
duellng sword or saber. Use level ol swordsmanship
as your CR when Dghting with either of these weap-
ons.

As a specialist in swordsmanship, you can use
your skill elther offensively or defensively.

Offensively, your speed and skill allow you to
make multiple attacks with only a -3 penalty per
extra attack rather than -5. For example, a character
with a +12 swordsmanship could strike three times
in a round at +6. A character with an ordinary
combal skill of +12 would take a -10 penalty for the
same maneuver, making each attack al +2.

Defensively, you can both parry one attack and
make an attack in the same mound, When attacked,
you roll as If to hit, and you successfully parry the
Incoming attack If your roll at least equals your
attarker's. Unlike a charcter with a standard
combat skill, you may also strike normally in the
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same round. If you try Lo parry more than one attack
in a mound, you take only a -3 penalty for each extra
opponent you attempl lo parry.

You cannol make muluple attacks and parry in
the same round.

Cost o ncquire: | yvear (49 weeks] and 15 XP.

Tazian Combat

Proflciency In the Thrall art of hand-to-hand
combat, a complex mixture of fighting styles using
the garde, a type of parry/atiack armor that extends
from shoulder to wrisl. Maneuvers available include
the following:

* Garde parry: Like a standard parry as de-
scribed in the combat rules, but If you successfully
party with a critical success, the ailacker Is also
disarmed.

+ Garde smash: Standard aliack with the
garde, which does dé damage.

» Body slam: Insiead of doing damage, this
attack stuns the target. The attack roll s made
normally, but the defender must make a CON roll
that at least matches the attack roll or be stunned for
1d4 rounds, The main disadvantage to this attack
maneuver Is that the target may strike you first, and
If the target scores a critical hit on you, he or she
does triple damage instead of double, sinee you have
elfeciively thrown yourself on Lhe largel’s weapon.
The body slam Is ineffective on anyone who welghs at
least 10 more than you,

*Grapple: Instead of doing damage, this attack
immobillizes an opponent. The attack roll Is made
normally, and the target may resist with a DEX roll.
Il the atlack roll succeeds and beats the target's DEX
roll, you hawe the target in a pin, lock. or hold. Each
round thereafler, you can do your 5TR In damage, or
you can just hold the character. The held character
can iry o escape each round by making a STR roll
that beats your STR roll.

Individuals with a strengih rating lower than +3
and a body weight less than 150 |bs. cannot learn
Tazian combal.

Cosi to aoquire: 3 months (21 weeks) plus 15 XP.

Common Skills

Common skills are those abilitles that are
generally unrelated to specific professions. Do not
confuse these skills with trades and crafls that may
seem similar at firsL A good haggler, for example, is
not automatically a good merchant. The skill of
Hagpling represents your ability to dicker over a
price, while the skill of Merchant ineludes knowledge
of tariffs, taxes, licenses, dealers, retallers, market-
ing, seasonal changes In supply and demand, and
MOre.

Every chamcter musl have a customs skill
representing his or her background.

Cosl (o acquire (unless otherwise specified): 2
weeks of study and 10 XP,

Skills

Barter

Trading goods and services withoul recourse to
standard currency.
Altribute modifier: CHA.

Customs, Nomadic
Knowledge of a wandering, nomadic lifestyle,
whether in a group or alone. Includes knowing how
to pack anlmals to distribute welght properly, how (o
seem unthreatening when entering a new area, how
to find shelter in an unfrendly city, how to find
people who will deal with you, how (o find water or
other useful geographical features when wandering
withoul a map, and so forth. Select one area with
which you are familiar; when using this skill in other
areas, roll d10 instead of d20. This skill Is common
among Sarista gypsies, Phareslan peddlers, oulcasts,
and misfits.
Attribute modifier; INT.
Cost to acquire: Can only be acquired by spend-
Ing a year In the nomadic lifestyle and expending

10 X,
Customs, Rural
Kn of life in the countryside, including

guessing the lay of the land and knowing what crops
are ready for harvest at what time. what anlmals are

maost useful for food, how to get along with rural folk,
how rural holidays are celebrated, how to find places
to stay, and so forth, Chose a specific land whose
peaple you know best. In other lands, you must roll
d10 Instead of 420 with this skill to represent your
Inck of lamiliarity with forelgn customs. This skill is
commaon among Aeriad and Muses.

Attribute modifier: INT.

Cost Lo acquire: Can only be acquired by spend-

ing a year in the rural lifestyle and expending 10

XP,

Customs, Tribal
Enowledge of life In a primitive tribe, including
how o treal tribal leaders and witch doclors with
proper respect, how (o share and eat food according
to accepled customs, how to elicit hospltality, and so
forth. Select one kind of tribe with which you are
familiar. When using this skill in other tribes; roll
d10 Instead of d20. This skill is common among
dhangarans, Ur clanmembers, and Sub-Men.
Altribute modifler: INT.
Cost to acquire: Can only be acquired by spend-
ing a year in the tribal lifestyle and expending 10
XP,

Customs, Urban

Kn of how cities work, how they are laid
out, where to find the best lodging, how to find your
way through the streets, how o recognize authorites
and imporiant people, how (o find the shadier parts
of town, and so forth. On a more mundane level, this
skill includes knowledge of leases, rent, tax, littering
ordinances and other things peculiar to urban life.
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Choose one iype of clity when you choose this skill,
such as the clty of Cymril or Sindaran cltles. When
using the skill in other kinds of cities, roll d10
Instead of d20 to represent your lack of proficiency
with foreign customs. This skill is commeon among
Cymrillans and Zandir,

Attribute modifier; INT.

Cost to acquire: Can only be acquired by spend-

Ing a year In the urban lifestyle and expending 10

XP.

Fashion

Indicates famillarity with a type of fashion,
Including the ability to dress stylishly, use makeup
correcily, and keep up with the latest trends and
siyles. Use your Fashion skill rather than your
simple CHA when rolling for reaction from those of
similar culbures.

Attribute modifier: CHA.

Haggle
Arguing over a price. IT two people haggle,
resolve as an opposed action. Assume thal you must
still buy the items listed in the equipment seclion for
full price, and may only use the Haggle skill when il
ls actually roleplayed as part of an adventure.
Altribute modifier: CHA.
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Ride

Riding one type of riding beast, such as an equs
or strider. This skill does not glve you the ability to
fight while mounted. which is covered under the
combatl skill of Mounted Combat. When riding a
creature other than the one you chose, roll d10
Instead of 420,

Attribute modifier: DEX

Swim
Staying afloal and gelting from place to place In
the waler. Al skill levels of +5 or greater, the swim-
mer can attempt to do lfesaving techniques.
Attribute modifler: DEX.

Language Skills

The following is a list of the major languages
spoken by the peoples of Tallslanta and the Unknown
Lands. The atirtbule mod{fler for all language skills 1s
intelligence,

Cosl fo acquire: 2 months (14 weeks) plus 10
XFP. Note that while intensive, gulded study s the
only way to learn a forelgn language this quickly, it is
possible to learn without a teacher In double the
amount of time Il you Immerse yoursell in the

banguage.

Common Talislan

Common Talislan ks the longue spoken
throughout much of Talislanta, with the exception of
the eastern coastal jungles, Yrmania, and the Quan
Emplre. Its use marks you as a person of low (o
average soclal standing, and so it is shunned by most
nobles, Intellectuals, burenucrats, and scholars.

Example of Common Talislan speech: °l ain't
gonna pay you no 5 ailvers for this hunk o* junk.®

High Talislan

Essentlally a more elaborate and flowery version
of Common Talislan, High Talislan is employed
throughout most of the continent. Its use marks you
as a person of high social standing, good education,
or extreme snobbishness.

Speakers of Common Talislan and High Talislan
can usually but not always understand each other.
Mevertheless, these dialects are trealed as ssparate
languages because it is virtually impossible Lo speak
the version with which you are nol miliar without
arducus training and practice. When speakers of
Common Talislan attempt Lo effect High Talislan
without the proper tralning, the result is quite
humorous, as i3 the reverse phenomenon.

Example aof High Talislan speech: °] sense a
serious disparity between this {tem's Intrinsic value
and the remuneration you request.”

Archaen
The wrilten language employed by most Talls-
lantan magicians (o record their spells and enchant-
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Nomadic

This slmple yel
elegant tongue Is spoken by
the Djaffir tribes, most of
whom speak Tallslan as
well. It 1s also employed by
the Dracarians of
Carantheum, since the
written form of Nomadlc is
especlally conclse and easy
to leam.

Northron
Northron is the
language of the Ur clans of

Urag. The race of
Darklings speaks a tangled
dialect of Northron, as do
the Stryx.

Phaedran

Technically a “dead™
language, the complex
Phaesdran tongue s prima-
rily employed In iis writien
form only. It is still in wide
use among wesiern schol-
ars, who value tradition
above practicality.

Quan
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ments, Archasn dates back Lo the Forgollen Age.
Many of the oldest known scrolls and stone tablets
were written In this highly complex language, which
Is no longer employed excepl as pertains (o the
cnsting of spells.

Bodorian

Bodorian is a complex language without words
or leliers: musical notes and rhythms are exclushely
used to convey meaning. Bodor musical troupes
employ this language, which is greatly admired by
the Muses and Thaeclans.

Chanan

Chanan Is the main language of the eastern
coastal people: different dinlects are spoken by the
Chana witchfolk, Manra, Mondre Khan, Nagra,
Batreans, and Sawila. There is a runic version of this
tomgue, but it is very rodimentary.

Elder Tongue

The anclent language of the Ariane peoples, the
Elder Tongue Is also spoken by ecertain witches and
warlocks, such as the Dhuna. lls written form s
often employed as a magical seript by many types of
spellcasters. The Mirdn of L'Haan speak a derivative
of this tongue.

Skills

Sinlen In large part
from the anclent Mazdak Longue. Quan was the
official language of the Quan Emplre. The Vajra.
Sunra, Mandalans, Ispaslans, and Hang each have
thelr own individual languages, bul sinee the over-
throw of the Quan by the Kang, Kang law states that
only Kang may be taught in public places and
institutions of learmning In the emplire. The arginal
Quan language’s written form Is em exclusively
by eastern scholars, Including the Chronlclers of
Xanadas.

Racial Tongues

The Tallslanian racea that are known lo have
thelr own distinct languages include the Ahazu, Mud
Peaple, Muses [Sylvan), Saurmns, Gryphs (Avian), and
Green Men (the "secret language” of plants).

Rajanin

A harsh tongue derived from the anclent
language of the Mazdaks, Rajanin is employed
primarily by the various tribes Inhabiting Rajanistan.
A maddeningly complex written form of Rajanin was
later developed by the Rajans.
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Sarisa

The multilayered of the wandering

Sarisia peoples, Sarisa Is rich In colorful adjectives,
especlally those of a disparaging nature. By means of
various slight gestures and signals, It is possible (o
convey secret meanings such as: “Believe nothing of
whal this one says,” “We must speak privately.* and
sa forth. No Sarista would ever teach the hidden
meaning of this tongue o an ouisider.

Sea Nomad

This tongue is employed, with slight variations,
by the folk of Oceanus, the Sea Rogues of Gao-Din,
and the Mangar corsair clans.

Sign

Sign 1s a “universal® language of hand gestures
employed by most of the primitive tribes of Talislanta.
The Wildmen of Yrmania use sign exclusively, though
they are known o punctuate their conversations with
a variety of welrd howls, yelps, and bloodeurdling
screams. The Black Savants of Nefaratus employ a
complex and arcane version of sign, which is in very
few ways similar to the common version. The race of
Monads likewise utilizes a unique variation of this
form of nonverbal communication.

Thaecian

The romantic language of the Thaeclans, this
elegant tongue is much favored by poetls, wrilers, and
musicians. The Thaeclans employ it as an adjunct to
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High Talislan, which Is spoken as their common
tongue.

Xambrian

An ancient variant of the Archaen tongue,
Xambrian is used only among Xambrian wizard
hunters, a chaotle folk native to the Wilderlands of
Zaran. Xambrian Is considered a “near-dead” lan-
guage by the other peoples of Talislanta due to the
violent lifestyle of the few remalning Xambrians.

Performing Talents

Performing talenis represent akills used to
entertaln, especlally as a way to make a living.

Cosl to acquire [unless otherwise specified): one
manth (7 weeks) of study and 10 XP.

Acrobatics

The ability to perform meost types of acrobatic
maneuvers, Including tightrope walking, tumbling,
leaping, vaulting, juggling, breakfalling (falling up to
20 feet without taking damage), and scaling walls.

Basic tralning in this field includes group
actions such as pyramids,. Ninging of other people
into the alr, and interactive j

Cosl to acquire: 1 year and 10 XP.
Attribute modifler: DEX

Acting
Individuals with this talent will be able to
perform any of the skills normally assoclated with
thespians, such as engaging an audience’s attention,
memorizing lines, conveying a range of emotions,
impersonating other individuals or character types,
and so on. Acting is one of the most difficult skills
practiced In Talislanta. Acquiring the skill requires
two years of slavish rehearsals and tralning sesslons
in the tutelage of the most demanding and tempera-
menial masters of the art.
Cost o acquire: 2 years plua 30 XP.
Attribute modifler: CHA.

Art

In Talislanta, visual art Is considered one of the
performing arts. This skill represents the ability to
produce aesthetic creations of a visual nature, such
as paintings, tapestries, mosaics, sculptures, and so
forth. This skill is very dificult to develop, due In
large degree o the fact that artists tend to develop a
personal style thal identifies thelr work. Along with
the ability to create art, characters with this skill will
be able to evaluate other artists and appralse the
value of their work. Other potentially useful applica-
tiona of this skill will depend on the medium in which
the artist works; for example, portrail painters might
never forget a face, needleworkers who embrolder
tapestries might alse mend or alter clothing, and
sculplors who work In clay might be able to make
usefil cups or bowls, The usefulness of this kind of
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secondary application Is up to the GM's discretion.
The time required to develap the rudimentary skills
In & particular medium is 1 year under the guldance
of an accomplished artist who works In that medium.
Cost to acquire: 1 year plus 10 XP.
Attribute modifier; PER.

Dance

The abllity to perform popular, expressive, ar
ritual dances. Popular Talislantan dances include the
light-hearted caperetio, the romantic avante, and the
formal sauntre; expressive dances include the
seductive Dance of the Diaphanous Veils (Batrean),
the Dance of Subtle Passions (Mandalan), and the
Dance of the Rainbow Plumes [Sawila). Many culis
and religions have thelr own ritual dances, such as
the Ritual of Spirt Calling (Chana Witchiolk), the
Dance of Death (Rajan necromancers], the Celebra-
ton of Terra (Gnomekin), and the Kang Sword Dance,
io name but a few. The time required (o learn each
specific dance Is two weeks. This, along with an
expenditure of 5 experience points, brings the
character to skill level 1. To advance, the character
must spend a significant portion of his or her day
practicing the dance in question. The character is not
Hmited in the number of dances he or she can leamn,
but not all dances are taught freely to any who ask.

Cosl to acquire: 2 weeks and 5 XP,
Attribute modifier: DEX.

Knife-Throwing
Although oflen used merely as a sideshow
attraction, this skill (s identical to being skilled with a
throwing knife, as per the combat skills rules.
Altribute modifler: DEX.

Legerdemain

The abllity to perform various tricks and
sleights of hand, including card tricks, palming
[concealing small objects in the hand), passing or
switching small ohjects without being detected,
ventriloquism, and so on. Individuals with this talent
may employ it to cheat or “ix” any pame of chance or
o detect cheaters.

Altribute modifier: DEX.

Musicianship

The ability to play one of the various types of
musical Instruments found In Tallslanta, such as the
possamer harp, glass flute, tambour, gongs, water
chimes, and so on. This skill requires a minimum af
one year o acquire an appreciable degree of compe-
tenee, and many loeng hours of practice In order (o
attain the technical facility necessary Lo master an
Instrument.

Altribute modifier: DEX.

Oratory

The abillity to engage the attention of an audi-
ence, small or large, and 1o effect a desired response
among listeners, such as sympathy. antipathy, or

Skills

fascination. An orator may use his or her skills to
Incite & crowd (o action, calm a hostile mob, create a
diversion, and so on. Fallure means the crowd pays
littl: heed to the speaker; a resull of mishap could
resull in the crowd becoming angry or even violent
towards the speaker.

Altribute modifier: CHA.

