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Chapter One: Introduction 

Faeries are one of the most intriguing aspects of the An MIglca"" setting in 
Mythic EuropcTX, for they reflect much of the soul and spirit of the age. They are the 
dark, repreS5Cd, highly supc!"Stitious side of Ihc medieval folk - a pagan past which has 
never been fully put aside. The faerie folk are thc mysterious. somewhat biunTe, and 
intensely magical beings that live beyond the reach of mortal civilization. To play their 
bizarre games, as one must to interact with them, is no trifling affair; it is a most dangcr­

ousgame. 

To think of them in modem lenru, faeries were the pcr.;onifica­
lion of everything mysterious to the medieval person. They are the 
embodiment of nature's power, of unseen forces, of the paganism 
that onre ruled the land and has now Ix"h pushed back into the 
hidden comers of the world. But they are more than fancifu l sym­
bols - they arc quite I'l'iII and can wield tremendous powCT" over the 
world of tM mort .. l~. 

This book is a guide to incorporating the world of faeries into an Ars Magin 
saga. In tact, It IS u!lelullOr any mec!leval or fantasy settmg ttlat acknowlooges tne 
existence of faeries. nus supplement is intended to provide you with more insight into 
who and what the faeries are, allowing you to include them fully in your Saga. The bulk 
of the book is background on the nature of faeries, when' they can be found, the lands 
they inhabit, and the diverse types of creatures that make up their world. There is also a 
section on developing faeries as player characters, featuring new virtues, flaws, and 
abilities suited to the faerie world. Several stories involving faeries are Included to help 
tnc storyteller explore, discover and morc completely understand the faerie world. We 
have found faeries to be one of the most interesting aspects of the An Milglcil world and 
are confident that you will soon find them just as fascinating and compelling. 

Keep In Mind ••. 
It is important 10 dispel many of the modem notions about faerics. They are 

much more than the fantasy notion of "high elves," which is simply a modem interpre­
tation of the Seelie Court. They are also more than the simple "(airy talc" folk _ go~_ 
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mer-winged little people that flitter about in cheery 
woodlands. Ars Magin faeries are b<lsed on real faerie 
tales, not modem fantasy noVt'ls or Victorian chi ldren's 
stories. The faeries in An ~ica descend from the 
medieval, not the Tolkien, tradition, so they are very 
different from faeries in other roleplaying games. It is 
very important for the Storyguide (and the players) to 
keep in mind these concepts: 

• This is not typical fantasy roleplaying material. 
Dwarfs are not little Scandinavians with long beards 
and sledgehammers who like to drink, get rich, and 
kill bad guys. Dwarfs are earth faeries. Think of 
them as spirits of everything in the ground and eve­
rything thilt comes out of the ground. Anything 
mortals do with the products of Earth, they can do 
better. 

• High Faeries are not Elves. Elves are ancient Greeks 
with pointy ears who like to dana! and drink wine 
coolers. High Fat'ries are tM living I1"IeIrories of 
gods, heroes, and whatever Strangers were here 
before us. The same fascination modem people have 
with archeology, mythology, and UFO stories, 
medieval people had for faeries. 

• Low Faeries are not Halflings. Halflings arc glorified 
and patronized simple country folk. They like to 
plant their gardens and serve their betters. Low 
Faeries aren't cute, they can be dangerous, and 
many don't look human at aU. They are not the 
Stepn Fetchits of the High Faeries; High Faeries 
scorn mortals. while Low Faeries bring out the 
magic in all mortal practices. High and Low faeri<'S 
usually aren't found in the same places. 

• As always, you must remember that Ars Maglca 
takes place in the Twelfth Century. Bl.Ick knights in 
fluted plate armor and diminutive pubeXlOllt 
children with butterfly winS' are the inventions and 
legends of people from the Seventeenth Century and 
later. Those stories are closer to us, but the Twelfth 
Century was closer to Celtic, Germanic, and animist 
magic and beliefs. People in Baltic lands won't even 
nominally accept Christianity for another hundred 
years. Vikings are still kicking around here and 
there. On the Isle of Man, they'll still be jumping 
bonfires and sacrifking chickens until Queen 
Eli:tabeth comes along. The Mongols rule Russia. 
laUn scholars think that precious stones come in 
male and female; put two sapphir<'S in a box and 
you get mom, dad, and a bunch of bouncing b<lby 
sapphires. This is Twelfth Century scientific 
thought. Explore these ideas; they are rewarding. 
enriching and exciting. 

~TM [ruries Ilrt, and II/W1ly5 shall~, CTt'l2trms of 
mysttry and ~gmd. If euv we tlrr:ablr: to fully rmdtrSland 
them, it will only ~ btallISt the foeries ~ firllllly Itft this 

mortal rttllm and no longer rtCrtfltr: themsdves onew roery 
momr:nl /lUll they live. Only when /aeries aft a product of 
history, and wot' be to the world if this were to occur, will we 
tw:r ~ lire fojnlest grtlSp of who and what they trulyaft, 
and tvm 111m, when ~ /irllllly do ~ this app,«ialion and 
uMtrSlanding, wt shall be wrong.w 

- Quendalon, Primus of House Merinita 

The Faerie foil/rna 
There are many dangers in the world, many 

creatures and beasts of the wilderness, and of course 
there are always the Demons. Generally these dangers 
are predictable, and the wi5C magus can forCS('(> their 
actions and attempt to protect themselves from such 
threats. What unsettles even the most knowl«:lgeable 
magi is the world that lies beyond the limits of OViliUl­
tion and rationality, the realm of the Fay. 

Faeries are all the beings that are intimately 
connected to nature, which configures itself as the Faerie 
aura. Indeed, they may be the spiritual manifestation of 
nature itself. Their true potence lies in their inherent 
magical nature, not in their muscle. Some have super­
natural stTength, but most rely upon illusion, deception 
and other foons of trickery to protect themselves and to 
carry oul their mysterious desires. 

An exact picture of the farries is nearly impos­
sible to compose, because of the amount of folk lore that 
has grown up around them, some of it true, most of it 
false. Sometimes what in legend is a most malicious 
faerie, is in fact il kind, genlle and severely misunder­
stood being. When a character uses legend lore to gain 
information about a faerie, do not hesitate to teU them 
the ffilDt mislt.'ilding of the legends aooutlhe ( .. eri!.""; 5uch 
isthc nature of folk lore. Always mix the truth with 
sheer fallacy. Even when a character makes a Faerie 
Lore roU, you might want to mix some misinformation 
in with the real content of what you arc saying. The (ay 
are simply too exotic and foreign to get consistently dear 
and accurate information on them. They are the strang­
<'St and most enigmatic of all the creatures known to the 
Order of Her~. In fact, many wizards use the term 
Scclie to describe anything oVt'rly strange or exotic, e.g. 
"It was a Scclie I!Xp('rience. H 

The Fay 
Physically, faeries arc incredibly diverse. Not 

only do faeries come in a multitude of shapes and sizes, 
but some faeries can vary their own shapes and sizes. 
Being nature spirits, they are as varied as the whole of 
the natural world. lhc powers and power level of 
faeries is also highly variable, though invariably they are 
highly magical. Some faeries can perform minor tricks 
and illusions, others can do the work of len mortals in a 
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single night, while a few are of such truly awesome 
power that they were worshipped as gods in pre­
Christian times. 

However, in spite of the vast physical and 
magical diversity of faeries, there are some similarities 
among all of them, important similarities for all who 
would deal wilh them. These consistencies are de­
scribed below: 

• Faeries are immortal and ageless. Unless killed, 
which is usually quite difficult faeries will be as 
they are forever. One conlK'quenc.c of their immortal­
ity is their lack of an immortal 501.11. Faeries have no 
Heaven for which to hope for and no Hell about 
which to wony. When their body dies, they arc 
wholly extinguished, then reborn as another faerie 
of the same type, someeven retain memories of their 
former lives. However, if they are lucky, they need 
never worry about death at all. For this reason, 
faeries have no gods and no religion. The whole 
concept of worshipping a deity is fOreign to them. A 
priest preaching to faeries would only confuse some 
and amuse others. This is not to say that faeril'S are 
without morality. They have quite strict rules of 
morality and behavior which may not make sense to 
mortals. Only those mortals who know these rules 
can deal favorably with the facril'S. 

o Over time, faeries may change their fonns, or they 
may even die, but always they come back in a new 
fonn and retum to the realm of fay. Faeries live 
long lives; many are immortal. If a faerie is killed, It 
will usually reappear, sprung from the womb of 
nature a season or two later. Therefore, death docs 
not have the same impact that it does on mortals; 
they certainly do not fear it as the humans do. 
However, faeries do not have a soul and if they die 
outside of the realm of the faerie, they die forever. 
Their spirits are part of the spirit of nature- it 
could be said that faeries as a whole arc the animat­
ing spirit of nature. It certainly would explain their 
seeming lack of individuation. 

• Faeries are thought to be able to perceive the world 
outside their faerie homes. 1bey seem to have a 
strange ability sometimes to know the secrets of the 
mortals whom they meet. This seems to indicate a 
strange, Icnuous connection with the mortal world, 
even that which is found inside the Dominion. They 
seem to know about most of the thin~ that happen, 
and seem to have knowledge that they should not­
sometimes even knowledge about the future (which 
they have a hard time separating from the past or 
present). It is thought that this is because they can 
see the renection of our world within theirs, the 
realm of Arcadia. 