Sideshow Talents
The ability to perform such unusual feats as
sword -swallowing, fire-swallowing, contortion, escape
{from bonds only, unless unless you also know the
thieving talent Lockpicking), and so on.
Attribute modifier: DEX.

Song
The ability to create emotional responses by the
use of song. Possible uses include the furthering of
romantic interests, diversion. singing to earn a meal
or a place to sleep, stirring Interest In a cause of
some sort, and so on.
Attribute modifier: CHA

Scholarly Pursuits

The attribute modifier for all schalarly pursults
except Diplomacy {8 intelligence rating.
Cost (o acguire (unless otherwise specified): 4
months (28 weeks) of study and 10 XP.

Antiquarian Lore
Antiquarians are skilled at ldenlfifing, apprais-
Ing, and dating anclent artifacts. Note that an artifact
must be at least one hundred years old to qualify as
an antique by Talislantan standards. Cultures of
Interest to antiquarians, lsted In descending order of
eslimated rarity and value of thelr artifacts, are as
follows:
* Time Before Time (Khazad)
= Early Forgolten Age ([Quaran, Xambrian, Zaran)
* Late Forgotten Age (Elande, Phandril, Pompados,
Sharna)
* Latter (early New) Age (Phaedran, Hadjin)

Arcane Lore

Knowledge of Talislantan myths, folk beliefs,
and legends, particularly those steeped In magical
lore. Individuals skilled in this ficld will be able {o
decipher runes and magical scripts, identify and
appraise magical arlifacts, dolermine the authenticity
of magical tomes and scrolls, and so on.

Astrology

Astrology Is the nonmagical verslon of the
astromantic spell of Astromantic Divination. Ils
praclitioners study the heavens, the conjunctions of
Talislanta’s twin suns and seven moons, and the
constellations. By studving the configurations of
these heavenly bodles, astrologers can determine If
the signs are well-aspected {favorable] or ill-aspected
[unfavomable). and may thus be able to divine the
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oulcome of fulure events. An astrologer can make
one divinatlon per night, with the level of the divina-
tion attempied subtracted from the roll just as i i
were a spell.

Cartography
Cartographers are able 1o read and make maps
of almost any type of terrain.

Cryptography

Cryptography Is the nonmagical veralon of
erypltomancy, a magical field of study. Cryplogra-
phers gain the abillity to decipher eryptograms, codes,
and secret languages, and o wrile in code.

Each text that a cryplographer atiempls to
decipher is given a difficulty rallng, usually equal Lo
the encoder's level of cryplography. Decoding a text
akes one hour per level of the text's difflculty and a
roll as a resisted action, with the level of the text’s
dificulty subtracted from the cryplographer’s roll

Diplomacy
Knowledge of the finer points of prolocal,
oratory, and negotiation. Individuals with this talent
may seek positions as ambassadors, mercantile
representatives, public officials, and so forth.
Altribute modifer: CHA

Xanadasian Chronicler
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Geography

Knowledge of the continent of Tallslanta,
tncluding its resources, lopographical features, and
elimatle conditions, The scholar will know where, In
any given reglon, deposils of preclous stones or
melals are most likely Lo be found and where condi-
tons may indicate the lkelthood of danger from
floods, rockslides, avalanches, and selsmic or volca-
nie activity. The scholar may gain famillarity with one
geagraphical reglon per level of ability.

Linguistics

The study of languages, An individual who
studles lingulstics can leam how to spealk, read, and
wrile one new per level of ability, including
any ancient or *dead” language. Linguists can also
ldentify languages that they do not know. Scholars
with this skill may seek employment as translators,

Cost to acquire: 1 year (49 weeks) plus 10 XP.

Metaphysical Doctrines
Study of the myriad planes of exislence, and of
the relationship of the ouler dimenslons Lo Primus,
the name used by Talislantan metaphysicists in
reference Lo the prime material plane upon which
Talislanta resides. Dilferences of opinlon have long
thwaried the best atiempls o construct a unified
field of metaphysics, and several schoaols of thought
currently exist. Scholars in this fleld will genemlly
concenirate on one of the following realms:
= Theology (higher planes)
+ Demonology /diabolism (lower planes)
= Natural lore (elemental planes)
* Mysticlsm (spirt or astral plane)
Typlcal areas of Interest Include extra-dimen-
slonal worlds, entilles, races, arlifacts, and texts
pertalning to the scholar's specific field of study.

Naturalism

The ability to idenUfy and catalog all species of
animals native o the continent and to breed animals
in capllvity. With a critical success, a naturalist may
be able to cross-breed different species; the GM
should assign a difficulty penally to this roll, depend-
ing on how different the two species are,

Talislantan Cultures

KEnowledge of the diverse races of modermn-day
Talislanta, including their habits, traditions, laws,
and mores. The scholar will be aware of what consti-
tutes proper and improper behavior in a specific
forelgn land, among primitive tribes, and o forih,
The ability o identify tools, weapons, and other

implements associated with other peoples is also

acqguined.
Cost to acquire: 2 years and 15 XP per cullure

leamed.
Talislantan History

KEnowledge of the notable figures, events, and
cultures of ancient tUmes, A historian will be familiar
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with writlen works pertalning to such subjects,
including legends, and will be able to identily,
authenticate, and date ancient ruins, writings, and
relics,

Unknown Lands Lore
Scholars who are versed In the lore of of the
Unknown Lands are rare; this is very much a new
feld of study, and as such, much remains to be
discovered. Knowledge of the Unknown Lands may
take any of a number of forms, such as cartographice,
geographie, linguistic, historical, and so forth. During
the present age, a student of Unknown Lands Lore
will usually specialize in a single locale, limited to the
following chojees:
* Alcedon
* Altarus
* Celadon
# Draknar
* The Lost Continent
* Midnight Realm
* Temesia

Thieving Talents

These skills are the province of criminals,
though people of licit professions oflen find some of
them useful as well,

Cost to acquire: 4 weeks of study and 10 XP.

Appraise Slaves
The ability to delerming the strength, health,
and basic attributes of humanalds, particulardy those
sultable for use as slaves, with a +1 degree of
ACCUFACY.
Attribute modifier: PER.

Appraise Treasure
The abllity to determine the approximate worth
of any valuables, raritles, or other lll-gotten galns.
Altribute modifier: PER.

Assassinate

The ability to kill with a single blow or atlack
delivered from hiding or otherwise by surprise. You
can use your Assassinate skill level as your CR when
making an undefended altack (see "Rules for Com-
bat” in Chapter Two). In addition, you can add your
level with this skill to your roll for damage when
making any undefended attack. Note that individuals
with this skill are considered outlaws in many lands,
excepl for Arim and Rajanistan. Also, this skill
allows the assassin lo perform as il he or she has the
skill of Ambush or Waylay. with negative modiflers
for unfamiliar terrain to be determined by the GM.

Altribule modifier: DEX.

Bribe

The ability to Inflluence by promises of weallh.
Attribute modifier: CHA.

Skills

Coerce
The ability to inflluence by threats or violent
actions.
Altribule modifier: CHAL

Con

The ability io decelve other individuals without
arousing thelr susplelon. and to win thelr trust by
deceltful means, Includes the use of various scams,

rigged games, and the like.
Attribute modifier: CHA

Counterfeiting
The ability to create relatively worthless replicas
of colns, cul stones, or other valuables. These
replicas are practically Indistigulshable from the
genuine articles.
Altribute modifier: DEX

Disarm/Detect Traps
The ability to detect, disarm, and set traps.
Subtract the difficulty rating of the trap, usually
equal o its maker's level, from your roll. You will
have two scores for this skill: one to set and disarm
traps and the other (o detect them.
Attribute modifier: DEX to set and disarm, PER
o detect.

Elude

This skill allows the characler to escape pursult
in a familiar environmenl.
Attribuie modifier: SPD.

Espionage

Proficiency in the Ume-honored arl of acquiring
Information by coverl means. either by (nfiliraling a
group, plying individuals with Intoxicants, lurking
unseen In hallways or closels, or using other dirty
tricks. Roll snce per day for undercover work, or as
applicable for other operations, to determine i you
uncover any Information. Note that a result of fallure
may Indicate thal your activiies have aroused the
susplicions of other individuala; worse, a result of
mishap means that you have been discovered as an
infiltrator without knowing IL

Attribute modifler: PER.

Evade
This skill allows the chamcter to avald belng
struck by a physically manifested attack, such as a
blow from a hand-held weapon or an amow, bul not a
magical bolt.
Altribute modifler: DEX

Forgery

The ability to duplicate written documents,
seals, signatures, and so forth.
Altribuile modifier: DEM
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Gambling
Familiarity with any of a variety of games
involving skill and chance. Includes the ability (o
detect or engage In illiclt methods of determining the
outcome of such contests,
Altribuie modifier: INT.

Hide
The ability to avoid detection by lurking in
darkness, behind cover, in a place of concealment,
and so on.
Attribute modifier: INT.

Interrogate
Thie ability to acquire Information by psycho-
logical Intimidation or by more subtle verbal meth-
ods,
Attribute modifier: CHA.

Lip-Reading
The ability to eavesdrop by walching a speaker's
lips and reading what he or she is saying. The
practical range of this ability may be enhanced by the
use of a spyglass or other optical device,
Alttribute modifier: PER.

Lockpicking
The ability to foll locks with the use of thieves®
tools. One attempt Is allowed per mechanism; if you
cannot open a particular lock, the lock Is considersd
beyvond your present capabilities.
Attribute modifler: DEX

Pick Pockets
Theft by sleight of hand. Roll as a realated
action. with the target's PER+Pick Pockets abiliby
subtractied from the roll
Attribute modifier: DEX

Sabotage

This is the abilily to disable or deslroy mosl
types of mechanlsms, conveyances, and struclures
by covert means. While simply breaking an item
requires no special skill, doing so quickly and quiethy
or in such a way as to make the llem appear still
functional requires a roll against this ability.

Altribute modifier: INT.

Seduce
The abllity to Influence by charm. Nattery. and
sugitestion,
Altribute modifier: CHA.

Stealth

The ability to move silently; this can be em-
ployed In conjunction with other thieving skills. If
those who might notice you are actively searching the
area, roll as an opposed roll versus the searchers’
PER rolls. If the others are not actively searching, roll

-
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as a reafsted roll, subtracting the others® PER from

your Stealth roll.
Attribute modifier: DEX.

Streetwise

Knowledge of the typlcal scams and cons run by
the least reputable members of a cliy's population,
such as beggars, pickpockets, gamblers, charlainns,
peddlers, and so forth. Individuals without this slkill
are consldered *marks.” or falr game for any Hkely
scam, by disreputable city dwellers.

Altribute modifler: INT.

Swipe
The ability to steal any relatively small object
without getting caught. The object must be visible or
its location known, and it can’t be on the person of
another Individual.
Attribute modifler: DEX.

Tailing
The ability to follow an individual without belng
delected. It Is also possible to use this skill to deter-
mine If you are being followed by olhers.
Attribute modifler: INT.

Torture
The ability to acquire Information by unsubtle
physical methods. Fallure can result in the acciden-
tal death of the individual belng tortured.
Altribute modifier: DEX.
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Underworld
Intimate knowledge of the customs peculiar to
criminal groups or organizations, such as groups of
thieves, assassins, smugglers, and so forth.
Altribute modifler; INT.

Waylay
The ability o knock an Individual unconsclous
with a single blow delivered from hiding or otherwise
by surprise. The target can reaist Il he or she makes
a CON roll at least equal to the your roll. as for an an
opposed action,
Altribute modifier; DEX.

Trades and Crafts

This calegory of skills includes most trades
commonly found in Tallslanta. There are two calego-
ries of trades and crafis: civilized trades and primitive
trades.

Cosl to acquire (unless otherwise specified): 4
weeks of study and 10 XP.

Civilized Trades

Administrator

The ability o command subordinates and
overses all details cruclal to the operation of a
business, govenment agency, or similar entity,

Attribute modifier; CHA.

Agriculturalist

Skdlled at planting, producing, and harvesting
one of the following crops: viridia, subterranean
crystals, mushrmoms or other fungl, Mandalan =ilk,
thistledown, timber, foodstulls, or herbs, This skill
includes intimate knowledge of the life cycle of the
specific crop and the ability to research into develop-
ment of means o increase yield, surviv-
ability, or palatabllity of the crop.

Attribute modifier: INT.

Animal Handler

Skilled at capturing, taming, training, and
breeding wild beasts, Taming takes | week per every
3 levels of the beast's ability; training to perform a
single task on command, such as carry a rider,
altack, or guard, takes an additional 4 weeks, longer
if the beast is particularly flerce or stubborn In
nature, Note that various beasts have different limits
as o how much they can learn and whether they are
trainable at all.

Attribute modifier: WIL.

Apothecary
Skilled at idenUfying. preserving, welghing, and
concocting ingredients used in the making of medie-
nal mixiures, as the alchemical skill.
Attribute modifier; INT.,

Skills

Aristocrat
of the customs assoclated with the
nobility or upper classes. This Is not a skill, per se,
but rather a mode of behavior learned through long
exposure io aflluence, recognizable to all of similar
upbringing.
Attribute modifier: CHA.

The ability to delermine the basic value of most
comimon types of goods and commodities.
Attribute modifier: [NT.

Armorer
Skilled at fashioning protective apparel and gear
using hide, bone. or metal. The type of material and
style of armor Is usually dictaled by region, culture,
and availability of goods.
Attribule modifler: DEX.

Artificer

Skilled at fashloning useful and decomive
wares and liems from one of the following materials:
erystal, black tron, red tron, blue lron, adamant,
black adamant, stone, brick, wood, bone, clay, silver,
gold, copper, brass, gemstones, fine fabrics, glass,
and ceramics. Artificers can identify their own and
rivals” handiwork, and appralse any ltem they can
produce. If the articifer wishes to galn another
specialty from this list, he or she may do so with the
usual amount of time and XP expenditures.

Attribute modifier: DEX

Artillerist
Skilled at operating artillery such as eatapulis,
hallistae, Arimite fire-throwers, and the like.
Altribute modifier: DEX

Artisan

Skilled builders and crafters specializing in one
of the following: windships, levitationals, duneships.
wind funnels, slege hurlants, lce schooners, land
barges, dragon barques, pleasure barges, sea galleys,
or any type of major device using slone, glass, melal,
or wood. Note that this skill does nof give you the
power lo creale a fully enchanted and functioning
magical item unless you also have the appropriate
magical training,

Attribute modifler: DEX

Brewer/Vintner
Skilled at brewing, distilling, or otherwize
concocting one type of alchoholie or nonalchoholic
beverage.
Attribute medifier: INT.

Caravan Master

Skilled at outfitting and managing overland
caravans and overseeing any of the ollowlng: requisi-
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tonlng supplies, managing teams of drivers, loading
and ofllsading goods and materials, onganlzing
defense agalnst attacks by bandlts, making and
breaking camp, and fording and crossing rivers and
bridges In an orderly fashion.

Attribute modifler: CHA.

Collector
Shilled at identifying and appralsing a chosen
type of collectible such as art, antique colns, exotic
weapons, or books,
Attribute modifler: INT.

Cook
The ability to prepare food so that i€ will be
edible and reasonably tasty.
Attribule modifier: PER.

Crew

Experience as a crew member on a windship,
iee schooner, sea vessel, land-ark, duneship, or
other single type of salling vesse],

Altribute modifier: INT.

Drayman
Experience driving a wagon or other wheeled
COnVEyance,
Attribute modifier; INT.

Engineer
The ability to design and oversee construction
of one or more of the following: fortifications, road-
ways, bridges, cltles, setllements, slege englnes,
mines, and excavallons, Engineers are able (o draft
or appralse plans and schematics for such projects,
determine the suliability of proposed construction
sltes, and spot potential structural weaknesses and
sirong points. Note that the abllity to overses
construction ks the ability to asceriain il blueprint
design is being followed by the labor crew.
Allribule modifier: INT.
Cost to acquire: 1 year and 20 XP.

Executioner

Experience as a professional execulloner.
Altribule modifler: DEX.

Farmer
Knowledge of how to plant, tend, and harvest
crops. Note thal this skill gives no detafled botanical
knowledge that would allow the character to perform
functiona as an agriculiuralist.
Attribute modifler: INT.

Guide

The ability to escort others through a given
region, cily, or struciure.
Altribute modifier: INT.
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Guard

Experience as a sentinel or watchman.
Attribule modifier: PER.

Healer

Skill in the arts of Talislantan folk medicine, a
speculative fleld of study at best. Healers are able to
identify and use plants and herbs with reputed
medicinal properties, provide aid and comfort (o sick
and wounded individuals, and serve as midwives,
Regardiess of nationality, most Talislanian healers
are highly superstitious and tend to credit many
allmenis to such causes as "malignant spirits,” "ill
humours,” “night dankness,” *lll-aspected stars,” and
so forth. Consequently, all di= rolls determining the
accuracy of a healer's attempts to diagnose or cure a
patient’s allments are made on a d20 Instead of the
d10 non-healers use, but suffer a penalty of -5,

Altribute modifiers INT.

Jailer

Experience in the incarceratlon of prisoners.
Attribute modifier: PER.

Laborer

The ability o perform baslc manual labor.
Individuals with this skill typleally begin al a very low
level af ability that Increases with experience. At third
level, laborers are considered highly skilled; at fifth
level, lnborers may become foremen or supervisors.
Laborers of seventh level and greater ability may
quallfy as artisans, overseers, or adminlstrators in
thelr field of expertise. To determine the quallty of a
crew of laborers, average the level of ability of all
workers, foremen, and other supervisors.

Attribute modifier; DEX.

Litigator
Knowledge of the laws and customs of one land,
and skill at representing individuals accused of
eriminal wrongdoing. Litigators are able (o speclaltze
in such areas as prosecullon, defense, and civil Law,
as well as others. Litigators may wield little influence
or may nol even be avallable In lands where Llotalitar-
lan governments are in power.
Cost to acquire: 2 years and 20 XP.
Attribute modifier: INT.

Mariner
Skill in the operation of seafuring vessels,
Attribute modifier: TNT.

Merchant

Skilled at buying and selling goods and com-
moditles. Included in this category are shop owners,
vendors, peddlers, procurers, mongers, and so forth.
By purchasing goods and materials in sizable quaniti-
ties of at least six dozen, Individuals of this profies-
slon save up to 50% off standard list prices for

mundane goods, bul not magical ones. By haggling
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and hard bargaining, merchants can drive list prices
up or down by as much as 25%,
Attribute modifier: CHA.

Miner
Enowledge of the techniques used in one of the
following trades: pit mining [common), glass mining
(Cymiril), ice mining (L'Haan). or sand mining
(Dracaria).
Attribule modifler: [NT.

Moneylender
Experience In arran making. and collec
Blng. B Ung
Altribule modifier; INT.

Pilot

The ability to opermite a duneship, windship, or
other type of sailing vessel jone type only). Pilots can
read any type of sea chart or maps needed (o navi-
gate their vessels and can recognize hazards related
to thelr specific skills: for example, river or lake pilots
can spol sandbars and similar obstructions, ocean
pllots can delect dangerous rocks and reefs, Mirin ice
schooner pllots will kenow thin lce at a glance,
windship astrogationists can discern the strength of
a coming storm well In advance of Its arrival, and
Dracarian land barge and duneship pilots can
predict sand storms. A cursory Inspection is sufli-
clent for any pllot to determine Il a given vessel Is In
good condition.

Attribute modifier; PER.

J

Salvager
Knowledge of the technlques used to relrieve
valuable goods and artifacts from sunken ships,
ruins, or slmilar places,
Attribute modifier: PER

Scribe

Skill at writing and calligraphy.
Altribute modifier: INT.

Weaponer

Skill in the of one type of weapon. The
style and maierials used are determined by the
weaponer's race, homeland, and culture, Included in
this category are bladesmiths, axe-grinders, bowyers,
huriant-makers, swordsmiths, Gnomekin
crystalsmiths, and so on. Weaponers are ahle to
identify their own and rivals' worlk, and can repair,
sharpen, or appraise any weapon they could produce,

Atirfbule modifier: DEX

Primitive Trades

Amber Miner

Skill at dredging swamps for bits of amber, as is
done in Mog.
Attribute modifier; PER.

Artificer, Primitive

Skill in the making of primitive artifacts. The
difference betweesn this skill and Artificer in the
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Manra Dragon Hunters Attacking a Sea Scorplon

civilized trades section s in the media In which the
primitive artiflcer specializes, Primitive artificers
tenid to work in media such as stone, wood, clay,
gourds, rushes, and reeds.

Attribute modifler: DEX

Artisan, Primitive
Skill in the construction of primitve shelters,
conveyances, and other structures, including rope
bridges, wooden barricades, and stone or thatch
huls.
Attribute modifier; INT.

Artist, Primitive

Skill in primitive forms of painting, sculpture,
and other arts. The distinction between a primitive
artlst and one from a elvilized culture is one of the
media used, the subject matter, and the ability to
express the influence or perspective of cultures

beyond the arlist's own. Primitive artists would tend

to use less reflined media such as stone for engrav-
ings and statues, wood sap or berry juice for paint-
ings, or wood for carvings with primitive or wild
subject matier.

Attribute modifier: PER

Beast Handler

Experence In herding and caring for domesti-
cated animals.
Altribute modifier; INT.

Boatsman

Skill in the operation of primitive watereraft
such as dugout canoes, rafts, and so forth.
Attribute modifier: DEX.
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Diver
Skill at swimming and diving for pearls, fish,
and so forth,
Attribute modifier: DEX

Dragon Hunter
Skill in the art of hunting, tracking, and trap-

ping dragons. This talent Is a specialty of the Arag of
the Kharakhan Wastes,

Aliribuie modifier: FER.

Hunter/Gatherer
Skill at foraging for food and small game.
Attribute modifier: PER.

Medicine Man or Woman

Skill in primitive healing techniques. In Talls-
lanta, medicine men and women may possess skills
that are comparable or even superior to those of
civilized healers. Those with this skill can create
medicinal mixtures as an alchemist, but with only a
-2 penalty on the medicine’s effectiveness,

Attribute modifier: PER.

Mud Miner

Skill in the art of dredging mudplis for sap-
phires and other preclous stones, as Is done in
Jhangara and the Dark Coast.

Attribule modifier: PER.

Sea Dragon Hunter

Skill in the art of hunting, tracking, and trap-
ping sea dragons. This talent 1s a specialty of the
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Sunra dragon hunters.
Altribute modifier: PER.

Wilderness Skills
Wilderness skills are talents usually associated
with hunters, scouts, or people who live In uncivilized
regions,
Cost o acquire: one month (7 weeks] of study
and 10 XP.

Ambush

The ability to plan and execule surprise altacks
using natural terrain or other features, The subject of
the intended ambush i allowed a chance to delect
the presence of the hidden assallanis; roll versus
perception rating. The gamemaster may award
modifiers based on the intended victims' state of
alertness, applicable special abilitles, tactics em-
ployed by the individuals attempting the ambush,
and so forth,

Altribute modifier: INT.

Camoyflage

The ability to conceal yourself, your equipment,
or other creatures or companions In the wild. Crea-
tures or Individuals who attempt to penetrate the
camouflage must roll versus perception rating,
applying the level of the camouflage as a negative
modifier. This roll entails a -1 difficulty modifier for
each extra person you try to conceal.

Attribute modifler: INT.

Herb Lore

Ability to identify useful or harmful plants, and
io use such malerals o concoct simple medicines (as
alchemy’s Medicinal Mixture, but double the time

required).
Attribute modifier; INT.

Mountain Climbing
The ability to traverse mountainous regions and
scale peaks and cliffs. Roll versus this skill any Lime
you altempt to scale a ridge, make a difficult descent,
or conduct other similar maneuvers,
Attribute modifier: DEX

Scout
The ability to infiltrate wilderness reglons, avold
detection by adversaries, and obtain Information by
observaltion.,
Altribute modifier: PER.

Set/Detect Snares
The ability to detect, disarm, or set snares and
pitfalls in the wild. Note that you will have two scores
for Lhis ability: one representing the ability Lo sel and
disarm snares, and the other representing the ability
o delect them.
Altribute modifier: DEX to sel or disarm, PER (o
detect.

Skills

The ability to move silently in the wild, a talent
that can be used in conjunction with many wilder-

nesa skills.
Attribuie modifier: DEX.

Tracking
Abllity to read and follow tracks and traces |eft
by creatures or beings In the wild. A tracker can
identify and estimate the age of such tracks and often
determine under what conditions [flight. exhaustion,
heavy encumbrance, etc.) they were made.
Attribute modifier: FER.

Wilderness Survival
The ability to forage for food and water, navi-
gate, and find or construct sultable shelier in the
wilds.
Attribuie modifier: [NT.

SPECIAL ABILITIES

Special abilities are talents related o an
individual's race or culture. These abilities cannol be
acquired through the expenditure of experience
points,

Several of these abilitles have no level assocl-
ated with them. The phrase “no level™ indicates that
the ability is all-or-nothing. Such talents do not
Improve with experience. Rolls are never made
direclly against such special abilities, so they do not
have attribute modifiers.

Beast Lore (Jaka)

Individuals with this skill will be able (o:
= Commiinicate with animals: You may leamn Lo

communicate with one species per level of ability.

» Call animals: The ability o call animals of a
chosen specles. The animals muist be within 1
mile per level of the ability. The total level of the
ereatures being called Is applied as a negatbe
medifier when you are attempting to use this
abllity. Note that you must be able to communl-
cate with the species In order to use the Call
Anlmals talent.
Command: The abillity to iInfluence animals. Cnly
one command may be given per altempt. Com-
municate is a prerequisite for Command. The
animal may make an opposed roll versus s WIL,
and your command works only il the animal's roll
is less than yours.,
Attribute modifier: CHA.

Bodorian Sound-Sight

The ability o see sound In colors of varying hue
and intensity. The Bodorlan language, hased upon
musical notes, makes full use of this talent
Bodarians are also able lo use sound-sight to detect
lies, which are darker in shade than truthful state-
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ments; discern even the most subtle emotions in a
apeaker's lone of voloe; and Identify sounds of all
sorts with uncanny accuracy.

Altribule modifier: PER

Commune with Nature (Ariane)

The ability to converse with all things in nature,
including creatures, plants, and even stone. A
minimum of twenty years siudylng the metaphysical
docirines of transcendancy Is required Lo acquire this
ability, which may be emploved once per day per level
of ability; one question may be asked each time this
ability is employed. The range is ten feel.

Attribule modiller: CHA.

Dual-Encephalon (Sindaran)

Dual-encephalons are able to use both of their
brains independently and can concentrale on lwo
different subjects at the same time. They are ambi-
dextrous and can avert the need for sleep by resting
one brain at a time. When one brain is resting,
sublract 5 from the Sindaran’s effeciive INT. Dual-
encephalons are allowed two chances to resist any
spell, Including Hlusions or subsiances Lhal afect
thought, brain function, or emotions. This is not a
akill with a level mting.

Influence Plants (Green Men)

The ability to influence all sorts of living plants
and trees, causing such organlsms to move, entwine,
entangle. form barriers or specifled conflgurations,
and so forth. The Green Men of the Dark Coast
possess this ability, which they employ Lo suil their
needs and in defense of their homes and families.
The maximum area of effect s a five-fool radius
circle, and the range Is ten feet. The Green Men will
never intentionally use this ability to cause actual
harm to other Iiving creatures.

Attribute modifier; WIL.

Natural Climbing Ability

Roll d20 instead of 1d10 on climbing rolls even
il you have no appropriate skill. In addition, you need
pay only half the normal XP for gaining or Increasing
climbing skills. No level.

Natural Telempath (Muse)

The ahility to project mental images and read
the mental images of other beings, both nonverbal
talents. The abllity may be used ance per day per
level. with a duration of 1 round per level. Individuals
may seek to resist the mind scanning or image
projection powers of a natural telempath by foree of
will; treat as an opposed roll versus WIL. This ability
may also be used to detect intelligent living pres-
ences. The range Is 10 feet per level,

Altribute modifier: PER.

Night Vision (Gnomekin)

This is the ability lo see in darkness as well as
light. No level.
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Shapechange (Manra)

The ability to assume the form and abilitles of
other specles of living animals or plants. This talent
takes many years to master. The ability Is acquired
through long-term Ingestion of a derivative of Lhe
Jabutu plant in a process known only to the Manra
tribes. Once the Initial period of tralning has been
compleied, the Shapec skill may be employed
without the need for jJabulu. This talent may be used
once per day per level with a duration of 10 rounds
per level. You may take one form per level, always at
least one, and the creature whose form you take may
nol welgh more than your own weight plus 100
pounds per level, or less than your welght minus 20
pounds per level. The new form provides you with
that form's physical atiributes, hit points, and
combal capabilities, but not its magical capabilitles.
Il the form Is humanold, you retain your level, If the
form Is not humanaold, you function at the beast’s
minimum listed level while In that form.

Attribute modifier: CON.

Sixth Sense (Jaka)

The ability to sense danger, or even potential
danger. The Jaka describe this talent as o sort of
highly developed intuition. The type, location, or
degree of danger cannot be apprehended by the use
of Sixth Sense. You recelve a -1 penalty on your roll
for each foot between you and the danger. The acuity
of the Jaka's senses would seem (o explain their
tendency toward suspicion,

Altribute modifier: FER

Spirit Guidance (Xambrian)

This ability allows you lo be possessed by one
ancestral splrit per level. These spirits direct you
unerringly toward one who Is a relncamated spiril of
an ancient enemy of the Xambrians, In addition, each
aplrit adds +1 to your WIL and to rolls Lo recover from
near death (0 or fewer hit points) until you have alain
the relncamated Quaranian.

Attribute modifer: WiL.

Spirit Tracking (Nagra)

The ability to track creatures and beings of any
sort by following the faint tralls leit behind by their
spiril essences. There is a cumulative penalty of -1
on the roll for each day that the trafl ks ald.

Attribute modifier: PER.




Combat Skills
Archery

Arimite Knife-Fighting
Combat, Primary
Combat, Rudimentary
Combal, Secondary
Command

Kanguan

Mandaquan

Mounted Combat
Swordsmanship
Tarlan Combat

Common Skills
Barter

Customs, Nomadie
Customs, Hural
Cusioms, Tribal
Customs, Urban
Fashion

Haggle

Ride

Swim

Language Skills
Archaen
Bodorian
Chanan

Elder Tongue
Nomadic
Northron
Fhaedran
Quan

Racial Tongues
Rajanin

Sarisa

Sea Momad

HKnife-Throwing
Legerdemaln
Musictanship
Oralory
Sideshow Talenis
Song

Scholarly Pursuits

Antiguarian Lore
Arcane Lore

Skills

Astrology
Cartography
Cryptography
Diplomacy
Geography

CH
Metaphysical Doctrines
MNaturallsm
Tallslantan Cultures
Tallslantan History
Unknown Lands Lore

Thieving Talents

Appralse Slaves
Appralse Treasure
Assassinate
Bribe

Coerce

Con
Counterfeiling
Disarm/Detect Traps
Elude
Esplonage
Evade

Forgery

Ciambd lngt

Hide
Interrogate
Lip-Reading
Lockplcking
Pick Pockels
Sabotage
Seduce

Stealth
Sireetwise
Swipe

Talling

Torture
Underworld

Waylay

Trades and Crafts,

Civilized Culture

Administrator
Agriculiurist
Animal Handler
Apothecary
Appralser
Arislocml
Armorer
Artificer
Artillerist
Artlsan
Brewer,/Vininer
Caravan Masler
Callector

Cook

Crew

Drayman

LIST OF SKILLS

Engineer
Executioner
Farmer
Culde
Ciuard
Healer
Jaller
Laborer
Litigator
Mariner
Merchant
Miner

Moneylender
Pilot

Salvager
Scribe
Weaponer

Trades and Crafts,

Primitive Culture
Amber Miner

Arilficer, Primitive
Arllsan, Primithve

Arilsl, Primitive

Beasl Handler
Boalsman

Diver

Dragon Hunter
Hunter/Gatherer
Medicine Man or Woman
Mud Miner

Sea Dragon Hunter

Wilderness Skills
Ambush
Camouflage

Herh Lore

Hunting

Mountain Climbing
Scoul

Set/Delect Snares
Stalking

Tracking
Wilderness Survival

Special Abilities
Beast Lore

Bodorian Sound-Sight
Commune with Nature
Dual-Encephalon
Influence Plants
Natural Climbing Ability
Natural Telempath
Might Vislon
Shapechange

Sixth Sense

Spirit Guidance

Spirit Tracking
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The discovery In 604 x.a. of the anclenl Archasm
Codex forever altered the study and practice of magic
in Talislanta. Formerly as a single entity,
the arcane arls are now divided into distinct magical
fields of study, as follows:

Aeromancy

A field of magic that governs all aspecis of wind,
weather, lightning, mists, and gases. Aeromancy is
also the magic of alr elementals and certain avian
races.