• The fay are mimics of sorts and will often copy the 
mortal society which they perceive from Arcadia. 

They might copy the courtly gTace of the nobility, or 
they may play act thai they arc serfs. Faeries may 
playa game of nobility which they learned from the 
mortals; even the connict betwccn the Seelic and 
Unseelie courts can be seen as a kind of game. There 
have even been faeries encountered who pretend 
that they are the inhabitants of a covenant. One 
source even states that the faeries who were pre­
tending they were wizards were able to cast spells 
similar to Hermetic ones. Once faeries get into a 
role, they are able to achicve wide and varying 
powers, even though they have no similar power in 
their nonnal (orm. This only partly explains why 
(aeries are so dangerous and enigmatic. 

• 1be main desire of faeries is to have (un, which may 
mean friVOlity or it may mean playing an eons old 
game. 1bc most import thing to a faerie is having 
fun and being amused -it is their primary consid­
eration. They live so long and have lived for so 
long. that they spend their time in the pursuit o( 
pleasure, and have grown bored. They look for any 
way they can to escape this trap, this web of tedium. 
Faeries need no food, but often enjoy eating for it is 
something to do -they have similar feelings about 
~. 

• 

• 

Many faeries do not have a set form, but can appear 
in any fonn concurrent with the aSp<.'Ct of nature 
which they rep.esent . Nymphs of streams, springs 
and takes, spirits of animals, plants and growing 
crops, and Dryads for every kind of tree in the forest 
are some examples. They constantly recreate 
themselves into new forms and new powers. 1be 
laws of nature found in particular faerie realms 
change through time; as the get bored with the old 
way of things, they create a new way. 

A faerie is not entirely a creature of this world, and 
does not have needs that correspond to mortal flesh. 
A faerie docs not need to cal (though they may well 
enjoy a feasO and a faerie does not need to sleep, but 
they may do so if they find it interesting. Whatever 
a faerie docs, they do out of pure fancy and whimsi­
cal desire. A Satyr docs not hunt because they need 
a meal. they hunt for the thrill of it. On the other 
hand, a mystical beast is an animal, an animal with 
the tamt of magic, yet an animal nonetheless. A 
mystical be.lst is mundane in the sense that its needs 
and motivations are usually based, ultimately, on its 
corporeal desires. 

• Faeries cannot truly be evil, for evell the most 
rnaUciou~ of {aeries do their harm more out of a love 
of mischief than out o( a will to do evil. True evil b 
something which just doesn't seem to apply to 
(aeries, true evil is a thing of humanity and of 
Demons. Mystical beast" on the other hand, can 
indeed be evil, especially if they are smart enough to 
know what they are doing - such as a dragon. A 
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griffin, however, is merely a bird of prey, and cannot 
tndy be considered evil, though it may indeed cause 
great evil . 

• There is no such thing as faerie children, lor faeries arc 
manifestations of the eternal spirit of nature, not 
actually animals who are a physical element of it. 
However, faeries can die, even from old age. When 
they do. they almost alwillYs come back at a tater 
time, often arising spontaneously in a new fonn out 
of the earth or a tree fully formed. However, 
sometimes a faerie might arise out of another faerie 
as a pseudo child, one placed there by the great 
spirit of the forest and not created by a sexual 
process. Such "faerie children" may look like 
babies, but they have fully developed minds. They 
arc valued above all else by the other filleries, for 
they arc the ones who have truly lost all of their 
memories of what they 01\C(' were, and must start 
from the beginning once again. 

Th~ Fay 

Th~ origin of tilt word FfJeriecomes from the 
word fay, and an apprtdtlHcm of its meaning am bt! 
quitt bclqiciQ/ in gairUng a more thorough IInder· 
5~nding of I~ wet' folk. Fay ml'llllS to be mdul1Iltd 
or 10 be bnui/chtd. 

faerie Maille 
Most faeries have a power of ill kind, and can at 

least do things such as bring good or bi!ld luck, strike 
mortals with paralysis, slay cattle, or feed on the good­
ness of gTain o r milk. A faerie can d o both good and ill 
10 ill mortal, while some are wholly wicked, many arc 
quite kind, but all of them need to be treated with 
respect. Many a helpful brownie has turned into a 
malicious beggart because some fool spumed or mis­
used their gifts. 

Every faerie has an affinity, such as for trees, 
flowers, cats, etc. These may be as broad as in Hermetic 
magic, or may be more SpecifiC. The more specific the 
affinity, in general, the more powerful. That is, a faerie 
with the affinity "plants" could affect flowers, but not as 
effectively as one with the affinity "nOWCTS." lnc Faerie 
Aura can range anywhere ITom 1 to 10, (note that this 
has changed from first edition An Mil-gin) and this is 
multiplied times the affinity to get the level of the 
"spell" that a faerie can effect. Plea5C keep in mind that 
faeries do not "cast spcl1" ~ rather magic is something 
which they affect naturally. 

Also, lite magic iIIffuctcd by each faerie may 
display itself differently. The most common way that 
magic emanates from them is uncontrolled. Magic 
simply happens as a result of the presence of the faerie. 
Most do not have any control over what their magic 
does, nor are they aware that they are affecting it. 

Their magic also K'Cms to allow thC'm to speak 
any language as long as they are without the bounds of 
the Faerie Aura ~ it is a natural ell'TTM"llt of their 
magic. However, if they speak in their own languages 
(more often than not, SOI'l'lC forgotten ancient tongue), 
they will not be understood by the mortals around them. 
Their magic only works for the faeries. 

Another common way for magic to manifest 
itself is via hard labor. The stereotypical dwarf is iIIn 
example of this. In hifTlS('lf, he cannot create magic. 
However, if he spends months of labor working on a 
single project, refusing to stop at no less than perfection, 
he may quite literruly put some of his own C56C1'ICe inlo 
the creation. Then instead of having a priceless goblet of 
expert workmanship, one has a priceless goblet of expert 
workmanship which ciln creilte its own fine wine and be 
used to scry if pure water is placed into it. 

faerie Realms 
The realm of the faerie is wide and diverse, filled 

with creatures both beautiful and ugly, strange flora and 
fauna, and magnificent caves and casUes. There was a 
time long ago, when the gods walked the earth and Ihe 
worlds of the faerie and mortal were much closer. Now, 
human dvilization, religion and magic have forced the 
faerie to occupy the darker recesses of the world -deep 
forests, tall mountains, vasl seas and oceans. Yet many 
faeries have adapted to the mortal world and have 
become a part of it - the so-called lOW faeries." And 
while the 5«!lie and Unseclie Courts and the faeries of 
the wildemcss have little influencc on the day-to-day life 
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of mortals, their power can oftrn be fell by the weary 
t1';1velcr, the lonely fanner, and even the wandering 

~gu< 

Most faeries live either in small family groups, 
or as solitary hennits, and some live in villages under 
faerie knolls. 1he areas where faeries live are entirely 
different from the mundane lands. Magic pervades 
every aspect of the place; beauty and magic seem to 
spark from every leaf and misshapen twig. It Is a 
wonderland where dreams seem more real than the 
hours spent awake. In some ways, it is a very hard 
environment to describe to your players and in which to 
roleplay, but it 15 also an extremely evocative and 
compelling selling. Let your imagination ron wild (just 
think like Calvin, not Hobbes) and you won't go wrong. 

Every different faerie area can be considered a 
(aerie realm. Each of these fantastic places usually has 
its own unique structure and operates under its own 
unique natural laws (which can be very different from 
the natural laws of the mu ndane world). l1\c many 
strange and wonderful manifestations of the faerie realm 
are worlds unto themselves. lbough they are all con­
nected with one another through their secret entrances 
to Arcadia, their main similarities between one another 
is that they all differ from the mundane realm of man. 

While each faerie realm is structured differently, 
some genenliulions can be made. Almost universally, 
the nobility are the most sophisticated and beautiful of 
the faeries and are usually ·clf like." Many noble 
facric-s arc known to hav(' a seTI5e of dignity, which is 
usually quite lacking in tJ\(' other faeries. They are 
known to enjoy music and dancing. and wear jeW('Ued, 
glittering clothing. 

Some members of mortal !iOCiety arc reputed to 
havc the blood of fa('ries within th('lr veins. It is said 
that only those who are bothered by the supernatural, 
who keep seeing and meeting the faeries, are those who 
have faerie blood.The wizards certainly bcliC!Ve that 
those whom the common folk say have faerie blood, are 
oftcn those who have innate magical powers and 
perhaps are good prost*<LS for apprentices. 

n.e faerie give one another the title of lady or 
lord as an appellation of respect, usually earned by that 
faerie who is able to lead the others to new, exciting 
eAperienccs. The lords of the faeries are not always the 
oldest faeries, for ofren those who have recently (by 
faeri(' standards) arrived in the realm of the fay have the 
most Imagination and creativity. 