Alchemy
The anclent apothecary's art; knowledge of the
traditional procedures for the concoction of powders,

potions, elixirs, and other mixtures via projection of
will,

Aquamancy

A magical field that governs all aspects of seas,
oceans, rivers, tdes, and lce. Aquamancy is also the
magic of water elementals and certain aquatic races.

Astromancy

A magical field governing all aspects of the
suns, moons, and stars; Includes the related feld of
astrology, the art of reading starsigns.
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S
Magic

“There is but one thing that separates
true Men _from the Sub-Men, and that is
magic.”
— The Archimage Solimorrion 11,
from a text dating back Lo the
Forgollen Age

“Pass me that vial of alchahest, and
quickly.”

- Lasi words of the renowned
Cymrilian alchemist Aleuvian

Botanomancy
The art of phytomancy and plant magic.

Cartomancy
The Rahastran art of divining the future
through use of the Zodar deck.

Cryptomancy

The Callidian ari of inscribing, manipulating,
encrypling. and decoding magical and mundane
writing.

Crystalomancy
The Gnomekin art of drawing power from
crystals,

Enchantment

A field of study that focuses on the creation of
enchanied items.

Geo

mancy

A magical field that govemns all aspects of earth
and stone. Geomancy Is also the magic of earth
elemenlals and certain sublerranean races.

Invocation

A form of magic that derives power through the
summaning or reverence of exira-planar entilies such
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as gods, devils, and demons. Only priests and
acolyies of a cult or religion may learn these spells.

Mysticism

A ficld of magical study that focuses upon the
inner, spiritual sell, knowledge of the higher planes,
and expanded consclousness.

Natural Magic

The magic of the natural world, Including all
living things and the cycle of life, death. and renewal
or relncamation.

Necromancy

A magical field that governs all aspects of death,
the lower spirit realms, and the forces of entropy and
decay.

Primitive Enchantment

A less sophisticated version of the magical fleld
of enchantment that employs primitive rituals and
shamanistic practices, but to a lesser extent than the
field of shamanism.

Pyromancy

A magical field that governs all aspects of fire
and heat. Fyromancy is also the magie of fire
elemenials,

Shamanism

The spells and rituals assoclated with primitive
spirit magic and other shamanistic practices.

Spellweaving

The Sawila art of singing spells. By combining
thelr powers, spelhweavers can cast very powerful
spells,

Talismancy

A sub-field of enchantment that focuses on the
creallon of amulets, charms, and talismans,

Technomancy

A Neld of study that Involves the construction,
analysis, repalr and manipulation of magically
powered mechanical Items, Some believe this feld
may be a branch of the lost art of sorcery.

Thaumaturgy

A fleld of study that focuses on the distillation,
analysis, and transmulation of essences. As with

technomancy, It is possible that thaumalurgy s
anolher branch of the lost arl of sorcery.

Magic

Witcheraft
The eldritch spells and rituals of black, white,
or gray witcherafl. primitive forms of magic associ-

ated with the forgotien gods of old.

Wizardry
The arcane arts and traditdonal spells practiced
by magicians from Zandu (o the Quan Empire.

SPELL DESCRIPTIONS

Each spell for each field of magical study Is
described In the [ollowing pages. Most descriplions
are sclf-explanatory, but some noles may clarify
specifiic areas.

Each spell that allows a resistance roll apecifies
ihe roll. The more powerful the spell, the more
generous the reslstance roll. A spellcaster may
substltute his or her baslc magic rating for WIL or
WiL+level in any resistance roll.

Spells that provide bonuses to rolls are not
cumulative. For Instance, the Moon Sign of Jhang,
under astromancy, glves reclplents +1 on their
combat rating. Casting this spell twice on the same
reciplents does not give them a +2 bonus.

On the other hand, different spells with similar
effects are cumulative. A Chanl spell, under sha-
manism, and a Moon Sign of Tallsandre, under
astromancy, would have cumulative effects, some-
thing not posaible with two Chants or two Signs of
Talisandre.

Spells that cause or repalr damage, of course,
are cumulative. Several healing spells will fix your
friend up more adequaltely than a single one will.

The fleld of wizardry explains in great detall
about mishaps, partlal successes. crilical successes,
how magical barriers and magical auras work, and so
forth, Familiarizing yoursell with wizardny will make
it easy to interpret similar results for other felds.

Il & spell can be cast in reverse, this fact s
noled at the end of the description. Unless specified
otherwiss, the reverse spell has the same range and
duration as the normal spell.

Several magical skills or spells allow a magiclan
to creale devices that can be sold at a profit. The
prices listed here are what a merchant generally
pays, so the retall prices listed In Chapler Six are
conslderably higher. Il an enterprising magician
wanls to sell his or her creations directly to get the
retall price, the gamemaster is fully justified in
subjecting the entrepreneur to the problems that
dealers In magical goods generally face: theft, trick-
ery, delays, and so forth. Magiclans who are serious
about making a dependable profit find that selling to
a merchant generally Is more profitable than trying to
handie the retall end of the sale pe :

, If you as a player have a question as o
how a spell works, there is only one way to find out
for sure: experimentl. Magic Is a growing field in
which new discoveries are regularly made and
entered into the records al Cymrl's Lyceum
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Arcanum. Perhaps your curiosity will lead to new and
Important knowledge.

Common TYPES OF SPELLS

Three types of spells are common to several
fields of magic. They are described in detail below:

Auras

An aura surrounds the caster with a faintly
glowing field of magical energy. All damage that
woulld normally affect the caster hits the aura
Instead. An aura can withstand a total of 4 points of
damage per level before dissipating. It cannot protect
the caster agalnst polson gas, drowning, or similar
sources of discomfort.

Bange: Protects the caster only.
Duration: | round per level.

Realstance: Nol applicable.
Reverse: Cast in reverse, this spell dispels any
aura of lower level and of the same type. It has
no effect on auras from other schools of magic.
Range: Touch.
Duration: Instant.
Magic Resistance: Not applicable.
Mishap: Uncontrolled magical energy courses
through the caster’s body, doing 142 damage per
level of the attempled apell.
Partial Success: The aura stops only 2 poinis of
damage per level.
Critical Success: The aura stops 8 points per
level.

Bolts

A bolt Is a burst of magical energy that flies
forth from the caster’s outstretched hand or wand,
doing d4 damage per level.

Range: 10 feel per level,

Duratlon: Instant

Magic Reslstance: A character may atlempt Lo
dodge the bolt. The dodging character must make
a DEX roll, and dodges the bolt only il this roll at
least equals the wizard's roll to cast the spell. A
character must give up his or her next acton to
dodge a balt.

Reverse: Casl In reverse, this spell cancels one
bolt of the same type and lower level, It is diflicult
to cast this reverse spell effectively because the
wizard must east it just as another wizard Is
launching a bolt.

Mishap: Uncontrolled magical energy courses
through the caster's body, doing d4 damage per
level of the attempted spell,

Partial Success: The boll does half damage.
Critical Success: The bolt does 2d4 damage per
level,
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Barriers

A barrier Is a translucent, two-dimensional
shield of magical energy that can take whatever
simple shape the caster desires. The barrier can
stretch up to 5 feet per level in elther dimenslon, and
it can be curved Into a cylinder or cone, The barrier
must be created In a sturdy form. It cannot lean
without some type of support. IT it crosses open
space, such as a pit or chasm, then both ends must
be on solld ground.

A barrier prevents the passage of physical
objects and energy. as well as violent magical ener-
gies such as bolts, It dees nothing against subtle
magical energles such as Spellbind spells. After
taking 4 points of damage per level, it dissipates.
Prudent magiclans take nole: barriers also prevent
the flow of alr.

Barriers are Immobille. Like any other wall, they
can be climbed, but they cannot be toppled.

There are several types of barrier shapes that
are popular among magiclans,

= Wall: A wall can be shaped to fit irregular
corridors and the like. It can slow pursuers,
fiving the wizard and his or her companions a
head start In a tactical retreat. If the wall is only
a few feet high, It can provide imprompiu cover
for archers.

* Cone: This shape provides complete protection
agalnat gases, flooding, and attacks from all
angles. A major disadvantage is that the charac-
ters may run out of alr in such an enclosure, The
maximum diameter of a cone's base 1s about one
and a half feet per level. The maximum height is
very nearly & feet per level.

* Cylinder: This shape provides prolection from
atiacks from all directions excepl above, and
allows afr in through the top, The maximum
diameter Is about one and a half feet per level,

* Half-Cylinder: If the wizard can find a secure
wall against which to place the barrier, the half-
cylinder form allows all the protection of a
cylinder while doubling the area protected. The
radius of a hall-cylinder is three feet per level,

* Bridge: This Innovative use of the spell can
allow people to cross chasms or pits, though both
ends musi rest on solid ground. A gentle curve in
the barrier allows it o overarch tripwires and
other traps without greatly reducing its length.

Range: 10 feel per level,

Duration: | round per level,

Magic Resistance: Nol applicable.

Reverse: Cast In reverse, this spell cancels one
barrer of lower level and of the same type. It has no
effect on barriers from other ficlds of magic.

Mishap: Uncontrolled magical energy courses
through the casler's body, doing 142 damage per
level af the attempted spell.

Partial Success: The barrier stops only 2
points of damage per level.

Critical Success: The barrier stops 8 points
per level.
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Aeromancy

Aeromantic Aura

Creaies an aura of asromantic force that
surmounds the arromancer, causing him or her to
glow with faint, white light. 1t stops 4 points of
damage per level before dissipating. It cannot
prevent damage from polsonous gas or drowning.

Geomantic Bolis of lower level do only half
damage against an Aeromantic Aura, but
Geomantic Bolts of higher level do double dam-
age.

Range: Prolects the aeromancer anly.
Duration: 1 round per level,

Magic Resistance: Not applicable,
Reverse: Dispels auras of the same type
only. and only If the aura Is of lower leve]
than the reversed spell.

Range: Touch.

Duration: Instant

Magic Resistance: Not applicable,

Aeromantic Barrier

Creates a wall of translucent, whilish
aeromantic force. The wall can be up to 5 fest
per level in helght and length, and the wall can
inke any simple shape the asromancer wishes. If
curved into a cylinder ar cone, 18 maximum
diameter {s about one and a half feet per level.
The Aeromantic Barrier stopa all matier, includ-
Ing air, from passing through It and Il also
blocks violent spells such as bolts. It stops 4
points of damage per level before dissipating.

Range: 10 feet per level.

Duration: | round per level.

Magic Reslstance: Not applicable.
Reverse: The reverse destroys any
Aeromantic Barrier that Is of lower level than
the reverse spell.

Range: Touch.

Duration: Instant.

Magic Resistance: Not applicable.

Aeromantic Bolt

Channels the supernatural energies of the
air inlo a bolt of force that does 1d4 damage per
level to the targel.

This apell does +1 damage per level (o earth
elementals, earth demons, geomancers using
Earthform, and other earth-related creatures. It
does -1 damage per level to air elementals, storm
demons, and other alr-related beings, Against a
Geomantic Aura or Geomantic Barrier of lower
level, it does double normal damage. Against a
Geomantic Aura or Geomantic Barrier of higher
level, it does hall normal damage. Against a
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Geomantic Aura or Geomantic Barrier of equal level,
It does normal damage. For instance, consider a Sih-
level Aeromantic Bolt that does 23 points of damage.
If such a bolt is used against an Bth-level Geomantic
Aura that stops 32 points of damage, the first 16
points of damage would suffice to knock down the
aura and the remaining 7 points of damage would
strike the geomancer who had been protected by the
aura, Used against a 10th-leve]l Geomaniic Barrier,
the Aeromantic Bolt would only do 12 paints of
damage,

Range: 20 feet per level,

Duration: Instant.

Magic Reslstance: A character targeted by a

bolt can give up his or her next action o dodge

the boll. The target makes a DEX roll, and avolds

the bolt If this roll matches or exceeds the

casier's roll to cast the spell.

Reverse: Cast In reverse, this apell cancels one

bolt of the same type and of lower level. 1L is

difficult to cast the reverse effectively because Lhe

reverse must be cast just when the other ball is

belng cast.

Aeromantic Divination

Allows Lhe aeromancer Lo determine whether a
specific course of action Is well-aspected (likely to
yield favorable results) or ill-aspected (likely to yield
unfavorable results] within the element of alr. The
determination that the acromancer makes lakes Inlo
account such things as the weather, probable attacks
by batrne, the presence of dractyl, and so forth.
Incidents unrelaled to the alr, such as an Impending
muliny by a windship erew, do not factor into the
acromancer's determination. The aeromancer must
study the winds for al least one round per level of the
spell in order to cast the spell.

Range: Indefinite.

Duration: The divination can take into account
evenls up lo one day per level in the future.
Magic Resistance: Not applicable.

Roverse: The reverse of this spell protects one
person per level from Aeromantic Divination. For
the duralion of the spell, all Aeromantic Divina-
Uons of equal or lower level will completely
disregard the affected beings. For example, a Sth-
level reversed Aeromantic Divination protects up
to five people from Aeromantic Divination. Only
Gth-level and greater Aeromantic Divinations will
take them Into account. If they intend to atiack
another group from thelr wind skiff, only a Gth-
level Aeromantic Divination or greater would give
an “lll-aspected™ result to their enemies because
of thelr plans.

Range: 10 feet.

Duration: 1 hour per level.
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Control Wind

Allows the caster to change the velocity of the
wind by 2 mph per level. Thus a 10th-level spell
could totally calm a 20 mph fresh breeze, ake the
bite out of a gale by reducing its wind speed from 40
mph o 20 mph, or booal a fresh gale of 40 mph Into
a whole gale of 80 mph—enough to uproot trees—or
negale a Ught 5 mph breeze and tum It Inlo a 15
mph moderate breeze in another direction.

Range: Affects the wind within 100 feet per level,
Duration: 10 rounds [one minute) per level.
Magic Resistance: Not applicable,

Fresh Air

Tumas the atmosphere within 10 feet of the
acromancer into fresh, breathable air. Once created,
the alr Is subject lo ordinary elfects such as winds or
polsoning.

Range: 10 feet. centered around the caster.
Duration: The air lasis one hour per level of the
spell. divided by the number of humanold-skzed
creatures breathing IL

Magic Reslstance: Nol applicable,

Swirling Winds

Disperses up to 10 cublc feet per level of smoke,

gas, dust, mist, flying insects and the like.

Range: 10 cublc feet per level, centered on the

caster.

Duration: Heeps the alr clear for one round per

level, after which the smoke, Insects, or what-

have-you are free to return,

Magic Resistance: Not applicable.

Windform

Allows asromancers to change their bodies into
alr, taking the forms of vaguely humanold, ghostlike
beings surrounded by swirling air, Possessions and
accouterments do not change with them. In
Windform, asromancers cannot cast spells or ma-
nipulate objects, though they can carry things by
swirling them up Into the air. They can fight in
combal with a CR and damage equal to the spell's
level. If an acromancer does not have unarmed
combal, he or she must roll with 1d10 rather than
1d20 In combat while in Windform. Aeromancers in
Windform are also subject to spells that affect air. A
Control Winds spell, for example, could push them
through the alir. While in Windform, acromancers
may move up to 25 mph (or 22 feet per round, +6
SPD) per level of the spell, and can carry up o 10
pounds per level. Barriers present little problem for
them as they can slip under doors, through grates,
and so forth, though airtight barriers such as an
Arcane Barrier will stop them.

For example, a Sth-level Windform would allow
the acromancer (o fly up to 25 mph (220 feet per

Magic

round) and carry up to 50 pounds. In combat, he
or she would have a CR of 5 and do 5 points of
damage with each succesaful hit. If someone cast
a 5Sth-level Control Winds to push him or her 10
mph to the north, he or she could ly 35 mph
'Ft"nwm or 15 mph south against the Control Wind

Range: Self only.
Duration: 1 round per level.
Magic Resistance: Not applicable.

Windtrack

Enables the asromancer (o see the sublle
air currents created by the passage of beings or
conveyances through the air, whether or not they
are in contact with the waler or ground. By
means of this spell, the asromancer can see
where things have passed up to 1 minute per
level In the past, though following those tracks
may be difficult if several beings have passed
through an area.

Range: The asromancer can see the tracks
anywhere within 10 feel per level.

Duration: | round per level.