11Iose faeries who spend much of their time 
under the influence of the Dominion usually have grown 
to be quite small. Even on those nights when the Faerie 
Au1';1 finally holds sway, and these faeries can emerge 
from their hid ing places, they remain undersized. It is 
an adaptation that allows them to conceal themselves 
and thereby avoid being hunted down by overly U'alous 
church officials. In some rare instances, they are so tiny 

that the entire dance circle can be hdd on the brim of a 
farmer's hat . These are the faeries from whence the 
appellation "Wee folk" comes from. 

Arcadia 
There is a realm beyond the faerie forest, beyond 

the faerie glen, undcmcath the faerie pool, a land called 
Arcadia, or sometimes simply as Facricland. Arcadia is 
a reflection of our own world, but not a clear ooc. To 
human eyes, at least, it is distorted and misshapm. 
1lK.>re arc many different ways to enter Arcadia, bUI you 
always need to do so from some spot within a faerie 
realm, usually the! most potent spot within a forest or 
glen. 

1ncre is a correspondenre between our world 
and their's. Although they are not the same place. when 
something happens in one, often there is a reflection of 
thai occurrence in the other. Thus what may be a city in 
the- mortal world, Is a strange and de-solate series of rock 
fonnations, upon which many imagcs dance in Arcadia. 
Some fal.'rics comc to the place to be amused and watch 
the images as they conduct their strange affairs. Mis­
chievous faeries may ('ven attempt to cauS(' troublc by 
breaking off pieces of rock or using their magic to do 
smalltricb. The poweT5 the faeries in Arcadia have In 
ttl(' mortal world, especially wherl' the Dominion rules, 
are very small but cannot beentircly disrountoo. 
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Chapter Two: Nature 
of the fay 

The medieval person sees the world magically, not logically or scientifically. 
They perceive connections between people and things in which today we no longer 
bclieve. For them. intui table, universal principles, rather than concepts of gcnns, genes 
or gestation, are what guide the processes of the world . A magical explanation of a 
person's injury is just as valid as a prilcticai one, in many cases more valid - and in An 
Maglc.l, this is the way the world , (';lII ly works. 

Faeries arc simply an extension of this kind of world view, of 
this fundamental belief in magiC. Faeries are the expressions of the 
medieval persons understanding of nature; they arc the dramatization of 
the forces which guide nature. To the medieval person, faeries arc 
Nature il5(:lf, and are a power not to be underrated. 

[1'1 order to understand the personality they give the fay, you 
need only imagine them as the wild and uncontrolled side to the folk of 
the Middle Ages - the restless, endlessly creative, playful, crazed and 
unlCIIscd side to an otherwi5e stolid group of people. They are the dark 
and obscure aspect of a forthright and honest people, who realize that 

there is much within them that they do not understand and never will . 

The Lel/ends 
Many stories are tokl about the fay - who they are, what they are, and from 

whence they came. Curiosity about such strange,unearthly people is widespread, and 
very different stories are told fro m place to place. The vi llage priest, if he is unable to 
keep his country congll'gltion from thinking about faeries at al1, may explain that they 
are dead souls or fa llen angels too bad for Heaven and too good for Hell. A stemer 
Christian may believe they are imps and devilish spirits - even if they a rc not demons 
themselves, they still pay a tithe to Hell every seven years. An easy-going Vcoctian 
pastor may lea~ a bowl of milk every evening for the monaehcllo in the church base­
ment, believing the d iminutive monk to be the spirit of some early Christian. 

While the voices of religious au thority may be unable to agrre about the fal'!"ies, 
common folk are secure in their own unique explanations. While in places where Christi­
anity is finnly entrenched, the tOO-bad-for-Heaven-and-too-goocI-for-Hcll explanation 
has its adherents, the country people who remember the "old ways" have different ideas. 
They kI"Iow the strange' and small SC!mi-human faeries, with thei r dark skins, distorted 
faces, and animal characteristics, to be spirits of the land. lbey grow (rom it just a5 rocks, 
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rivers, and the Fall harvest springs from the earth. They 
are tied to the land, each to its place, and the health of 
the land is measured by their abundance. They are 
revered, and, to the horror of many priests, offerings are 
made to them. These offerings are not considered acts of 
worship by those who make them - they arc only the 
faeries'due. Just as the lord is owed labor, and the 
miller a portion of the ground grain, the faeries are owed 
as well. The keepers and voices of the land are accorded 
gTeat respect and the first fruits of any harvest. 

The human-like faeries, the secret neighbors, are 
another matter. The common folk know them to be the 
de-..ce,odants of gods. Such faeries are known as such 
only in parts of the world where the great pTC<:hristian 
deities have not b eN, completely forgotten. In Germanic 
lands (Germany, Scandinavia, Denmark, the Nether­
lands), they arc known as the descendants of the Vani r. 
The Vanir were the Mother gods,M not part of the pan­
theon of Odin and Thor, a beautiful race of gods of the 
arts of peace, music, dance, hunting. fishing. increasing 
the herds and winning love. lbey survive in these lands 
as they always have, but no longer are they known as 
gods. 

Most faeries are like the Vanir; lovely, golden 
people dressed in while or gret'TI. They travel in the 
wind, can become invisible or insubstantial at will, have 
no use for mortaJ goods. and control the lifc-giving 
powers of sunlight, wann winds and fresh water. 1llcy 
love purity and generosity, reward their favorites with 
gold, topa:t and furtile livestock, and punish those they 
despise with short life, infertility or family curses. 

Some say that, among the faeries, none of the 
gods have entirely disappeared, that they all still live in 
Arcadia, for they no longer care for the mortal world. In 
the far north, they still believe that Odin rides at the 
head of the faerie Wild Hunt, running down the lesser 
faeries of the woods. In the far south. they continue to 
call upon the Greek and Roman gods, though they know 
them as faeries and not as true gods. 

In Celtic lands (England, Scotland, Ireland, 
WaJes, frana-), the pedigree of the faeries is extensive. 
lbeoldest stories describe these lands as peopkld only 
by a race of terrible monsters,the Formorians. They, or 
their descendants, may survive as the most horrible and 
dclormcd ogt'CS. Waves of immigrants fought the 
Formorians, say the stories, and the first victors were the 
Firbolg$. Their vic tory was short and their descendants 
rare, for they in tum were conquered by the Tuatha de 
Danann. These are still the greatest of the andent 
faeries, for they are beings of great sophistication and 
power. 1nc stories of their ~ and their battles are 
still told, for the humans who came after them wor­
~ppcd them as gods (before they turned to Christian­
ity). 

The Firbolgs and the Tuatha de DanalU\ were 
faerie, oot human, for the legends tell that the first 

humans came after many years of the rule of the Tuatha 
de Danann. The Tuatha did not make war against the 
immigrant human beings. but the coming of mortals was 
the end of their kingdom. The grcalC'Sl of the Tuatha de 
Danann set sail for the Isle of the Blessed, Tir-na-Nag. 
the land beyond all lands, where death is unknown and 
the trees nower and bear fruit at the same time and in 
every season. It is said that the Isle of the Blessed exists 
upon the realm of Arcadia. In this refuge, they are 
forever beyond mortal contact, although it is said that 
the Isle of Avalon, where King Arthur was taken at the 
hour of his death, is none other than the Isle of the 
8\""". 

OtherTuatha de DanalU\ chose to stay ncar the 
lands they kne\.v, and drew back before mortals and 
human dviliulion into dwellings under the ground. 
1bey became the faeries known as the D.loinc Sidhe or 
the Tylwyth Teg. Their magic has made Hibc",la 
(Ireland), a greatiy magical place, one which is the 
closest to the Isle of the Blessed. 

Arcadia connects with Hibemia through the 
underground dwellings of the Daoine Sidhe. The 
Daoine Sidhe are most powerful within all of Hibemia, 
and diminish In power the farther they travel from their 
homes. To remain even this close to the mortal world, 
the Daoine Sidhe have given up a great deal of the 
power of the godlike Tuatha de Danann, but in the 
middle ground between goos and mortals, they are able 
to keep something olboth. Their commerce, if any, with 
the Tuatha de Danann on the Lsle of the Blessed is 
beyond human ken, but their commerce with humanity 
is wel1 recorded and elsewhere described. 

Here the andent tales end, and beyond Is where 
the idle speculation begins. Some say that among the 
Sidhe were those who came to enjoy the human world 
so much that they gave up much of their remaining 
power to join it as the "common'" faeries of human 
lands. Many say these laerics-without-Arcadia, the 
pixies and spriggans and diminutive faeries, are the 
descc.odants of either the Firbolgs or the Picts, the first 
faeries and the first humans to walk the land . Still 
others, however, say that they, like the faeries of the 
wild country, simply sprang from the earth in their 
present fonns. 