Magic Resistance: Not applicable.

Reverse: Cast In reverse, the spell protects
one person per level from Windtrack spells,
Targets of a reverse Windtrack leave traces so
subtle that only a Windtrack of higher level
can perceive them.

Range: 10 feel.
Duration: 1 hour per level.

Windwalk

Allows the caster or one olher being to walk
on the alr as if It were solld. The alr presents
whatever invisible surface the Windwalker
wishes: level ground. stalrs, a slope, and sa
forth. Note that the Windwalker cannol move
stralght up or down, but can walk up or down as
il elimbing a set of spiral stairs. The Windwalker
moves al normal speed.

Range: Touch.
Duration: One lurmn per level.
Magic Resistance: Nol applicable.

Alchemy

The field of alchemy uses skills rather than
actual spells. As such, an alchemist cannot use
scrolls o increase his or her alchemy rolls.

When creating an alchemical substance, a
faflure means Lthe ingredients are lost and the
alchemist must start again from scratch; a
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partial success means the alchemist has falled,
but can keep working with the same Ingredients
if he or she keeps working on the concoction
without a break; and a success or critical suc-
cess means the process works as planned.

Note that alchemical products do not count
againsi the seven-item limit for magic items.,

An alchemist can work on more than one
project at a Ume, but if so, he or she takes a -5
penalty on each roll for each extra project. To
work on three doses of a pollon, for example, an
alchemist would have to take a -10 penalty on
each of the three rolls.

A Sindaran alchemist is a special case,
Mormally, a Sindaran alchemist can work on two
projects simultaenously, and only the second Is
ai -5. This penalty resulis from the Sindaran's
need o rest each of his or her brains one al &
time. The first project is done while both brains
are active, and the second project Is performed
while one brain is resting. If the Sindaran works
on more than one praject during the two-braln
period, he or she receives the normal penalty, but
only on those projects. The project done during
the one-brain perod is stll at the Sindaran -5
penalty, not at the normal - 10 penalty for three
projecis.

For example, a Sindaran alcehmist who
wants o concoct four potions at once could
choose the following stralegles:

= Three during Lthe two-braln hours (-10
penalty on each) plus one during the one-
brain peried (-5,

* Two during the two-braln hours [-5 penalty
on each) plus two during the one-brain
perod [-10 on each).

= Omie during the two-brain hours (no penalty)
plus three during the one-brain hours (-15
on each).

Alchemical Training

Basic knowledge of alchemical lore and
practices. Individuals with this skill will know
how lo read alchemlecal ciphers. prepare and
preserve Ingredients, ldentify mixtures by test,
and utilize alchemical apparaluses.

Concoct Alchahest

Talislantan alchahest s a powerful acid,
with each one-pint dose sufficient to dissolve up
io one cuble jool of any nonmagical subsiance.
Alchahest Is usually contained in vials of magi-
cally condensed amberglass. A direct hit with a
full pint of alchahest will do 4d10 points of
damage (o any living creature. A full deseription
of alchahest can be found In Chapler Six.
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Ingredients: 50 drams vitriol, 1 dram powdered

contrary vine.
Coat: 645 gl
Time: 4 days.

Belling Price: 665 g.L

Concoct Alchemical Solvent

Ingredients: 30 drams vitrdol. 1 dram powdered
contrary vine, tiny sample of substance (o be
dissohed.

Cost: 395 g1

Time: 2 days.

Belling Price: 405 g1,

Concoct Elixirs

The ability lo concoct varfous types of elbdrs.
The time required to mix and prepare varous elbdrs
is listed in the table below; properties of the elbdrs
can be found in Chapler Six.

Aphrodisiac Elixir
Ingredients: Eight drams each of powdered
lanlalus and rminbow lotus.
Cost: 55 g.l.
Time: One day.
Belling Price: 61 g1

Depilatory Elixir
Ingredients: Twelve drams of powdered bald
nettle.
Cost: 12 c.p.
Time: Hall a day.
Selling Price: 36 s.p.

Healing Elixir
Ingredients: Twenty drams each of powdered
amber and balmroot.
Cost: 105 gl
Time: 2 days.
Selling Price: 115 gL

Medicinal Purge
Ingredients: One ounce of powdered ogront dung
and twelve drams of cleric’s cowl,
Cost: 24 gl
Time: 1 day.
Selling Price: 29 gl

Poison Antidote
Ingredients: Twenty-five drams of powdered
cleric’s cowl.
Cost: 50 g.1.
Time: 2 days.
Selling Price: 60 gL
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Soporific Elixir
Ingredients: Eleven drams of powdered
morphius blossom.
Cost: 110 g1
Time: 2 days.
Selling Price: 120 g.L

Concoct Medicinal Mixtures

The ability to concocl lonles, serums, balms,
olntments, salves, and varous other medicants. Such
mixtures are generally able to treat only a single,
apecifled malady: fever, itch, nausea, Insomnla,
depression, minor bums, and so forth.

Ingredients: Vary according to locale, folk
beliels, and cusioms.,

Coat: Generally | s.p.

Time: Half day.

Selling Price: 26 s.p.

Concoct Poison

The ability to concoct various toxde powders and
venoms. Powders may be contalned In fragile cap-
sules and propelled by the use of a blowtube with an
ared of effect of a fve-fool radius, They can also be
added to food or drink. Venoms are usually used to
coal blades or other sharp objects.

It is Hllegal to sell these polsons anywhere in the
Seven Kingdoms. In addition, an alchemist can be
held accountable for crimes commitied with polsons
that he or she has concocted. While it Is, strictly
speaking, illegal, many alchemists provide polsons
for their companions. Because selling poisons is
tllegal, the merchants who buy them take a large cut
of the final price. Even so, the healthy profits io be
made concocting unhealthy substances have tempted
maore than one alchemist into a life of crime.

Black Mushroom Powder
Ingredients: Twelve drams of raw powdered
black mushroom.

Cost: 24 gl
Time: | day.
Selling Price: 34 p.l.

Draconid Venom

Ingredients: Nine drams of raw draconid venom.
Cost: 90 g1
Time: 1 day.

Belling Price: 105 gl

Paralytic Poison
Ingredients: Twelve drams of crag spider or
raknid venom,
Cost: 120 gl
Time: 1 day.
Selling Price: 135 p.l.

Magic

Venomwood Resin
Ingredients: Nine drams of raw venomwood
tree sap.
Cost: 90 gL
Time: 1 day.
Belling Price: 105 gl
Viper Venom
Ingredients: Six drams of raw death's head
viper venom.
Cost: 60 g.1.
Time: | day.
Belling Price: 75 gl

Concoct Potions

The abilily lo concoct various types of
polions. The efficacy of these potlons is totally
dependent on the level of the alchemist for
determination of duration, base power. and cosL
The time required to mix and distll these potions
Is also variable and highly dependent on the level
of the alchemist and the avallability of any
magical devices that will speed the process of
potion distillation and sublimation. The list below
demonsirales a lemplate of pollons and thetr
average concoclion Umes.

Cold Resistance Potion
Ingredients: Ten drams of powdered snow
lity and twelve drams of cleric’s cowl,

Coat: 224 gl
Time: 3 days.
Selling Price: 240 gl

Fire Resistance Potion
Ingredients: Five carats of powdered firegem
and five drams of fire lily.

Cost: 220 g1
Time: 4 days.
Selling Price: 240 p.L.

Flying Potion
Ingredients: Forty drams of batranc blood,
1 ounce of powdered batranc wing, and
twenty feathers from a Stryxe or Gryph.
Cost: 218 gl

Time: 4 weeks,

Selling Price; 240 g.l.

Love Potion
Ingredients: Forty drams of powdered
tantalus and two pints of Thaecian nectar.
Cost: 210 gL
Time: & days.
Selling Price: 240 p.L
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Rejuvenation Potion
Ingredicnts: Forty-nine drams of powdered
balmroot, seven carats of powdered diamond,
and seven drams of gold dusl. May substl-
tule 7 drams of Araq blood for the balmroot.
Cost: 28] gL
Time: 5 days.
Belling Price; 306 gL

Shrinking Potion
Ingredients: Sixteen drams of powdersd
shrinking vialeL
Cost: 160 g.L
Time: 4 days.
Selling Price: 180 g.L

Concoct Powder

The ability to concoct various types of
powdered mixtures. The effects of these powders
can be found in Chapler Sk,

Enhancement Powder
Ingredients: | dram exomorph plgment.
Cost: 20 g1
Time: 1 day.

Selling Price: 25 .l

Incendiary Powder
Ingredients: Six carats of powdered lregem,
twenty-four drams dragon fang.
Cost: ld4 gl
Time: 1 day.
Selling Price: 149 gl

Madness Powder
It |s illegal to buy or sell madness powder.
Ingredients: Twenty-two drmms each of
dried and powdered skullcap and jabutu
rool.
Cost: 220 gl
Time: 2 days.
SBelling Price: 250 gl

Morphius Powder
Ingredients: Twelve drams powdered
morphius root.

Cost: 120 gl
Time: 2 days.
Selling Price: 150 p.L

Neutralizing Powder
Ingredients: Two ounces of powdered amber
and two drams of powdered cleric's cowl.
Cost: 60 gl
Time: 2 days.
SBelling Price: 70 gl
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Poison Powder
Sale of this substance s lllegal.
Ingredients: Forty drams of powdered skulleap or
deadman.
Coat: 200 g.l.
Time: 3 days.
Selling Price: 250 g..

Scarlet Leech Powder
Sale of this substance ia (llegal.
Ingredients: Ten drams scarlel aporozold spores.
Coat: 100 g.1.
Time: 4 days.
Belling Price: 160 g.1.

Smoke Powder
Ingredients: 10 drams of incense,
Cost: | gl
Time: | day.

Selling Price: & £.].

Sparkle Powder
Makes two drams of sparkle powder.
Ingredients: 12 drams gold dust plus 12 dams
powdered black iron.
Cost: | g1
Time: | day.
Selling Price: B g.1.

Concoct Vitriol

Talislantan vitriol Is a powerful adhesive that can
be used to bond organic or materials of any
sort excepl quicksilver; vitrdol can only be contalned In
vials lined with this magically animate metal. Vitrial
hardens in one minute, crealing an unbreakable bond.
Only alchahest will serve o dissolve this glassy sub-
stance. This process creates 10 drams of vitriol, enough
lo cover 2 square feel.

Ingredients: Seven drams of powdersd mung-
berries, seven drams of yellow stickler julce, and a
dram each of powdered sulfur and red iron.

Cost: 1 g.L If the alchemist keeps the vilriol Instead
of selling it, he or she also needs a quicksihver vial
(20 g.L) If the alchemist sells IL the buyer provides
the wial.

Time: 15 days.

Selling Price: 75 gL

Create Amberglass

Creaies 5 ounces of raw amberglass. Shaping the
amberglass into usable Items requires extra work
and skill. The alchemist must use the skill Artist
(glassworking Mblowing).

Ingredients: Two ounces powdered amber, six
ounces powdered glass.

Cost: 57 gL

Time: 1 day

Selling Price: 62 .1
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Forge Adamant

The secrel of this ari Is known only Lo the Mirin
alchemists of L'Haan. This process produces twio
pounds of adamant.

Ingredients: 5 g.1. worth of silver, powdered
diamand, and black iron in secrel proportions.
Time: | day.

Selling price: 10 g.L

Aquamancy

Aquamantic Aura
Covers the aguamancer with a fleld of

aquamantic force, absorbing damage that the
aquamancer would otherwise take, After absorbing 4
polnis per level, It dissipates, The aura does not
protect agalnst polson gas and the like.

Range: Self only.

Duration: | round per level.

Reslstance: Nol applicable.

Reverse: Dispels auras of the same type If the

aura s of lower level than the reversed spell.

Range: Touch.

Duration: Instant

Magic Resistance: Mot applicable.

Aquamantic Barrier

Creates a two-dimensional, translucent, bluish
wall of aquamantic force that can take any simple
form, up Lo 5 feet per level In each dimension. IF
cunved Into a cylinder or cone, iis madmum diameter
Is aboul one and a hall feet per level. It stops all
magical and physical force, absorbing 4 points of
damage per level, al which point It dissipates. Once
crealed, the barrier Is immobile.

Range: 10 feet per level.

Duration: | round per level.

Magic Reslstance: Not applicable.

Reverse: The reverse destroys any barrier of the
same type Il it is of lower level than the reverse
spell.

Range: Touch.

Duration: Instant.

Magic Resistance: None.

Aquamantic Bolt

Hurls a bolt of aquamantic water and lce, doing
1d4 damage per level. An Aquamantic Boll does +1
damage per level o flery creatures, such as a
pyromancer in Fireform, and -1 damage to waler-
related creatures, such as waler elementals. It does
double damage (o Pyromantic Auras and Barriers of
lower level, but does hall damage to Pyromantic
Auras and Bartiers of higher level.

Magic

Range: 10 feel per level.

Duration: Instant.

Magic Resistance: A characler largeled by a
bolt can give up his or her next action to
dodpge the boll. The Largel makes a DEX roll,
and avoids the bolt il this roll matches or
excecds the caster's roll io cast the spell.
Reverse; Casi in reverse, this apell cancels
one bolt of the same type and of lower level.
It is difficult to cast the reverse effectively
because the reverse must be cast just when
the other bolt is being cast.

Aquamantic Divination

Allows the agquamancer (o determine
whether a specific course of action |5 well-
aspected [likely to yield favorable results) or ill-
aspected (likely to yield unfavorable resulis) in
the element of water, The determination that the
aguamancer makes can lake Into account such
things as the rain, floods, lurking sea demons.
Lhe likelthood of an attack by kra. the ease of
finding oases in a desert, and 8o forth. The
augamancer must study open water for at least
one round per level of the spell in order o cast
the apell.

Range: Indefinite,

Duration: The divination can take into
account events up to one day per level in the
future.

Magic Resistance: Nol applicable.

Reverse: The reverse of this spell prevents
the casler and up o one other being per level
of the apell from being deteclted by
Agquamantic Divinations of equal or lower
level.

Range; 10 feel.
Duration: | hour per level.

Conjure Water

The aquamancer creates elemental waler,
which can take one of three forms.

Mist: Obscures vision, neutrallzes gases
and smoke, outlines invisible creatures [those
with physical bodies only]. Up to 10 cuble feet
per level.

Water: For washing, drinking, putting out
fires, and so forth. One gallon per level.

Iee: Creates a solld structure of lee in any
form desired. 1t can form a wall. cover and seal a
door, block a road, provide a ramp or slide, and
so forth. The structure can be up o | fool in any
direction per level. It can absorb 4 hit polnts per
level unill it shatiers and slowly disappears.

Range: Can appear up o 1 fool from the
aguamancer per level,
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Duration: 1 round per level. Water that has
been consumed will sustain the drinker even
afler the spell wears off.

Magic Resistance: Not applicable.

Control Water

Allows the agquamancer to control up to 10
cublc feel per level of loe, walter, or mist. Specif]-
cally, the aguamancer can divert water, shatier
Ice, or disperse or divert mist.

Range: Up to 10 fect per level.
Duration: Instant.
Magic Resistance: Not applicable.

Transform Water and Ice

Allows the aquamancer to transform water
Lo lce or misl, lce or snow Lo waler, or misi Lo
anow. Affects up to 10 cublc feet per level.
Range: 10 feet per level.
Duration: Permanent
Magic Resistance: Mol applicable.

Waterbreathing

Allows the caster or one other alr-breathing
creature to breathe water.
Range: Touch.
Duratlon: One hour per level
Magic Resistance: Nol applicable,

Waterform

Allows aquamancers to tum thelr bodies
into cohesive water. In Waterform. agquamancers
can slip through small openings and carmy
objects, but not actually manipulate them. While
In Walerform. aquamancers can swim (o any
depth at a speed of 120 feet per round (SPD +1)
and carry up lo 20 pounds per level. They can
also slither along the ground like a large mobile
puddle at the rate of 40 feet per round (SPD -6).
When nec , aquamancers can take a semi-
humanold form and fight in combat. Their CRs
and damage equal the level of the spell, and they
are subject to normal damage. If the aquamancer
does not have unarmed combat, he or she must
roll with 1d10 rather than 1420 In combat
Aquamancers cannol cast spells while in
Walterform.

Agquamancers” gear does not transform with
them. .

Range: Self only.
Duration: One round per level,
Magic Resistance: Not applicable.
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Watertrack

Allows the aquamancer (o see the subtle
currents in the water caused by the passage of ships
or swimmers. The caster can see tracks left by
beings or ships that passed by up to 2 minutes per
level in the past.

Range: 100 feel

Duration: One round per kevel.

Magic Resistance; The reverse of this spell
allows one belng per level Lo pass through waler
without leaving tracks that Watertrack could
normally detect. The counterspell must be at a
level at l=ast as high as the Watertrack spell to
prevenl detection.

Waterwalk

Allows the caster or one other being to walk on
waler as i It were solid ground. The target can also
walk underwater as if part of the water formed a
ramp or steps, although the spell does not Include
the ahility io breathe underwater.

Range: Touch.
Duration: | tum per level.
Magic Resistance: Mot applicable,

Astromancy

Astromantic Aura

Covers the astromancer with a field of
astromantic force, absorbing damage that the
astromancer would otherwise take. After absorbing 4
polnts per level, i dissipates. The aura does not
protect against polson gas amd the ke,

Range: Sell only.

Duration: | round per level.

Magic Resistance: Mot applicable.

Reverse: Dispels auras of the same type If the
aura Is of lower level than the reversed apell.
Range: Touch.

Duration: Instani.

Mogic Resistance: Not applicable.

Astromantic Barrier

Creales a two-dimenslonal, transiucent wall of
astmmantic force up to 5 feet in each dimension. I
curved into a cylinder or cone, its maximum diameter
Is approximately one and a half feel per level. The
barrier blocks the passage of solids, Uguids, and
gases, as well as violenl magical energy such as
bolts. Once created, the barrier Is immobile,

Range: |0 feet per level.
Duration: | round per level.
Magic Resistance: Mot applicable.
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Reverse: The reverse destroys any barrier of the
same type Il it Is of lower level than the reverse
spell.

Range: Touch.

Duration: Insiant.

Magic Resistance: None.

Astromantic Bolt
Huirls a bolt of astromantic force that does 1d4

damage per level

Range: 10 feel per level
Duratlen: Instani

Maglc Reslstance: A character targeied by a
bolt can give up his or her next action to dodge
the balt. The target makes a DEX roll, and avolds
the balt if this roll maiches or exceeds the
caster's roll to cast the spell.

Reverse: Casl In reverse, this spell cancels one
baolt of the same type and of lower level. 1t is
difficult fo cast the reverse effectively because the
reverse must be cast just when the other boll is
belng cast.

Sunform

Allows astromancers to convert their physical
bodies, but not their possessions. into a glowing
mass of pulsaling solar force. While In Sunform,
astromancers can fly at speeds of up to 10 mph (88
feel per round) per level. They cannot affect or be
affected by the physical world, nor can they cast
spells. They are still, however, susceplible o magic
energy. such as bolts.

Range: Sell only,
Duration: One round per level.
Magic Reslstance: Nol applicable.

Astromantic Sight

Allows the caster Lo see astral and ethereal

presences,

Range: Works on sell, sight works (o the limits

of normal sight.

Duration: 1 round per level.

Magic Resistance: Not applicable,

Reverse: The reverse of this apell prolecls ane

creature from detection by Astromantic Sight

spells, though an Astromantic Sight of higher

leve] will still see the hidden presence.

Range: 10 feel.

Duration: | hour per level,

Magic Resistance: Mol applicable.

Astromantic Divination

Allows the astromancer lo delermine whether a
specifc course of action is well-aspected (likely to
yield favorable results) or lll-aspected (likely Lo yield
unfavorable results), The determination that the

Magic

astromancer makes takes into account only
those things that happen under the open sky of
Archacus, Satadas lurking in caves and atiacks
by sea monsters cannol be predicted. The
astromancer must study the full night sky and
lis heavenly bodies for at least one hall hour per
leve] of the apell In order Lo cast the spell. Clouds
over much of the sky may prevent this spell from
being useful.

Range: [ndefinite.

Duration: The divination can take into

account events up to 12 hours per level in

the future,

Magic Resistance: Not applicable.

Reverse: By casting the reverse of this spell,

an astromancer can delermine a course of

evenis that would not be predictable by an

Astromantic Divination of equal or lower level

than the counterspell.

Range: 10 feet.

Duration: 1 hour per level.

Magic Resistance: Nol applicable.

Homeward Star

Allows the caster lo determine the relative
direction and distance, lo the nearest 100 miles,
from the current location to any other area with
which he or she is familiar. The caster musi
scan the night sky for ten minutes (o make the
determination. The gamemaster may assign a
penalty If the sky Is cloudy.

: Works on distances of up to 100
miles per level of the spell.
Duration: Instant
Magic Resistance: Mot applicable.

Moon Sign

Allows the astromancer Lo use the power of
Talislanta's seven lunar Influences. The
astromancer can produce any one of the effects
described below. Each moon rules ane of the
seven Talislantan months. When casting a Moon
Sign during the month ruled by that moon, an
astromancer recetves a +3 bonus on the rell o
cast the spell.

» Bign of Ardan: Creates a momentary
sphere of purple light with a diameler equal to 5
leet per level. All thoss within the sphere of lght
regard the caster and his or her assoclales as
friends unless they violate the norms of behavior,
such as robbing or attacking the targels. Range:
10 feet per level. Duration: 1 round per level.
Maglc Reslstance: A WIL roll al least equal to the
astromancer's spell roll resists the eflfects.

= Bign of Drome: Creales a sphere of
amber light with a diameter up to 5 feet per level.
The sphere remains throughout the duration of
the spell. Conjured and summoned creatures

i
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such as elementals, demons, and creatures
created by a wizard's Conjuration spell cannot
enter the sphere. Any spells they casl into the
sphere have no effect unless the spells are of
higher level than the sign. Missiles fired or
thrown Into the sphere by conjured or sum-
moned beings suffer a penalty on the roll to hit
equal (o the level of the sign. Range: Centered
on the caster. Duration: 1 round per level.
Magic Resistance: Nol applicable.

* Slgn of Jhang: Creales a momentary
sphere of crimson light up to 5 feet per level in
diameter. All those within the sphere recelve a +1
bonus io thelr combat mtings. This benefit
applies o enemies as well as friends. Range: 10
feet per level. Duration: 1 round per level. Magic
Reslstance: Mot applicable.

+ Bign of Lacclis: Creales a momentary
sphere of blue light with a diameter up to 5 feet
per level, All those in the sphere are relieved of all
feelings of sadness or loss. The affected charac-
ters will never again feel sad about the current
izsue, but they retain their normal ability o feel
sadness and loss with regards (o other events
they encounter in the future. Range: 1 fool per
level. Duration: Permanent. Magic Reslstance:
All affected characters must make a roll versus
WIL io resist the effects, even If they want to
shake off their sadness. Apply the level of the
spell as a penalty on the roll.

+ Sign of Phandir: Creales a sphere of
green light up (o 5 feet per level in diameter. The
sphere remains throughout the duration of the
spell. No divination. magical seeing, or scrying
will detect the people In the sphere unleas the
spying spell Is of higher level than the sign.
Range: 10 feel. Duration: 10 rounds per level.
Magic Reslstance: Nol applicable.

+ Bign of Tallsandre: Creales a momeniary
sphere of sllver light with a diameler up o 5 feel
per level, This spell Invokes the capriclous
nalure of Tallsandre, Each character in the
clrele receives elther a +1 bonus on all rolls, a -1
penalty, or no bonus, as the astromancer wishes.
The astromancer can only apply a bonus or
penalty Lo one creature per level of the spell.
Furthermore, the Sign of Tallsandre (s unpredict-
able even to an astromancer; for each affecied
character, roll a d6, and if the resuli Is 6, the
character Is affectled In a manner reverse of that
desired by the caster. Range: 10 feet per level.
Duration: 1 round per level. Magic Reslstance:
A WIL roll at least equal to the roll to cast the
spell resists the effects of the spell.

* Blgn of Zar: Creales a sphere of darkness
with a diameter up to 5 feet per level, The sphere
lasts for the duration of the spell. All nonmagical
light Is negated within the sphere. Creatures
that are magically able to see in darkness can see
within the sphere. Range: 10 feet per level.
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Duration: 1 round per level, Magic Resistance: Nol
applicable,

Sun Sign

Uses the power of Talislania’s twin solar
influences in one of the following ways:

* Create Light: As the Wizardry spell of
Radiance.

= Sphere of True Sight: Creates a aphere of
magical solar light up to 5 feet per level in diameter.
Everything within the sphere appears as it truly is.
Muslons become translucent. magically hidden doors
are plainly seen, invisible creatures become visible,
and so forth. Range: 10 feet per level Duration: 1
round per level. Magic Resistance: Spells of higher
level are not countered. A Gth-level Sphere of True
Sight would nol reveal a character prolected by a
7th-level Invisibility spell.

Botanomancy

Botanomantic Hybridization

Allows the caster to create a hybrid from any
two types of plants. The caster must have a living
sample (cutting, seed, etc.) from both kinds of plants
and access Lo soll, water, light, and evenything else
normally needed (o grow either plant. The spell
produces a hybrid seedling: the gamemaster deter-
mines ils properties when it reaches maturity. Heep
In mind that magical hybrids are generally fragile and
vulnerable to disease, adverse environments, para-
altes, and so forth.

A partial success yields a poor. unhealthy
specimen. A full success yields a healthy bul sterile
plant. Only a critical succesa yields a fertile plant
capable of bearing seeds.

Modifiers: The botanomancer suffers a penalty
depending on the difficulty of the plants with which
he or she Is working. These penalties are detalled
below. 1If the plants are of the same type, apply the
penalty listed. If the plants are of two different types,
double the worse penalty and apply it to the roll
Crossing two types of trees would entall a -10 pen-
alty, but crossing a tree with a mushroom would
eniall a -30 penalty.
sHardy weed: No penalty
*Food-producing plant: -5
*Tree: -10
sFungus: -15

Range: The bolanomancer must handle the
speclmens from the original plants and care for
the seedling.

Duration: Permanent.

Magic Resistance: Not applicable.
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Command Plant

Allows the botanomancer to command a plant
to follow his or her mental commands. The plant can
only act within Its normal capacity, though the speed
at which it does so may be accelerated.

Range: 10 feel per level.

Duration: 1 round per level.

Magic Reslstance: A WIL roll at least equal (o
the roll to cast the spell.

Communicate with Plants

Allows the botanomancer to commumnicate with
any species of plant. The slower thal type of plant
grows, the more slowly it thinks and speaks.

Range: The spell affects the casler only.
Duration: 10 rounds (1 minute) per level.
Magic Resistance: Not applicable, though a
plant need not talk if it does not want to,

Identify Plant

Allows the caster Lo delermineg a plant’s proper-
ties, at a rate of one property per two levels of the
apell. Plants from foreign climes and environmenis or
those with strange properties may entall a penalty of
-1 to -20, at the gamemasters discretion.

Range: Touch.

Duration: (i takes | round per kevel to cast the
spell. The knowledge s then gained instantly.
Magic Reslstance: Nol applicable,

Reverse: The reverse of this spell cast on a plant
gives It the appearance of false properties that
will be incorrectly detected by any Identify Plant
spell of lower level.

Range: 10 feel,

Duration: | hour per level,

Magis Resistance: Nol applicable.

Locate Plant

Allows the casler o delermine the direction and
distance lo the nearest 100 yards from the caster to
lhe nearest specimen of a specific plant.

Range: One-quarter mile (440 yards) per Jevel.
Daration: Instant

Magic Realstance: Not applicable.

Reverse: Il the reverse of this spell Is cast on one
or more plants, up lo one such plant per level, it
will prevent that specimen from being detected by
Locale Plant spells of lower levels.

Range: 10 feel.

Duration: 1 hour per level.

Magic Resistance: Not applicable.

Neutralize Plant

Nullifies the special effects of up lo one pound
or pint of plant matter per level. Effects nullified
include polsonous qualities, nutritious value, intoxd-

Magic

callng capacity, explosiveness, and so forth. It
cannol stop moblle plants from moving or
counter such mundane factors as the innate
strength of wood, the sharpness of thoms, and so
forth.
Range: 10 feel per level.

Duration: Permanent.

Magic Resistance: A lving plant gels a WiL
roll to resist. The roll must at least equal the
botanomancer's roll to cast the spell.

Phytomantic Permutation
This spell, orignally devised by the re-

nowned magician Viridian, allows the caster (o
alter temporarily the shape of any single plant.
Common permuiations include cages, barriers,
treehouses, and so forth. The spell can be used
io entrap or entangle targets, but not to harm
them. An area up o 10 x10x10 feel can be
affected, with one dimension Increasing by 10
feet per extra level beyond 1. For example, a 5th-
keve] spell could affect an area of up o 30 x 20 x
20 feet.

Range: 10 feel per level.

Duration: One hour per level.

Magic Resistance: To resist being capiured

by entangling plants, make a DEX roll. If the

roll matches or excesds the bolanomancer's

roll to east the apell, the target has dodged

the plants.

Phytomantic Protection
Surrounds a single plant with a magical

aura thal keeps Il safe from extreme weather
conditions, insects, mokds, and other natural
threats, The maximum area of effect s one cublc
fool per level.

Range: Touch.

Duration: | hour per level.

Magic Resistance: Nol applicahble.

Reverse: The reverse of this spell will

counter it, I the reverse Is at leasl as power-

ful as the original Phytomantic Protection.

Range: Touch.

Duration: Instant.

Magic Resistanoce: Not applicable.

Plant Growth

Causes one seedling or sapling to grow to

Iis full size at the rate of one fool per round.
Maximum growth is one foot of helght per level,

Range: Touch.

Duration: Permanent.

Magic Resistance: Not applicable.

Reverse: The reverse causes A malure plant

io shrink io a with a maximum

reduction in skze of 1 fool per level.
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Protection from Plants

Surrounds up to ene persan per level with
an aura that protects him or her from plant life of
all sorts. The apell temporarily nullifies the
effects of plant polsons, but when the spell wears
ofl the effects retumn. Bolanomancers have found
a curjous side effect to this spell; It protects
people from polsons excreled by yeast growing in
plant julces. In other words, subjects of the apell
can't get drunk. But when the spell wears off,
they can most cerialnly feel the hangover.

Range: Touch.
Duration: 1 minule per level.
Maglc Reslstance: Not applicable.

Rejuvenate Plant
Heals a plant of up to 4 points of damage
per level.
Range: Touch.
Duration: Permanent.
Magic Resistance; Nol applicable.
Reverse: The reverse of this spell does 1d4
damage per level to any living plant.
Magic Resistance: A WIL moll at least equal
to the roll io cast the spell resists its effects.

Shape Wood

Alters the shape of up to 1 pound of dead
wood per level. Bolanomancers find this spell
very useful for making wooden weapons unus-
able.

Range: 10 feet per level.

Duration: Permanent.

Magic Resistance: Il the wood is enchanted,
its owner can make a reslstance moll versus
the level of the enchantmenl If this roll
matches or exceeds the roll to cast the spell,
the spell has no effect on the enchanted
wood. For example, enchanting a spear o +2
is an Bth-level spell, so a +2 spear would
receive a +8 roll io resisi Shape Wood.

Cartomancy

Cartomancy offers only three spells to its
praciitioners, each of which uses the ability o
divine certaln aspects of the fuilure through the
use of the Zodar, a deck of cards possessed of
uncanny mystical virlues. Carlomancers do nol
claim o understand how the cards work, and
never lake credit or blame for any reading. They
Insist that it is the eards that are “speaking,” and
that *the cards do not lie.® It should be noted
that a cartomancer will never lel anyone else use
his or her cards, and that a Zodar deck has no
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divinalory propertles unless used by a skilled
cartomancer.

Cariomancy, an Intultive arl, Is largely unwrit-
ten, and there are no scrolls for thess spells.

Augury

An augury Is used (o determine Il a specified
course of action or decision will result in favorable or
unfavorable consequences. The Individual who
desires the augury asks the question, after which the
cartomancer draws a card from the deck: the nature
of the card determines whether the reading Is favor-
able or unfavorable.

In game terms, the gamemaster rofls 1d20 and
consults the Zodar Deck Table provided on the next
page. The GM can add any number up to the
cartomancer's magic rallng to the roll, starting over
at 1 if the number exceeds 20. This will generate a
number of possible resulls equal to the cartomancer’s
magic rating. From among the cards Indicated by
these possible resdlts, the gamemaster selects the
one most appropriate and announces which card has
been turned over, In order o Inlerpret the card
successfully, the cartomancer then makes a PER moll
A mishap Indicates a misleading Interpretation. A
fallure yields an uninsplred Interpretation, something
that anyone could tell from looking at the card. A
partial success means that the carlomancer can
sense some secrel not held in the lteral meaning of
the card itself. A [ull success means the cartomancer
has a strong Insight Inlo the meaning of the card as
it relates to this question in particular. With a
critical success, the carlomancer can leamn deep
serrels, though he or she does not necessarily know
whal they mean.