True Nature: 
Hermetic Theories 

What manner of beings the Celtic Thalha de 
Danann and Tuatha de Llyr, the Germanic Vanir, and 
the various o ther lords of faerie art' has long been 
studied by the magi of the Order of He"IOes. The only 
conclusive theory that has even beell widely accepted 
among the Order's scholars is that the faeries are still an 
unknown quantity, and will likely always remain so. 
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It is known that some faeries were once wor­
shipped as gods on the Earth, though whatlnliy ronsti­
lures a god is a matter for theologians. Scholars believe 
that these gods were originally the fiercest and most 
aggrcsive of the faeries, and when Arcadia and the 
mortal world more closely adjoined, they rould have 
Indeed been considered gods. Some go even further and 
say that a\1 other faeries are descendents of the original 
godS. These gods had scores of less powerful descen­
dants _ the Celtic Sidhe, the Gennan;c Attar, and the 
Good Neighbors. The faeries who live under the hills, 
in the great forests and the lands of legend, and who 
fonn the general population of faerie worlds, are 
thought to be degenerate gods. They are descendants of 
the ancient gods, of the faeries who were worshiped by 
the common folk - spiritually if not physically. Many 
magi believe this to be fact. including most of House 

Bonisagus. 
House Merinita of the Order of Hermes is 

renowned (as well as respected and despised in different 
quarters) for its vast experience with faeries and their 
world. Merinita herself is said to have left this world for 
Arcadia. She disappeared shortly after claiming to be on 
the verge of discovering Nthe mystery of the eternal 
spirit of the wilds." It is said her successor, Primus 
Qucndalon, spent two years in Arcadia in search of her 
and her SEcrets, and his return caused much dissension 
within House Merin;ta. (Sec The Order of Hrnnes sup­
plement [or more information.) 

Since Quendalon's death, a tome entitled 
Mumiw$ F,urule was discovered at Irencillia, the DomU5 
Magnus of House Merinita. This work goes beyOnd the 
typicallcgcnds which magus and mortal alike have 
believed regarding faeries and their ilk. Soon after it 
was discovered, this tome was attacked by the leaders of 
House Merinita as part of a conspiracy 10 defame the 
good name of Quenda Ion. It's defenders, however, 
believe it is a brilliant picture of Arcadia composed by 
Merini,a herself and heavily used by Quendalon before 
his sojourn into this remarkable, magical realm. 

Due to political reasons, MU7Idus F,Urull has 
beeil suppressed and discredited as a useful tome for 
studying the fantastic, mysterious world of faeriC5. 
Among the lToCi\'l\::JeBof House Bonisagus, it is an object 
of derision.nd ridicule. The cream of House Mcrinila's 
flee thinkers, however, believe it contains the definitive 
theories of what the troe nature of faeries is and from 
whence they really came. In public', of course, most 
would deny the ideas espoused by MU7Idw5 Flwnae, but 
the few who understand its implications wholeheartedly 
believe in its truth. 

The Ideas expressed in MU7Idus Fawnae arc 
stranger than the speculation of mortals and magi alike. 
It is as enigmatic a tome as the faeries themselves, and 
insiSts that. theory of faeries is imp0s5ible, for one can 
never fully know them. Among the younger magi, 
cspcically those who have been to Arcadia themselves, 
the theory is slowly being accepted. 

Most faeries were all once mortal- mortals 
who have entered the realm of fay and have remained 
there over time. 1bey surrendered the accoutrements of 
civilization and adopted a more natural and primitive 
lifestyle. The magic of the fay is the great spiritual 
energy of nature itself, and any other power merely gets 
in its way. This is why iron injures faeries so severely 
and why the Faerie Aura is so incompatible with the 
Dominion. 

Most faeries can be seen as refugees. When a 
group of people successfully conquers a land, they push 
out the old inhabitants to make room for themselves. 
Over time, if the conquest is truly successful, the con­
qucrcrs become the new ~nativcs." Eventually, there is 
no room for such a thing as a Mfonncr native,N either in 
theory or in everyday life. The only escape for the 
conquered from the new paradigm is to enter Arcadia or 
its faerie environs. 

The monotheistic religions create the $arne 
problem on a spiritual level. Christianity and Islam deny 
not only the license to worship outside their paradigm, 
but also the idea that anything outside of their paradigm 
even exists. The believer in a religion displaced by 
monotheism has no place to go on a spiritual plane, just 
as a member of a conquered people no longer has a 
physical place whiCh is "their land!' Such a person 
cannot enter Heaven, becau!iC they are an unbeliever. By 
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the same logic, however, they cannot go to a Hell they 
do not believe exists. llleir own beliefs have been 
rescinded, like their right to a country, by fiat. 

This kind of rewriting of the world hits hardest 
""'~ pp"'~ple who had a spedal place in the old world. 
To a certain extent, a farmer in the old world is like a 
farmer in the new. A king or queen without a country. 
however, or lesser nobles without a ruil.'r, priests with· 
out a religion, or warriors without a leader, are lost 
peoplc.l1lcy no longer have rcallives in the new "real" 
world. 

Such people have few options. l1lcy can try to 
live on as walking anachronisms, or they can desert the 
new world to which they do not belong. Deserters have 
two possible dcstinations.l1ley can work themselves 
into the cracks of the ocw world, hiding in remote places 
and in aodent occupations where fragments of the old 
world can ~ist. There, they become something small, 
quick and quiet, an expert at deception and disguise, at 
blending in with the land or disappearing. Or they can 
leave the real world altogether and venture into the 
realm Arcadia. 

All that ends up being left of displaced peoples 
arc words and legendS. n.e kgends are usually more 
thrilling. noble, and powerful than their real1ives in the 
old world could C!VC'T have been. Many 01 the survivors 
of old worlds would choose to walk back into those 
legends, even at the cost of giving up reality. They 
would enter the letpodary past or join the realms of lhe 
their gods. Becoming a dream means only giving up a 
lire whose best pieces are already gone. 

When a person gives up their mortalily, they 
give up the certainty of a consislent, particular name and 
shape. TIley give up, s lowly, over time, personal mem­
ory, personal history, and all direct relation to the world 
of real people and things. A real person has parents, 
children, brothers and sistCl"s, a memory of yesterday 
morning in the real world and an anlicipation of tomor­
row there. A faerie docs not; they may remember, but 
over time they will cease to care about such memories. 
When the faerie dies and is reborn in a new fonn, they 
may forget rompletely who lhey once were. Eventually, 
they will remember bits and pieces, perhaps even 
recalling everything at some point, bUI they will never 
again have the emotional connection with those mem0-

ries. What they ona! were will be incomprehensible to 
themselves, they have changed and nothing thatlhey 
were makes sense any more. 

Faeries abo give up the power to create and 
change the world. Creation is the act of bringing a 
dream into the real world. Fat'ries may be the stuff of 
dreams, bullhe power to make anything real is lost with 
their own reality. 1l\C worlds they inhabil arc like 
children's s torybooks - sin«' it has already happened, 
it can'l be changed. An archaeologist, finding iron 
artifacts at an unusually early date, can insert iron into 
the real Bronze Age - il was then>, we just didn't know 
it. But putling iron inlo the Legendary Bronze Age is 
another matter. [I is like bringing cars into a Weslem 
movie; changing the story taJocos creativity, otherwise, it 
just doesn't fit, it's not right. Faeries are desperate for 
tho!i( who can keep their own slorylands fresh and alive 
by bringing about new stories. These people have 
become the dreams the faeries have longed for. Only a 
mortal can tell the talc or add to the one that is already 
being told. 

The oldest faeries who entered Arcadia land­
scapes in aodent times are quite bizarre to more recenl 
peoples. They may have been hunters who became 
scpc:tatcd from their lribe, but were "adopted" by the 
nature spirits.. Such faeries have been separated from 
society for 50 many centuries, and have such a foreign 
ancestry, lhat they bear little resemblance to mortals 
anymore. 0thcT faerics seem as bizarre as some un· 
known people from the other side of the world mighl to 
local eyes. 

1loe most recent peoples of Arcadia haunt and 
are haunted by the memories of the mortals they sti11 
uncomfortably resemble and of the past they are slowly 
forgetting. Such new faeries are very dangerous. not by 
their incomprehensibility, but by their very proximity. 
1bey may !!till hold a grodgc against those who re­
semble their mortal conquerors. They may st ill want 
nonnal food. 1bey may want real cattle or real children. 
The disadvantages of being faerie (Ihal is 10 be "unreal") 
aren't always clear until you become such.1ncy may be 
envious, or angry, or want to go back to their former 
lives. Such faeries are feared as people fear ghosts. 
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Not all faeries, however, were once mortals. A 
very few were, and still are, true spirits of nature; they 
are completely non-human things and do not have a 
human nature. 'Their nature isof rock, or earth, or plant, 
or beast, or air, or water, or something ungue!sed and 
ungucssable. Faeries without human nature or human 
form are unaffected by intrusions into human stories­
iron, religious symbols and bells mean nothing to them. 
They are vulnerable only to whatever would destroy 
their nature. Some faeries, like Ihe faiL'S, seem 10 have 
been neither mortal nor good, but exist nevertheless as 
beings more related to humanity than to anything else. 

Finally, some human-like faeries sam to exist 
without deriving from anyone who physically entered 
Arcadia or from nature itself. It may be that if a human 
being can bC!rome a faerie, then a piece of mortal creativ­
ity suffidcnUy powerful enough, or catchy, or lucky, or 
properly contrived, might become a faerie as well - if 
the shadow of Arcadia was close enough at the time, 
that is. Such a facrie could be anything. What might 
come from great temples or castles would be very 
different from the tavern where every dumb joke or off­
color story was jovially related by generations of 
drunken mortals. 

Faerie Ethics 
Faeries have a morality allthclr own which is 

quite alien from the Otristian variety. Their mortality 
has no direct correlation with the ways of respectable 
humanity, yet it docs have its own intcmallogic. Each 
faerie realm is different, as is each faerie, therefore there 
is no one code of ethics for all of them (just as there is 
not one single code for all of humanity). Each faerie 
interprets It In different ways, and certain ethics may not 
apply to them all equally. 

The most Important part of faerie ethics is the 
giving of one's word. Faeries always keep their word. If 
they promise 5Omething. they will hold 10 it. However, 
they often. (:Specially if they have malice in mind, hold 
to the e:GIct letter of the promise which can be of great 
discomfort if the promise was poorly worded. In 
addition, humans who break their promises to faeries 
will be singled out for special malice due to the SJ'Cat 
value of promises among faeries. Being creatures of 
magic, the binding of a faerie to its word 15 as much a 
magical binding as it is a moral one; faeries not only 
refuse to break their word, they are totally uocapable of 
doing 50. This kind of magical limit applies to all 
aspects of faerie morality. Because of this limit, faeries 
do not give their word lightly. 

One conscqucnccof the importance of promises 
to faeries is that they always keep bargains they make 
with mortals and expect mortals to do the same. Fair­
~ and repayment are very important to faeries. If you 
deal well with faeries, you will certainly be rewarded, 
while those who deal ill with faeries will be rewarded in 
a different manner. However, whenever you receive 
something from the faeries, you must never thank them 
for it. If you do, you may drive them into a rage, or they 
may simply never deal with you again. The reason for 
this is not clear, but it may be that the faerie takes the 
"thank you" to be its repayment rather than a more fair 
material repayment, or perhaps as an attempt to get it in 
debt to you again. While faeries should not be thanked, 
there is no prohibition against praising their gifts. and it 
is often. good idea. 

Remember that whi le faeries keep their bargains 
they have made with mortals, they can and do steal. 
Also, while faeries must keep their word, they can lie in 
other circumstances. When dealing with faeries, there 
are a number of traits faeries value highly and others 
which they despise. Neatness and generosity are almost 
universally praised by all but the most malicious faeries, 
while slovenliness, stinginess, excessive religious piety, 
and dishonesty are all despised by the faeries. In 
addition, the faeries value their privacy greatly, and 
those who spy upon faeries or intrude on their privacy 
in other way! are likely to be the target of some horrible 
retribution.. Faeries place great store in the rules of 
hospitality and the treatment of guests. Invited guests of 
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faeries will be treated with respect and will not be m· 
treated. Even invited guests, however, can receive 
horrible treatment from thE' fames if they break any of 
Ihcir rules. 

Fertility is of great importance to faeries and 
they are not reluctant to ask questions about a per.;on's 
sexual life or what children they have bom. Bc<:ause 
most faeries can!\Ot themselves have children, it is of 
great interest to them, indeed it might be said to be one 
of the few things which they truly hold sacred. Those 
who do not engage in sexual activity arc seen as some­
what deranged and possibly even as dangerous by the 
(acries. To purposely withhold one's self from such a 
basic pleasure is unthinkable. TI\(!refore, faeries take 
any sori 01 rejcction of their offers of inlcrcour5(' very 
bitterly. 

Tht Diff~ Bdwem FQmtl lind Dnnan! 

111 symoolic turns, tht difftmrct is grt'lll. 
Ftltries represent human wtaklltSS, they TtJ'rt5t1l1 tht 
giving in to our desires, auT weIi.bJe:sses for fine food, 
drink, t ic. FllCries art tht will to have fun, to enjoy 
lift, to delve into Iht e;rcesses of lIfe. 

Faeries live for whatever maments of rap/un 
they am filld 1ltu1 they live ~ 5«0tu1 as if jj WIZS 

the wI stlCOrut they wauld ever live. Faerits firut il 
hard to urutersliltui morlllls who do not live ill the 
pn$tllt llrut who do nol Uruterstllrut the importllllceof 
t~mjoyillg the J'Ilplureof the mommt. Some 
faeries do I'lOl ~ wnsider suck morlll/$ to be Illive. 

011 the other 1Ullld, Demons lire tke illlell«luai 
llCCepifUlce of evil, tllewgnilive act of doing some­
thing that lOt know 10 be wrong. This sort of evil 
IIdivity i$ trvly dillbolic, for it is not done out of 
bodily weakntss bul out of an essentillJ greed, II basic 
lind fundllmental egotism. 

In praclicll/ terms, t~re is little Similarity either. 
Flltridllrt not MI, nol ~ Ike Unseelit w urt, llrut 
have notllillg 10 do wilh HtJlven or Hell. Faeries do 
nol have $Ouls IltuillTt nol interested in lind are not 
mIIde II pari of Ike eltnIIIl war bdwtm good lind m/. 
They liw bdwem the tiro polIlr extremts lltui art 
generally ignored by bolk. 

Perhaps because of their intcrt>St in fertility, they 
are rather wanton in their own conduct and are very 
friendly towards potential lovers. However, they are 
known for losing interest in mortal lovers quickly, 
feeling them to be unequal to faerie lovers. If a mortal 
fall' in love with a faerie, the faerie may be over· 
whelmed by the power of the mortal love. Faeries are 
usually unable to love, but faeries with empathy are able 
to return any love which they are given. Such love is 
considered the most precious as well as the most harm­
ful gift a mortal can give a faerie. When such a love is 

given, a relationship can last for the lifetime of the 
mortal and, if the mortal is willing to forever leave the 
mortal world and enter Arcadia , they can live forever 
with their faerie love in a garden of great beauty and 
bounty. A fal"f'ie who loves a mortal is able to live 
anywhere in the Dominion as long as they are loved in 
return; and as long as the mortal holds true to some 
promise they made to the faerie, such as: nl will never 
reproach you as to your origin.n If their love ever fails, 
or if the promise is broken, their faerie spouse wi11 
instantly disappear never to return. 

Another important characteristic of faeries, 
which is perhaps in part due to their immortality, is the 
importance placed on tradition by faeries. In many 
ways, faeries mimic the way humans lived in earlier 
limes. Faeries often wear archaic clothing, do not use 
iron, and those who farm grow barley as their only 
grain. (Barley was the oldest grain cultivated in Eu­
rope.) This cultural inertia may also in part explain 
faerie morality, like the virtue of hospitality to guests, 
which was of great importance in earlier times. Their 
armor, weapons and dwellings recall an earlier age. 

While faeries tend to dislike morta l charge and 
innovation, they arc not unappreciative of mortal 
creativity, especially in the realms of music and poetry. 
Words and music are of great magical significanct:! to 
faeries. The magical power of faerie music to causes 
mortals to lose track of time and to dance themselves to 
e",haustion. However, faeriC'5 are creatures of imitation 
and illusion, not of creativity, and human creativity, 
especially when it involves words or music, is a won· 
drous and powerful thing. 

Faeries oHen entice away or even kidnap human 
poets and musicians as well as dancers and other artists. 
Characters with Free Expression and a high level of skill 
in art, music or some similar ability who visi t the faeries 
should be careful aboUl showing off their abilities. 
(Editor's note: Thi, may be why some of the leading 
magi of House Mcrinita disappear from time to time­
they are so in touch with the faerie world, tha t they arc 
unable or unwilling to return to the mortal world.) 
While human creativity can impress faeries, and possi. 
bly make them more kindly disposed, it can also cause 
them to want to keep such in teresting folk around for a 
long time. Unlike Free Expression, the mystic virtue of 
Enchanting Music is a common ability for faeries and 
people with faeri e blood. Faeries wi11 rccognire it and 
are not likely to be effected by it. In fact, most faerie 
music is enchanting to mortals by its v('ry nature. 

faerie Laws 
Thc following are some basic rules of faerie that 

are known to mortals. lncy can sometimes be learned 
by reading special books, talking to spt-cial people, or by 
trial and ('rror in Arcadia. Faeries themselves tend to 
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either see these rules as incredibly obvious or are totally 
uNlware of the way in which they alwaysobcy them. 

I. APPEARANCES ARE EVERYTHING 
The greatest (some say the only) power of faeries 

is Clamour. This Is not quite the same thing as illusion. 
Clamour is iJ[usion made real. An illusory chair is a 
phantom; you will fall to the! floor if you try to sit in it. A 
Clamour o f a chair is solid. It lasts as long as the faeries 
are nearby, or as long as the faerie who created the 
Glamour is nearby, or until a faerie gets tired of it and 
changes it into something else, or until it is seen through 
by magic or true faith. Since real illusions arc a louchy 
thing. mortals have to decide the conditions under 
which a Clamour williasl, and whether alilhe wealth, 
power, and glory of the faeries are true or i\Iusory. 
Clamour Is real to mortals in Arcadia. 

Generally, if you can get to Arcadia In the first 
place, whether or not it is real is a moot point. When you 
are entering and leaving. however, Clamour has a 10110 
do with the condition in which you and your p0sses­
sions enter and emerge. Animals are variously affocted 
by Glamour. The dullest of them will be unaffected by it 
at all. Those more intelligent may be hopelcs.sly oon­
fused by mixed information, and will not function well 
in Arcadia. Truly domestic animals are used to accepting 
someone el5e'S reality, and will generally respond to 
Glamour as their master indicates, regardlcss of whether 
or not they believe it is real. Thc same holds true for 
faerie animals in the ordinary world. 