For example, a merchant asks a 3rd-level
cartomancer with a +6 magic rating il a coming
Journey will be profitable. The masier rolls a 19,
allowing her to select from cards 19, 20, and 1
through 5. The gamemaster decides that number 4
is most appropriate and tells the carfomancer that he
has drawn “Ardan, the Purple Moon.® The
cartomancer then makes a PER roll and gets a partial
success. The gamemaster lets him know that
something the merchant desires will come to pass on
this journey. With a full success, the carlomancer
could have determined that the desire (o be fulfilled
will be whal the merchant desires most. With a
eritical suceess, he could also have learned that the
merchant will lose what she most desires If she 8 not
falthiul to her delty.

Range: Indefinite,

Duration: Instant.

Magic Resistance: Mol applicable, although
certaln spells, such as the astromantic Moon
Sign of Phandir, can prevent a glven being’s
actions or inlentons rom alectUng Auguries of
equal or lower level.
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Zodar Deck Table

Zar: The Dark Moon. This Is an lll-aspected card, slgnifying evil, conspiracy, black magic.
Lasiolis: The Elue Moon. This card signifies sorrow, disappaintment. heartbreak.

Jhang: The Crimson Moon. This card signifies rage, violence, dark passtons.

Ardan: The Purple Moon. This card signifles romance, pasalon, dealre.

Phandir: The Green Moon. This card signifies things unknown or unresolved; a mystery.
Drome: The Amber Moon. This card signifles peacefulness, repose, relief,

Talisande: The Silver Moon. This card signifies good fortune.

The Lesser Sun. This card signifles a malter of little import.

The Greater Sun. This card signifies a matter of greal import.

1o The Charlatan. This card signifies deceplon, a mistake, a fool Is discovered,

11 The Rogue. This card signifies a loss, thievery, one who Is not (o be trusted.

12 The Warrior. This card signifies confrentation, conflict, vigilance,

13 The Assasain. This card signifies treachery, betrayal, death.

14 The Peddler. This card signifies an offer or opportunity of some sort, a chance for profit or loss.
15 The Wanderer. This card signifies travel, adventure, the need (o move on.

16 The Wizard, This card signifies chance, luck, uncertainty.

17 The Myntic. This card signifies hidden knowledge, a secrel.

18 The Alchemisl. This card signifies change, transformation, Lhe unexpecled.

§:] The Reaper. This card signifies Inevitability; drawn with #1 or 13, this is a dire fortune.

20 The Archon. This card signifies victory; drawn afler #19, a superior omen,
card twice. The cartomancer recebves a normal
Omen PER roll for each card,

An Omen Is a presentiment of some future
evenl. Unlike an Augury, an Omen provides informa-
tion about the subject’s future In general, not about a
specified course of acton. A single card Is drawn
from the deck, and the cartomancer provides an
Interpretation of its meaning. Use the same system
for determining and Interpreting the card as for an
Augury.

For example, an enchanliress pays a
cartomancer for an omen. The cartomancer draws
the card, “The AlchemisL,” but falls his PER roll. He
tells the enchantress, "A change Is In the cards; for
better or worse, [ cannol say.™

Range: [Indefinite,

Duration: Instant

Magle Resistance: Nol applicable, although
certain spells, such as the astromantic Moon
Sign of Phandir, can prevent a g#iven belng's
actions or Intentions from affecting Omens of
equal or lower level,

Fortune

A fortune lells the secker something about his
or her future, Two cards are drawn lrom the deck,
and the results are combined and interpreted in a
single reading. Even results that seem Lo be contra-
dictory can be combined Lo give a salisfactory reading
by explalning that the cards follow In sequence.

To determine which cards are drawn, divide the
cariomancer’s magic rating into two numbers as
equally as possible and apply one number to the first
card and the other number (o the second card. If the
magic mlng s odd, then one number will be higher
than the other: apply the higher number to the frst
card. I is. of course, Impossible to draw the same

Magic

For example, a 10th-level cartomancer with

a +15 magic rating gels two molls on the Zodar
deck, one that will give the GM 8 cards from
which to choose and one that will give her 7. The
cartomancer draws two cards: “The Archon,” a
very favorable omen, and “The Reaper.” a card of
ill aspecl. He receives a critical success on Lthe
first card and a full success on the second. The
cartomancer’s reading is as follows: “According to
the cards, an unexpected reward that you have
earmed from previous actions will bring much joy
and satisfaction o your lfe. But beware: beyond
this the porients are dark and foreboding. Your
very lile will be al risk.”

Range: Indefinite.

Duration: Instant.

Magic Resistance: Not applicable, although

certaln spells, such as the astromantic Moon

Slgn of Phandir, can prevent a ghven being's

aclions or intentions from affecting Fortunes

of equal or lower level.

Cryptomancy

Cryptomantic Analysis
Allows the eryplomancer to discern the
meaning of unfamiliar writings or symbeols.
Range: Touch.
Duration: 10 rounds per level, enough Ume
I decipher approximalely one page of writing
per level.
Magic Resistance; Nol applicable,

S
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Encryption
Encodes one page of writing per level. This
wriling can only be decoded by a Crytpomantic
Analysis of a higher level.
Range: Touch.
Duration: Permanent.
Magic Resistance: Not applicable.

i
i

Erase
Allows the cryplomancer Lo erase any
magical Seal. Symbaol of Power, Sigll, or Ward of
lower level.
Range: 10 feet.
Duratlon: Permanent.
Maglc Resistance: Mot applicable.

Seal

Inscribes a lock, chest, contalner, or door
with a magical Seal that prevents |t from belng
opened without the cryplomancer’s permission.
It takes one round per level (o Inscribe the Seal.

Range: Touch.

Duratlon: | day per level.

Magic Reslstance: The Seal can be remaoved
by an Erase spell ol higher level

Sigil
Inscribes any item with a magical Sighl that

protects it with an invisihle aura of force. Anyone
whao tries to touch the ltem without the caster's
consent experfences searing pain and suflfers 1d4
damage per level. The spell is purely protective; i
ihe owner iouches someone with the liem. It does
not do damage. Only when someone else touches
the item does the Sigll cause damage. The Sigil Is
visible, but can be mistaken for Innocuous
decoration. It takes one round per level to
inscribe the Sigil.

Range: Touch.

Duration: 1 day per level.

Magic Resistance: Can be removed by an

Erase spell of higher level.

Symbol of Power

Allows the caster o Inscribe a Symbol of
Power In the alr. The symbeol glows with magical
energy and then vanishes, affectng those who
see IL, but never the cryptomancer. The maxi-
mium number of beings that can be affecied by a
symbal Is equal ta its level, with the closest
beings affected first. The following effects are
pessible with a Symbol of Power:

= Apathy: Causes Individuals or creatures in
the area of effect who view this symbol o loss
interest In whatever had previously aroused
thelr attention. Magic Heslstance: A WIL roll
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at least equal to the roll to cast the spell avolds
apathy.

= Antipathy: Causes individuals or crealures in the
area of effect who view this symbol lo regard any
subject or subjects designated by Lhe caster with
extreme dislike. Magic Resistance: A WIL rall at
least equal to the roll to cast the spell avolds
antipathy,

» Empathy: Causes individuals or creatures to
regard any subject or subjects designated by the
casler in a frendly manner. Magic Reslstance: A
WIL roll at least equal to the roll to cast the spell.

» Command: Causes individuals or creatures to
obey any reasonable command given by the
casler for one round per level of the symbal.
Magic Resistance: A WIL + level roll, minus the
level of the symbol. Even a partial success
nullifies the effect of the symbol.

« Confusion: Causes individuals or creatures io
become confused and Indeciaive, Maglic Resls-
tance: A WIL roll at least equal to the roll (o east
the spell,

» Countermand: Releases any individuals or
creatures from the effects of any form of maglcal
influenece or control, provided the symbol is of
higher level than the subject spell. Magic
Reslslance: Not applicable.

» Imprisonment: Causes individuals or creatures lo
become incapable of movement for one round per
level of the symbol. Magic Reslstance: A WIL +
level roll, minus the level of the symbol. A partial
success means the tanget Is imprisoned for only 1
round.

= Radiance: Creales a ten-foot radius circle of
radiant light; if inscribed in reverse, a clrele of
darkness will be created. Magic Resistance: Not
applicable,

s Silence: Causes individuals or creatures (o be
struck mute for one round per level of the

l. Magic Resistance: A WIL roll at least
equal to the roll to cast the spell.
Range: 10 feet per level.
Duration: | round per level,
Magic Resistance: As siated.
Reverse: Each symbol can be inscribed back-
wards, undoing the effects of corresponding
symbols of lower level. Reversed symbols can also
undo other spella that have similar effects. For
instance, a reversed Imprisonment can undo the
wizardry spell Spellbind.

Ward

Allows the eryplomancer o Inscribe a speclal
symbol on a being or object. The affected crealure or
object is then Immune to a specific type of altack
chosen by the erytpomancer. This type of attack can
be a specific chemical or alchemleal substance, such
as incendlary powder or draconid venom: a type of
weapon such as dagger, lecth, or armows: a specific
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source of damage, such as fire, cold, or [alling; or a
specific spell, such as Arcane Boll. A Ward cannot
prevent damage from hunger or thirst. It takes one
round per level to Inscribe the Ward.

Range: Touch.

Duration: 10 rounds (1 minute) per level,

Magic Resistance: Mot applicable.

Crystalomancy

Since crystalomancy depends on the innate
powers of crystals rather than on magical words and
gestures, there are no scrolls of erystalomantic spells.

Skills of Crystalomancy
Appraise Crystals

The ability to determine the purity, value, and
innate magical qualities, I any, of crystals and
gemsiones,

Grow Crystals

Allows the crystalomancer to grow any type of
cystal used in the spell Crystalomantic Force, The
crystalomancer must have at least a Uny chip of an
existing crystal of the proper type to cast the spell.
The final size In carats of the crystal Is applied as a
penalty to the skill roll. The crystal grows at the rate
ol 1 caral per weel. For example, a 4-caral cryslal
could grow to 6 carals in two weeks, but the
erystalomancer would have a -6 penalty on the skill
roll. The following list describes the crystals thal can

be grown through the use of this spell.
Type Calar Properties
Achromite clear purification
Amberite galden healing
Azurile blue waler
Ebonite black darkness
Emeralile green protection
Prismatite variegaled ENETEyY
Rubilate red warmth
Topazine brown earth
Xanthinile yellow radiance

Prepare Crystal

Cuts and shapes a raw crysial, such as one
grown by the skill Grow Crystals, so that IL can be
used for the spell Crystalomantic Force. [l takes one
hour per caral to prepare a crystal, and the
crystalomancer must use gemculling tools. Even Il
the crysial = a cul crysial that has been Increased In
size, the previously cul surface s covered by newly
grown, uncul crystal materal that will take the entire
amount of Uime to properly cul and prepare. The size

Magic

in carats of the crystal s applied as a penalty on
the skill roll.

Spells of Crystalomancy
Crystalomantic Force

Uses the Innate properties of magical
crysials in any one of the following ways. To use
Cryslalomantic Force, the crystalomancer must
be in contact with a crystal of the appropriate
type. The level of the spell is limited to the
number of carats of the ¢

* Achromite: Purifies up to one cuble foot
of food and drink per level. In addition to
removing all natural contamination, it removes

magical contamination by spells of equal or lower
level.

Range: 10 feet.
Duration: Permanent.
Magic Resistance: Nol applicable.

* Amberite: Focuses a beam of amber lght
on any living creature, healing up to 2 hit polnis
per level,

Range: 10 feet per level.

Duration: Permanent.

Magic Reslstance: I the affected character
tries lo resisl, a WIL roll at least equal to the
crystalomancer's roll keeps the spell from
taking effect.

* Azurite: |dentifies the direction and
distance, to the nearest 100 yards, of the nearest
source of fresh waler,

Range: One quarter mile (440 yards] per
level

Duration: One round per level.
Magic Resistance: Not applicable.

= Ebonite: Creales a sphere of darkness,
up to 5 feet in diameter per level. Only magical
light of higher level will lluminate this darkness,

Range: 10 feet per level.
Duration: | round per level.
Magic Reslstance: Not applicable.

* Emeralite: Creales a sphere of green
light up to 5 feet per level in diameter. The
sphere prevents the passage of physical objects
and harmful energy in elther direction. Spells
such as Arcane Boll are siopped, bul spells like
Spellbind pass through normally. The shield can
withstand 4 points of damage per level before
dissipating. Once created, the sphere (s immo-
hile.

Range: 10 feet per evel
Duration: 1 round per level
Magic Resistance: Mot applicable.

s Prismatite: Hurls a bolt of multl-colored
energy that does 1d4 damage per level.
Prismatite bolts can be refllected by mirmors,

Range: 10 feet per level.

Sl
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Duratiom: Instant.

Magic Resistance: A DEX roll at leasi
equal to the roll to cast the spell.

* Rublate: Warms the area within 5 feel
per level to about 70°F. Natural cold is negated,
and magical cold or ice can only penetrate the
area If it s of higher level than the rublate spell,

Range: Cenlered on caster.
Duration: 30 minules per level

* Topazine: Opens a 5-fool diameter
tunnel in soll or stone. The tunnel's maximum
length s 5 feet per level. The spell will open a
tunne] through naturally ecouring meial, but not
through metal that has been worked or through
living things. The presence of wood or worked
metal protects the soll or rock beyond it from the
spell. The botiom of the tunnel opened in soil is
often littered with earthworms, grubs, and other
erealures thal had been In the excavated sall.
The tunnel opens at a rate of 5 feet per round.

Range: 5 feel per level.
Duration: Permanent.
Magic Resistance: Nol applicable,

* Xanthinite: llluminates a sphere up to 5
feet in diameter per level. It dispels magical
darkness of lower level.

Range: 10 feel per level

Duration: | round per level.

Magic Resistance: Nol applicable.

It can also be used to project a blinding beam
of light 5 feet wide. Creatures caught in the
beam are blinded for 1d6 rounds,

Range: 10 feet per level

Duration: Instant.

Magic Reslstance: A SPD roll at least equal
to the crystalomancer's roll to cast the spell
allows the target to shield his or her eyes and
avold being blinded.

Crystalomantic Serying

Allows the caster to use a polished crystal
as a scrying device like a crystal ball. The
crystalomancer can see and hear what Is hap-
pening at a distant locale. He or she must have
some plece of stone from that area, such as a
chip taken from a stone wall, a pebble picked up
from the area. or a diamond ring siolen from a
target individual.

Range: The crystalomancer can see any area
within 1 mile per level,

Duration: | round per level.

Magic Resistance: Nol applicable, although
certaln protective spells can block scrying
allempls.

Store Crystalomantic Force
To cast this spell, a wizard needs a crystal

like those used for Crystalomantic Force. This

spell imbues the erystal with erystalomanitic
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energy so that It can project a Crystalomantle Force
spell without effort on the part of the user.

A crystal can store one level of spell per carat.
Each level may be used once per day. Thus, In one
day, a 10-carat prismalite erystal could be used to
cast one 10th-level balt, one 6th and one 4th-leve]
balt, five 2nd-level bolts, or any other combination
that produces a total of 10 levels.

The process takes 2 weeks per carat of the
crystal. During this Ume, enchanting the crystal
demands the full attention of the crystalomancer,
who cannot leave it alone for even a day. At the end
of this process, the crystalomancer rolls to see
whether the spell succeeds. The spell's level must at
least equal the size in carats of the crystal, If the roll
iz successful, the crystal Is now imbued with
Crystalomantic Force, with one level per caral. Ona
partial success, the erystal has only half as many
levels as carats, rounding down.

The crystal can be sold to a merchant for the
following prices:

1
Level Selling Price (g.1) |
1 30
2 120
3 270
4 480
5 750
B 1.080
7 1,470
8 1.8920
9 2,430
10 3,000
11 3,630
12 4,320
13 5.070
14 5,880
15 6,750
16 T.680
17 B.670
I8 0.720
19 10,830
20 12,000
Beyond 20th level, the buyer should negotiate a
price on a case-by-case basis,
Range: Touch.