No one knows whether faeries themselvC"5 see 
Glamour as complelely real or completely illusory. Some 
say they are made of Glamour themselves. They are 
aware of Glamour's relationship to illusion, howevCl". 
The most serious violation of faerie law a mortal ran 

commit is to claim knowledge of Ihe illusory nature 01 
all that is faerie. 

Outside of Arcadia, Glamour that is seen and 
understood for what it is no longer exists to the one who 
sees through it. Within Arcadia, Glamour seen through 
remains. It may be reality a magus or bishop sees behind 
the Glamour, but that reality functions as an illusion. 
Any Glamour seen through in Arcadia appears in its 
"rcal~ form when Arcadia is left behind. Any Glamour 
not scen through may remain when the ordinary world 
is reached. FiiCries secn through disappear from that 
pilrt of the ordinary world where their Glamour was 
penetrated. In Arcadia, however, one of two things 
occurs. Either the per5(m seeing through the faerie can 
no longer 5CnsC' the faerie's presence (but can still be 
affected by them), or they see the faerie's "true"" shape. 
Ordinary people may be struck mad or bestowed with a 
faerie power, and magi may undergo Twilight. 

2. EVERYTHING THA rs MINE IS MINE. 
EVERYTHING THAT'S YOURS IS MINE. TOO. 

Faeries are bound to their possessions. In a very 
real way, their characteristic possessions are pari of 
lhem, for they are part of the form they have taken. 
Unless a characteristic ~ion is ritually unbound 
from the faerie's form, it goes back to them when they 
change shape. Human possessions arc very simple in 
faetie eyes. Humans have many things. None of these 
aT(' bound to them, so they arc not important parts of the 
human. Human homes, farms, and towns are giant 
faerie markets where everything can be had for free. 
Generosity is one of the mapr good human qualities. 
Being upset over the loss of something that is not part of 
you is nonsensical at best, and equivalent 10 giving 
something away and demanding it back at worst. 
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Certain non-hermetic magi know the art of 
binding a possession to a ~n 50 that the faeries will 
acknowledge its ownership. People often bind their most 
treasured pcssessions 10 themselVl."S in a similar fashion, 
without knowing it. Faeries view the theft of such a 
possession, or of any of the possessions characteristic to 
the folTO they are in, as a deliberate attempt 10 steal part 
of the owner's life force. A faerie's characteristic p0sses.­
sions may be as limited as a flower in a sprite's hair, or 
as extensive as a faerie queen's castle and everything in 
it. 

As a role, faeries have few scruples about taking 
any mortal goods, or any belongin~ posscssed by a 
visitor to their realms. They take what they wish, and 
they often wish to take whatever they SC(!. It is unwise 
to l.ilke a treasured belonging into a faerie forest. 
'Though II faerie will certainly let a mortal take from 
them, they do not like mortals 10 l.ilke from the forest 
itself, for they understand how much "harvesting" will 
eventually harm the aura of the forest. If a mortal steals 
from them, they may punish them severely. This makes 
hunts for raw vis within the faerie realm very dangerous. 

3. EVERYTHING IS ALIVE. 

Life doesn't depend on flowing blood or a beating 
heart . life is the p~ of a spirit, and all things have 
spirits. Fac. ies have fonn and solidity in the physical 
world because they desire it, and faeri e Glamour makes 
their desires real. If a rock or a shoe had no animating 
spirit to desire folTO and SOlidity, it would not exist al all 
in Arcadia. In the mortal worid, faeries understand and 
affect bcslthose things which contain life, or have 

special qualities attributed to them - earth, plants, 
animals, beer, bread, precious metals and stones, and 50 
on. Dull or base objects seem to cause them difficulty ­
base metals, stones and the simple works of mankind, 
for they have little spirit. Perhaps fClerics seck in a simple 
child's toy the same spirit as that which elevates a 
golden goblet above a tin cup, or in a bowl of cereal the 
breath which causes the rising of bread. What is known 
is thai faeries excel in the most difficult and unrertain 
arts, while of len seeming helple5S to master the most 
basic skills of making and mending. 

Since, to them, everything contains a spirit, 
objects are as responsible for their actions as animals or 
people. A faerie struck by a Slone is likely to be as angry 
at the stone as at its thrower. TIley consider iron to be 
more their enemy than their weakt0CS5, and the black­
smith a master responsible for his pupil's conduct. For 
all their profidency with mortal spirits, however, the 
Church maintains that faerics are unable to affect the 
immortal human soul. 

4. THE LAWS OF SIMILAJUTY MUST 
ALWAYS BE OBSERVED. 

With the faerie, nothing is without cause. The 
mundane causes of natural law - that water always 
rons downhill,that striking one's hand results in pain ­
are irrelevanl, and may not operate al all in Arcadia. It is 
C'SSCTllia l causes, the lroe nalure of relationships. that 
always hold true. Just as the Helianlhus, the nower 
which most resembles the sun, is the herb with the 
strongcsl 50Iar properties, so the faeries, who place night 
before day, value silver (the metal of the moon) above 
gold (the metal of the sun). The castle of the Green 
Knight must be searched for in the grCCTl<'st places (the 
forest and the sward) and may never be found in a 
desert, lake or mountain of ice. Urziffil, a magus of 
House Merinita, has Sialed, that in faerie places, siJ"la! 
the bottom of lakes and seas are a kind of solid ground, 
the waler above is like the sky above the earth, breath­
able and full of all kinds of fish, like every kind of bird. 
Legend holds that every great stone drcle in the world, 
being alike by the laws of faerie, is connected to every 
other. Fa<>rie paths connect what is alike, says the story, 
and it is possible to walk into the circle at Stonehenge 
and out at Avebury ring. The knight Louis ParCow, who 
was known to have faerie blood, used the hare as his 
device. It is well known that he mysteriously feJ1 ill and 
died after his enemy Jean de Bretaigne trapped an 
unusually large hare on his hunting ground. [t is these 
troe correspondences that the faeries must obey, even as 
we must obey natural law. 
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Chapter Three: The faerie 
Realm 

The areas of the world where faeries live and maintain their power arc known as 
faerie realms, or as faerie places.1bcy arc usually in isolated areas, rar from civilization, 
though they are not completely unreachable by mortals. Because the facri(' realm is an 

inherently magical place, it tends to be unusual in appearance, 
often violating physical laws by its very nature. For example. a 
faerie wood amidst a natural wood may retain a spring like 
appearal'lcr' even in the dead of winter, when the surrounding 
forest is bare of leaves. 

1be faerie realm can be considered part of the environs 
of Arcadia; it is not a part of Arcadia but there is always a connec­
tion with it somewhere, though by no means is there always an 
open gateway or a path between the two. 1be magical potency of 
a faerie place is derived from its proximity to Arcadia, and 

typically the closer the correspondence to Arcadia the more potent the aura is. 

TIle faerie realm exists in many dilfen!T\1 regions and places, but most locations 
arc found in woodlands, deep forests, ponds and caves. Most mortals will be aware that 
they are entering a faerie place because of a noticeable change In scenery (e.g. the sudden 
abundance of bright flowers, or the presence of unusual sounds or music). Some faerie 
places are not as obvious, and are only noticeable to those with Furie Sight or furie 
Blood. faeries arc naturally distrustful of mortals and may do whatthcy Can to keep 
them from entering their domain. Some particularly powerful faerie places (Faerie Aura 
of 5 or more) may have some fonn of supernatural protection against mortals. such as an 
invisible barrier. This can be dispelled by the faeries if the mortals are known to be 
friends (or if the faeries wish to enlTap the mortals in their land!). 

Faerie places throughout the world are disappearing. This is largely due to the 
influence of the Dominion, which is continually expanding as the peasants chop down 
more and more forcststo expand their fields. The more dvilized a region is, the more 
difficult It will be to find a faerie place within that region. 

Described below are some of the more common types of faerie places. It should 
be stressed that individual examples of such places will differ widely. Try to make each 
faerie place in your saga unique in some special way. 
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Faeries can live outside of the faerie realm, it 
even seems impossible for faeries to live full time in an 
area with a Dominion of 3 or more. While they may 
aFPCa, in II strong Dominion area on nights when the 
Faerie Aura blooms, 1'\0 faerie is able to stay active all the 
time - while the Dominion is dominant, they sleep 
within the wood of a tree or inside the grouncl. If the 
Faerie Aura isn't powerful enough to dominate the 
Dominion iltleast one night a year, then the faeries will 
disappear. Al ready many dty folk do not believe in the 
existence of faeries (though everyone generally acu:pts 
that faerie fort'Sts do exist.> because of the power of the 
Dominion within thedty. 

All of the area within a faerie place radiates a 
Faerie Aura, which is calk>d a rtgio. Faerie Aura is the 
magic of the faerie realm, and allows unusual phenom­
ena to occur, such as stable weather, st range plant 
growth, and even nccting illusions. Faeries thcmselve5 
use this power to replenish their own Faerie Might, 
which allows them to perform magical feats. For this 
reason, faeries are usually weaker outside a faerie place. 
However, some arc aware of the nature of vis and are 
able to transport enchanted objects with them outside of 
their realm, thus drawing power from these objects until 
the faeries return. Mortals who take enchanted items 
from a faerie place run the risk of being pursued into the 
mortal world by such faeries who consider the theft of 
vis the same as the theft of a piCC(' of their soul (although 
in some cases, magi have been able to purchase the vis, 
or have been given it as a gift). 

n.c Faerie Aura, as described in this supple­
ment, differs somewhat from the explanation given in 
An ~giCill itself. n.c areas of Faerie Aura within the 
faerie realm are very similar to Hnormal" magical 
reg ions in that they have a strength, rated one through 
ten, and are associated with a particular power; either 
Faerie or Magical (there are no Divine or Infemal 
Regions within the Fort'StJ. The rtgio are tied to, but 
separate from, the mundane world. Regio of great 
powl'\", like a faerie mound, arc far removed from the 
world we know, while rtgio of lesser power arc similar 
to, but have slight differences with, the mundane world. 

By way of clarifying what a rt!gio is, let us look 
at a magical faerlc spring. Using the standard rules, this 
spring would !\ave an aura of thTC<' to five dcpeTiding on 
its importancc to the area. Players could wander about 
and find this spring if they searched long and hard 
enough. The faeries might hide the spring with illusions 
or mislead the humans' senses, but thl" spring's actual 
physical nature would not change. 

The same spring under these new rules, now 
exists on several interconnected but separate levels of 
diffC'ring aura strc-ngth5 that ocatpy the Silmt $pIUt. fach 

level is physically real by itself, though somewhat 
di fferent from the rest. n.c highest level is most re­
moved from the mundane world and has the highest 
aura. There, the spring would be as the faeries made it, 
perhaps wi th a low, engraved marble wall surrounding 
the spring and a fountain in the middle. A 1cvl"l lowcr 
would find the aura reduced and the spring less noticca­
bly faerie in origin, with the engraving faded and the 
marble wall looking rroTC like a jumble of rocks. The 
lowest level would be the mundane world, with no aura 
and the spring just a plain spring with a few rocks 
strewn about its edges. 

People and creatures normally exist on one 
level at a time within a regio, completely independent of 
the other levels. Exceptionally powerful beings might 
cast shadows across a few adjacent levels, and gross 
physical happenings on the mundanc level can affect 
higher levels. If, for example, someone dl'5troyed the 
spring in the muTidanc world, the highest level's spring 
might begin to dry up. Ukewise, if a faerie tore apart 
the marble wall in the highest level, the rocks might 
move or disappear from the mundane level. 

One way to picture a rtgio is to imagine a 
series of thin magical layers stacked upon each other in 
increasing order of strength. The layers rest on the 
mundane world with the highest strength aura layer at 
the top. Each successively higher layer Is sma11er then 
the one below it. Thus. a pcrson wishing to travel from 
the mundane world to the highest level would cross into 
the lowest level, then the next 10wl'5t and so on until 
they reached the level with thl" highest aura. Or, they 
may fail to enter one of the higher levels and remain on 
a level somewhCf'e in the middle. 

Arcadia can be considered the highest level of a 
rtgio, but unlike the other levels, it extends across the 
entire earth. You can only gel 10 Arcadia by traveling 
through rtgio which eventually connect 10 a placc with a 
Faerie Aura of ten. But once you are in Arcadia, il 
doubles back over the same expanse, and strelches out 
over the whole earlh, even In places where there is 
Dominion in lhe real I"arth. 

Regio in Play 
This section provides 5)X'Cific information about 

regio and gives the rules for their crea tion so that you 
may populate your faerie realm with rrgio of your own. 

Creatinq Reqio 

Rtgio ~re associated with a power and have a 
strength rating from one to ten. Each individual rtgio is 
made up of one or more levels, typically one level for 
each level of aura. However, feel free to create rtgio 
with greater or fewer levels if you desire. 
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Once you havededded the power, strength,and 
number of levels foe your regfu, draw an overall map 
showing the boundaries of each level. When finished it 
should look something like a contour map, with each 
boundary clearly labeled with its strength for easy 
ref~. Don't worry too much about the exact 
locations of the contours; they're magic after all and can 
wander about depeilding on the time of year, the phase 
of the moon, or your whim. See the end of this section 
for a s-ample map of a regio. 

The next step is to decide physically what the 
regio looks like at its two extremes - in the level with 
the highest aura and in the mundane world. Remember 
that the levels are related and. that important physical 
ob;xts in the highest level should cast a mundane 
Mshadow"" in the normal world and vice versa. Detailing 
levels other than the highest and lowest is usually 
unnecessary, as the kvcls in between are simply stCJ>$ 
between the two cxtremes. If your plaY(>rs deeide to 
explore a level you haven'! detailed, simply look at the 
two extremes of the regio (the mundane and the highest 
level), and create a level that lies somewhere between, 
having some of the characteristics of both. 

Noticing; Ueg;io 

To notice the fact that you have lcftthc mundane 
world and are trawling in a ferW requires a base roll of 
Per + Area Lore (or Faerie Lore, if applicable) of 10+. 
Add the aura of the level you are in to your roll. For 
CJ<amplc, if you wander into a level one rlgio, you would 
add one to your roll,and if you entered a level ten regio, 
you would add ten to your roll . Be subtle about success­
ful mils, especially if it was for a low-level rtgio. De­
scribe how the light seems different, the colors brighter, 
the air sweeter, that the characters feel watched, or any 
number of small details that will give it away slowly. 
Mayers may also feel a slight tingle or shiver go up their 
spine whcnewr they cross a boundary. 

Entering; Ueg;io 
Most beinS:!!, unless they are native to. 

particular regio, cannot travel freely fmm level to level. 
Crossing fmm the mundane world to the lowest level in 
a regio often happens accidentally, especially during 
special times of the year like Midsummer's Eve when 
the Faerie Aura is particularly bright. Howcv(>r, nor­
mally it requires. strong will, a subconscious desire, or 
knowledge of the boundary or magic to help one across. 
Higher levels within a rtgio can be quite difficult to 
enter, n you must WOl'k yuur way from icvelto level 
upward to reach them. 

1bc bue dwtcc to cntcr any level is two times 
the level being entered plus six, e.g. you need an 8+ to 
enter level one of a rtgio. and a 26+ to enter level ten of a 

regio. Many things can modify this roll, depe,\ding upon 
the individual situation. Characteristics, virtues and 
flaws. personality traits and abilities may all help or 
hinder the attempt. A person tracking something that 
gOd into a rtgio may add their Per + Tracking to their 
roll, for example. A short table of sample modifiers is 
presented below. 

Exempli CralM: Entering Rcgio 

R6btrl tht woodcutter wanders throughlhe 
fortSl all tltt timt, normally in broad daylight. Ewry 
time Itt CfC'SJes lliroel o~ boundary, Itt must chtrk 10 
sa if /Ie t71ttrs it or ff!mllins in tilt mumlQ~ world. 
On a 1IOmIIll au/umn day, he makt:s a slrtSS roll of 8+ 
(6 + 2x a /tvtl of o~) to t71ln, wilh his d~ roll 
modified by -9 (-3 foraulumn, -3 for Iilly/igh/' and 
tht Storyguidt dtlmnintS his cllllrms IIrt good for-
3). Thus, Il$long QS R6IKrt st.fYS lIWIIy from Ihe 
ftmsl on P'l8lln holidllY', dusk, duwn rmd nighltimt, 
ht shouldn'l haw any trouble. 

Htrt'5 aIWther tXllmple: A Pn'nee of FIlerU: 
(with Fllent Might 40) /eave; his regio on 
Midsummtl"s Eve ami c/UIIlCt!S upon a b6lutljul 
maidtn. He takts a WIIlk with herand without her 
knowing ii, wishes 10 tllke her back 10 lhe HtIlrt of 
FIIerit: (aura strength 10). The modifiers Qre: +JO for 
Midsllmmtl"s Eve, +3 for Summer, +20 for his help 
(half his FIItTV Might of 40) QmI +3 for the pIuIst of 
11u: moon, fora tolal of +36. Ht nNds to btrIl Qn 8+ 
10 mler tht /irsl/etld, Ihm Q 12+, 16+, 22+ and 
filTllllya 26+ 10 gtl heralllht way to Fatrit (acros.s 
the boundaries of Ievtll, 3, 5, 8, and 10). Our 
Prince shouldn't have any Irollb1e unless ht botches. 
Tht girl will probably nolict something is amiss 
belort he has taUn htr too far, howerJtr (see 
MNolidng RegiOM), unltsS he tllkes care to keep her 
rlistracted. 

Lt/'s SIlY llulllht girl wakes up tilt nat morning 
QM wishes to I~ by htrstlf. Sht nuds 10 roll a 
26+ 10 I~ Iht higheslltvd (what sht natkd 10 gtf 
in), modifW by +9 ( +3 for summer, +S for duwn, 
ami +1 for some Jrlmi/illrity [from a generous 
5toryguidd). l..ook$li~ sht'U ~ WQmltring for a 
whilt unless sht gtls lucky and rolls a lot of Ml'sM. 