Duratlon: Permanend.
Magic Reslstance: Nol applicable.

Enchantment

Enchantment is the arcane art of creating
magical mixtures, substances, and Items of all soris.
It is similar in some respects lo alchemy, but utilizes
magic rather than the alchemist's projection of will to
achleve the desired resull.
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Mote that a single character can only carry
seven magic llems on his or her person al a Ume.,
Additional Items carried become temporarily non-
functional until such time as the bearer relinguishes
a sufflclent number of excess [l=ms.

Enchanters of the New Age are nol nearly as
capable as were the enchanters of the Archaen Age.
No one knows for cerfaln whatl the most powerful
Archaen arlifacts may have been capable of, but
modern enchanters do recognize that Archaen objects
do not count against the limit of enchanted items a
single person can carry al one lme. Enchanted ltems
from the Archaen Age often have powers that cannot
be easily duplicated, if they can be duplicated at all,
by modern enchanters.

It Is assumed thal enchanlers have access lo
their spell books when enchanting ltems. If they do
nol have their spell books with them, they take a -3
on all enchantment rolls.

For all the spells listed below with the word
*Enchant” in the title, use the following rules.

= A single item can only have one enchantment. A
sword, for instance, cannot be both +2 and
Imbued with arcane power.

* When rolling for the enchantment, a partial
success means thal the spell has falled, but not
utterly. If the enchanter continues working on
the same enchantment without a break, he or
she can get another roll after the specified time
wilhout having to provide another sel of Ingredi-
ents, If the enchanter does anything but dupli-
cale the o the ingredienis are [ost.

*= Ingredients; For each level of the enchantment
aliempled, the process costs 100 g.l. in mw
Ingredients, olls, incense, and other paraphema-
lia.

Level of Enchantment Selling Price of Finlshed

Product
1 170 gl
2 380 gl
3 630 gl
4 20 gl
5 1,250 g.l.
6 1,620 ..
7 2,030 g.l.
8 2,480 g.l.
9 2,970 gl
10 3,500 g.l.
11 4,070 g.l.
12 4,680 g.l.
13 5330 gl
14 6,020 g.l.
15 8. 750 g.l.
18 7,620 g.l.
17 8,330 g.l.
18 B, 180 g.l.
19 10,070 g.L.
20 11.000 g.l.

* Time: An enchantment takes 2 weeks per
leve] to complete.

» Selling Price: If the enchanter wishes to sell
an |tem to a merchant, the merchant will
likely pay the following price:

For ltems above 20th level, the enchanter
should negollale on a case-by-case basis,

Create Magical Inks

Creates | ounce of magic ink, enough for

one spell on one scroll.

Ingredients: | dram exomorph plgment. one

dram powdered silver, one caral of powdered

diamond, and five ounces of sepla ink.

Cost: 26 g.L

Time: 1 day.

Belling Price: 33 g.1

Create Potion

This |s basically the same as the alchemical
skill Concoct Potlon, only magical means are
used to enchant the mixture. Time to create |s
twice as long because enchanters are nol as
specialized In potion creation as are alchemists,

Create Powder

This |= basically the same as the alchemical
akill Concoct Powder, except that magical means
are used to enchant the mixture. The Ume o
create (s doubled because enchanters are not as
apecialized In potion creation as are alchemists,

Create Quicksilver

Quicksilver is a maglcally animate lguid
melal used in the making of vials for holding
vitriol, as well as in other magical operations.
This process creales 28 drams of quicksilver.,

Ingredients: Seven ounces of powdered
silver, seven drams of powdered conbrany
vine, and one carat of powdered black
diamond.

Cost: 151 gL

Time: 2 weeks

Selling Price: 250 g.1,

Enchant Elemental Armor

Creaies a sel of armor that makes the
wearer immune lo damage from one elemenial
type. To use this enchantment, the enchanter
must know the aura spell from the opposed
elemenl. For Instance, to make armor that
provides Immunity to heal and fire, the en-
chanter musl know the spell Aquamantic Aura.

This enchantment Is always cast at 10th
level.
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Y Enchant Hﬂ,‘i{:ﬂ Armament amulet will provide. For example, a +3 amulet would
\ This expensive and time-consuming ritual require a Sth-level Enchant Amulet.
imbues a weapon, shield, or set of armor with a

? hautes 1o dimidgs, o pescitos vaiue, or o points: fEnshant Ring
3

[ damage . Enchanti t
:lw mu;ﬁﬂgh?ww A Imbues a ring with a specific spell so that the

The Enchant Magical Armament must be wearer can use that spell three Umes per day. The
cast at a level 4 Umes the bonus the armament level of the enchantment required equals the level of

will have. Enchanting a wea to +1, for ex- the spell timesa 3. Putting a 3rd-level Arcane Bolt into
ample, Is a 4th-luwllmlp-=l1. i a ring would therefore require a 9th-level enchant-
\ The bonus given o a weapon adds (o its ment.

damage with each hit. The bonus for a shield
increases the number subtracted from attackers’
\, to hit rolls. A +1 shield, for example, makes Enchant Garment
0\ attackers suffer a -3 penalty on atlacks instead Imbues an Item of apparel, such as a boot or

of the normal -2 for a regular shield, The bonus cloak, with a magical aura that benefits the wearer in
for armor adds to the number of points of one of the ways described below,

\z damage it stops. It is possible to enchant a robe

or set of clothesa, in which case the clothes will
$6p 4 iiiber of Bl SP bR Sl 1o B Attribute Enchancement

bonus. These garments glve the wearer a bonus on an
altribute designated by the enchanler, excepl that
‘ this basic magic Is unable to Improve a character's
Enchant Magic-Powered WIL or INT. The level of the enchantment equals the
'\ Wi bonius on the atiribute Umes 5. That means a belt
capon that provides a +2 1o the wearer's CON would require

This enchantment imbues a weapon witha 3 10th-level enchaniment.

\ magical force, This force damages the target
‘ every time the weapon hits, effectively doubling

damage from Lhe weapon. For example, a Skill Enhancement

pyromantic spear does 2d8 damage, hall of which This enchantment imbues an item of apparel
is heat damage. The enchanter must be familiar  with a skill so that the wearer functions as If he or
with the type of magical force with which the she had a skill of that level. Note that this does not
weapon Is lo be imbued; specifically, he or she add to a skill that the wearer already has: it only
must know the bolt spell of that field of magic. provides for a skill that the character doesn't have.

Only bolt spells can be used lo power a weapon.  For Instance, Gloves of Bow Use +2 would give the
The level of the enchantment depends on wearer a +2 skill with a bow, to which DEX would be

the size of the weapon enchanled, specifically on  added as normal. An archer with a +10 skill rating

the damage It inflicts. The level equals double the  with his or her bow would neither be helped nor hurt

sum ol a weapon's minlmum plus maximuimn by the gloves, but someone with a +1 skill or no skill
damage, as the following chart Indicates: at all would be raised to +2. These enchanted ltems
‘ == -1 can never provide the ability (o cast spells, speak
‘ Level languages, or know facts. Instead, they make wearers
1d4 10th feel as if a given action were natural to them.
1de& I4th Only the more basic skills, such as standard
lds I8th weapon use, Stealth, Disarm/Detect Traps, and so
1d10 22nd forth can be imbued In a garment. Skills such as
1d12 26th Mandaquan, Sixth Sense, and Concoct Potlons
1d20 42nd cannol be Imbued In a garment.
i ——e | The level of the enchantment needed is equal to
Encl t Amulet the bonus on the skill imes 3.
Amulets Increase the wearer's reslslance
rolls against hostlle magle. The bonus associalbed Enchant Staff or Wand
1 with the amulet Is added o every resistance roll An enchanted stafl or wand allows a character
t:_-,g.ﬂ versus magic that the wearer makes. Il a spell to cast a specific spell 10 times per day. A single
Vi\i-i doea notl oflfer a resistance moll. however, the wand can be enchanted with up to 3 different spells,
o L, amulel has no effect. and a single stafl with up to 6 different spells. Each
“'IE k‘l"'!‘l [ﬂ-E“Ehﬂ.nl Amull:l D’Eﬂlkd to !'I:":“ mst 1:! mphan_[!d “mh.}l‘ m ml MECES -

enchant an amulet is 3 times the bonus the
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sary to enchant a wand or staff is egqual to 6 Umes
the level of the apell.

In addition. a stafl may be enchanted as an
armament through the Enchant Magical Armament
or Enchant Magic-Powered Weapon spella.

Enchant Thaecian Orb

This abllity Is known only o the Thaecians.

A Thaecian orb presents an llusory scene that
may be siallc or moving, simple or Intricale. The level
of the enchaniment depends on the Image Implanted
within the orb. For example, a simple, static Image
would be level 1. An average Image that moves about
for a minute (10 rounds) would be level 13. Use the
foliowing chart (o determine the level of enchantment
necessary for a ghven image.

Static Imagery:

Simple: level 1.

Average: level 3.

Intricate: level 5.

Motion:

Il the image moves, add +1 level per round that
the scene lasts,

Geomancy

Conjure Earth

Allows the caster (o conjure up o 10 cuble feet
per level of elemental earth, which can take one of
the following forms:

*Dustcloud: Obscures vislon,

*Mud: Can mire mounts, wagons, and other
objects and creatures,

+*Stone: Can take any shape desired: a wall,
ramps, stalrs, and so forth. The stone can withstand
4 points of damage per level before shattering.

Bange: 10 feet per level.

Duration: 1 round per level,

Magic Resistance: A STR roll with the spell's
level as a penalty allows a character or creature
to pull free from the mud, Otherwise, none.

Earthform

Allows geomancers Lo change their bodies, but
not their possessions, into bulky, vaguely humanold
forms made of elemental earth. The geomancers can
pass through stone and soll at normal walking
speeds. In Earthiorm, cers can move up to
50 feet per round [SPD -5), carry up o 25 pounds per
level of the spell, and fight in combal. Thelr combal
rating and damage equal the spell's level. If the
geomancer does not have unarmed combat, he or she
must rall with 1d10 rather than 1d20 in combat.
Geomancers in Earthform cannot, however, manipu-

Magic

late objects such as weapons, nor can they cast
spe]ls,

Range: Affects the caster only.

Duration: One round per level.

Magic Resistance; Nol applicable.

Earthtrack

Allows the caster to see the tracks left by

the of creatures or conNvVeyancoes over or

Range: 100 feel

Duration: | round per level.

Magic resistance: Not applicable.

Reverse; Casi In reverse, this spell allows

ane creature or conveyance per level o leave

no trace on the earth. Their tracks can only

be found by an Earthtrack spell of equal or

higher level.

Range: Touch.

Duration: | hour per level.

Geomantic Aura

Covers the geomancer with a feld of
geomantic force that absorbs that the
geomancer would otherwise take, Aller absorbing
4 polnis per level it dissipates. The aura does not
protect against polson gas and the lke.

Range: Self only.

Duration: | round per level.

Magic Reslstance: Mol applicable.
Reverse: Dispels auras of the same type I
the aura Is of lower level than the reversed
spell.

Range: Touch.

Duration: Instant.

Magic Resistance: Not applicable.

Geomantic Barrier

Creales a two-dimensional, translucent wall
of geomantic force up o 5 feel In each dimen-
slon. If curved Into a eylinder or cone, its maxi-
mum dixmeter Is approximalely one and a hall
feet per level. The barrier blocks the passage of
solids, lquids, and gases as well as violenl
magical energy, such as bolis. Onece crealed, the
barrer s iImmobile.

Range: 10 fect per level.

Duration: 1 round per level.

Magic Resistance: Not applicable.

Reverse: The reverse destroys any barrier of
the same type if it s of lower level than the
reverse spell.

Range: Touch.

Duration; Instant.

Magic Resistance: Not applicable.
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Geomantic Bolt

Huris a bolt of geomantic force thal does
1d4 damage per level.
A Geomantic Bolt does +1 damage per level

o alr-related creatures, such as air elementals
and aeromancers in Windform, but does -1
damage per level lo earth-relaled creatures. A
Geomantic Bolt does double damage to an
Aeromantic Barrer or Aura of lower level, bul it
does only hall damage to Aeromantic Auras and
Barriers of higher level.

Range: 10 feet per level.

Duration: Instant.

Magic Resistance: A chamacier targeted by a

bolt can give up his or her next acton o

dodge the bolt. The target makes a DEX roll,

and avolds the bolt if the roll maiches or

exceeds the caster’s roll to cast the spell.

Reverse: Cast In reverse, this spell cancels

one bolt of the same type and of lower level,

It Is difficult to cast the reverse effectively

because the reverse must be casi just when

the other balt Is belng cast.

Geomantic Divination

Allows the caster to determine whether a
proposed course of action s [ll-aspected (likely Lo
produce unfavorable resulis) or well-aspecied
(likely to produce favorable resulis) in the ele-
menl of earth. The spell takes into account
earthquakes, the Bvorable nature of the terrain,
the presence of earth demons and subtermanean
creatures, and so forth. 1t cannot take into
account imminent ambushes by fying creatures
ar the hidden intentions of a chameter's sup-
posed allies. The geomancer must study Lhe
earth for one round per level Lo cast the spell.
The spell only takes inlo account Ineidents up o
one day per level In the future,

Range: Indefinite,

Duratlon: [nstant.

Reverse: By casling the reverse of Lhis spell,
a geomancer can delermine a course of
aclion that will not be predicted by a
Ceomantic Divination of equal or lower level.
Up to one being per level can be covered by
this spell.

Range; Touch.

Duration: 1 hour per level.

Pass Through Earth and

Stone

Allows one belng per level to pass through
earih and stone at normal speed.
Range: The people affeclted must be within
10 feet of the caster.
Duration: | round per level,

146

Magic Resistance: A WIL roll at least equal to
the roll io cast the spell can resist the spell's
effect if the recipient wishes,

Transform Earth and Stone

Alters the subatance of up to 10 cublc feet per
level of earth or stone. Specifically, the geomancer
can tum rock to mud or dust, mud to rock or dust,
or dust o rock or mud,

Range: 10 feel.
Duration: | minute per level.

Magic Resistance: Mol applicable.

Invocation

Invocalion Is a fleld of magical study based on
the worship of one or more divine entities from whom
the spells of Invocation are derived. Fallure o
observe the requirements of the caster's patron deity
may resull in the loss of spellcasting ability for a
durmtion determined by the gamemaster, based on
the serlousness of the offense.

Nole that only priests and acolytes of a cull or
religion may leam these apells.

Absolution

Grants absolution to an Individual who has
offended the Invocator's deity through such actions
as desecraling a holy area, speaking the deity’s name
in vain, killing the deity’s worshipers, and so forth.
Onee absolution Is granted, the deity and the deily's
avatars or minlons will not punish the recipient for
the transgression. Typleally, the caster requires
some act of penance (o prove that the charactler is
worthy of absolution, such as a service to the religion
or a gift to the temple. Il a priest altempis to absolve
someone whose act of penance Is nol sufficient in the
eyes of the delty for the transgression In question, the
spell automatically fails. The greater the transgres-
sion, the higher the level of spell needed to absolve
the gullty party.

Trans- Minimum Level
gression Absclution
Peily 1

Minaor 5
Moderate 10
Major 15
Girlevous 20

Petty tranagressions cover acts such as thinking
“Impure” thoughts. Minor transgressions cover acts
such as missing a mandatory religlous service.
Moderale transgressions cover acts auch as breaking
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rules of personal behavior. Major transgressions
cover acis such as blasphemy or stealing from a
temple. Grievous transgressions cover acts such as
killing priests, defiling temples, and apostasy.
Range: Touch.
Duration: Permanent, as far as the specific act
in question ls concerned,

Magic Resistance: Mot applicable.

Banish

Forces a summoned creature, undead being, or
extra-dimensional entity from the casler's presence,
provided the creatures are of equal or lower level
than the spell. Il the spell targets multiple creatures,
only those whose total levels are equal to or lower
than the spell’s level are banished. The lowest-level
crealires are the firsi to be affected,

Range: 10 feet per level,

Duration: Instant

Magic Reslstanece: Only affects creatures of
equal or lower level,

Bless

Bestows one individual with a +1 bonus with
any specific skill, as long as that skill is used for the
benefit of the religion. Defense of the casting priest is
generally regarded as “for the benefit of the religion.”

Range: Touch.
Duration: | hour per level
Magic Resistance: Not applicable,

Consecrate

Blesses an area of