One can enter a regio either accidentally or 
deliberately. Examples of accidental entrance to a rtgio 
include: following or tracking a being who enters a regio, 
OT unknowingly being helped into one by a faerie o r 
other magical creature. When a player comes to a 
border accidentally, simply have them roll a s tress die 
plus any modifiers that XC,II pertinent. If they fa il, they 
remain in the mundane world and shouldn't notice 
anything strange unless they were tracking someone; 
then the tracks might disappear into thin air. If the 
player succccds, they may notice sl ight differences in 
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their surroundings and the mundane world (see 
"Notidng Rqio~). Once in the )owcstlevel of the regio, it 
is entirely possible for them continue to the next )evel 
and so on. Each time the person COITI($ to a boundary to 
the ~xt highest level, roll to see if they enter it as well. 
It is possible to work to the highest levels of a regio in 
this man~r, though highly unlikely. 

Playen may also try to enter rtgio deliberately. 
TIle procedure for entering is the same. except that they 
will probably use spells or some other means to aid their 
cause. The Storyguide will have to judge the effective­
ness of their prcpamtions on a case by case basis. 
Possible methods include: willing oneself into the regio 
(requiring concentration or meditation rolls to receive a 
bonus). saying certain arcane phmscs or using channs 
leamed from books or learned prople, trying to attract 
faeries to help in their endeavor, or using spontaneous 
Muto or Rcgo Vim spcUs. Be sure to take into account 
the time of day, season, and any previous encounters 
with the ugio. 

Leaving Re~io 
1he rules for leaving a regia are basically the same as 

for entering them. When a being comes to a boundary 

Note that 
objects occupy 
the same space 
on the Mundane 
Plane as well as 
Arcadia and yel 
on both, and 
all, 1l!\'e1s they 
may have a 
radically 
different 
appearance. 

View 

leading to a lower level, they must roll a six plus 2x lhe 
levellhey IITt trying 10 leave. Modifiers to the die roll arc 
applied as normal. Beings who ullSuCC(!S.S{ully try to 
leave a level will find themselves inexplicably doubling 
back on their tracks and all paths or trails will lead in 
circles to keep the players within the regia. It is possible 
for someone to become trapped in a high level of a regio 
when they linger too long. A person may find it easy to 
enler a high level of a regio on Midsummer's Eve and 
find it difficult to leave the next morning. A common 
faerie trick is to aid an unwitting mortal into a high aura 
level, then leave them there to find their own way out. 
Fortunately, fad ies soon tire of mortals blundering 
about in their realm and often lead them out before 100 
much damage is done. 

So~ regW, however, have a mystical charm that 
may make it difficult for people to leave of their own 
volition. Usual1y, this effect is restricted to the highest 
level of a powerful regio and not all people will feci its 
effects. When a party enters the highesllcvcl of an 
appealing regjo that has an aura of eight or more, the 
Storyguide should carefully consider the demeanor of 
each character as well as noting the actions and reactions 
of each character to the regio. If any characters seem 
naturally drawn toward or fascinated by the area, those 
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characters must make a personality roll that equals or 
beats the level of the regio in order to leave. Examples of 
personality traits that add to the die roll are loyal, 
~liable, distrustful and practical. Examples of personal­
ity traits that subtract from the die roll are easily 
charmed, gullible, curious and love of nature. The 
Storyguide will NY(' to determine which personality 
traits apply (as well as any othcr modifiers deemed 
necessary) on a case by case basis. 

UDllpii eratia 

Rollo, a PfflClicaJ mirultli ~erll2ry, arul Dextu, 
II prrulol/5 bIt,d, wert' pi~ltIi llrul find thtmst/vel 
deql in the HeII,t of Fllerie (llum Slrtngth 10). As 
they discl/5s what to do, the Storyguidt noles that, 
while Rollo S£iih5 IInxifJU5 to leave lilt strllnge umd, 
Dexter Iingel$lInd appeul'$ mamortd with {IteM. 
1M Sroryguille It5b for II stress roll from Dexter to 
sa ifk aln a.m think of lNtring thl beRuliful regio. 
Dexter m:tlis 1110+ (b«Izuse thllluf'II is level 70) to 
1uroe his chmct In the matter. To this roll is tlddtd his 
personality tf'llit of Fear of the Unktlown,+2. 
Dexter rolls II 7 + 2 forlltotal of 9; om: less than hl 
rn:tds. ~ Storygllide informs Outer IhIlI hlreaJly, 
really fooes Faerie llrul has no desirt to ItoVt. 

Rollo dmdes to ltll~on his own lind the 
Storyguidt decides llult this regio is so charming 
that it tvtn has II chance of CIIp/uring Ihe hom of a 
slout merUrII2ry. Rollo rolls II 7 + 3 (for a rdiable 
tf'llit of +3) and gds II 70 - hl just ntIl1lllgts to sIuIke 
off thl urge to stay. 

Modifiers for Enterin~ 
or Leavin~ Re~io 

This table lists the most common things that can 
modify a person's chance of entering or leaving a regio. 
It is by no means complete and is meant only as a 
guideline for possible modifiers. Individual Storyguides 
will often have to make judgment calls on a case by case 
basis. An (f1 or (M) following the description indicates 
the bonus is only good for Faerie or Magical rtgio 
respectively. Remember that these bonuses add or 
subtract from the dic roll, not the number needed to beat 
to entt'f the rtgio. 

Season 01 Parllatlu Day­

-5 for Winter. 

-3 for Autumn. 

+3 for Spring. 

+5forSummcr. 

+10 for Midsummer's Eve, and proportionately less 
(or other pagan hOlldays. 

-10 for Easter and Olristmas Eve, and proportion-

ately less negative for other predominantly Christian 
Holidays. 

Time of DilY-
+8 for a full moon, down to no bonus for no 
~n. 

+5 for dusk or dawn. 

+3 for nighttime. 

·3 for daytime. 

-5 for high noon. 

Wuther-

+1 to +5 for fog or mist. 

+3 for rain. 

Previous Knowledge-

+1 to +10 for familiarity wilh the regio (previous 
visits, reading about it in books, etc). A good role of 
thumb is +1 for the first visit, and an additional +1 for 
every two visits thereafter to a maximum of + 10. 

Help from othen -
variablc (+ or -) for the aid or hindrance of a being 

who is native to the rtgio and can travellhrough it freely. 
Most beings can add or subtract up to half of their might 
score 10 another's attempt to cro5S over (lower this to 
one quarter if the being is entering a strange regio). 

Chu~teristics -

+Per for finding the boundary o r following someone 
through at a distance. 

virtues and F1aws-
+3 for Faerie Blood or Faerie Upbringing (Fl. 

+3 for Magic Susceptibility (M). 

+5 for Susceptibility to Fat-ric Aura (Fl. 

+5 for Simple-minded. 

-6 for Withstand Magic. 

Useful AbUities-

Awareness Talents, Magic Sensitivity, Visions, 
Track, Concentration, Magic Theory, (Area) Lore, Faerie 
Lore, Legend Lore. 

Useful Tecltniques and Fonns-

Int~lIcgo Vim (for finding), Rcgo or Muto Vim 
(for entering). 

Emotions -

variable (+) - Strong feelings of loss, sadness, fcar, 
or desperation may cause the spirit of the Earth Mother 
to try and comfort the being by drawing them to her. 
Also, someone with a love of nature may find it easier to 
enter a rtgio. 

State of Mind-

variable (+ or -) - A person in a contempla tive or 
reflective state of mind may find their (eet unconsciously 
leading them to the peace of some regio. Ukewise, a 
person losl or paying lillie attention to where they are 
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going may stray into one. On the other hand, a person 
paying close attention to their travels or having a mind 
filled with CVl:ryday worries Is unlikely to leave the 
mundane world. 

Magic Item,-

variable (+ or -) - Magic: items may hetp or hinder 
one to enter rtgio. Channs or amulets ago.inst faeries 
will hinder passage (f), while carrying certain flowers or 
trinkets may help cross boundaries (F), especially if they 
wert' gifls from the faeries. 

M"1Iie In Re~lo 
Magic cast in a regio rea!ivcs the bonuses (or 

penalties) for the aura of the level the caster is on (see 
Ars Magic,- p.73). If, for examplt', a magt> casts a spell 
on a level with an magical aura strength of five, he 
would add five to his roll. 

Time in Reqio 
TIme within rtgio is quite unpredictable. Some­

times no difference can be detected between Iitnt' 
passing in the mundane world and a rtgio, but often 
large disciCpancies arise. Hours can become weeks, and 
even years can shrink to minutes or seconds. How tim<! 
flows in regio is completely up to tht' whim of each 
Storyguide, but it is recommended that the effects 
become increasingly severe as the players travel into 
levels with higher aura strengths, e.g. Rip van Winkle 
type time effects should probably be reserved for 
strength len aura levels. This way a person could 
wander in and out of the lowest level of a regio without 
realizing it, but might lose or gain a few hours or days 
when entering higher levels of rtgio. 

&gill can be large, small. powerful, weak, 
uninhabited or peopled with the remnants of an entire 
culture. Because of this enormous variety. most of the 
specifics of each ftgieJ are left for Cilch individual troupe 
to create and explore. 

Festivals 
Ouring certain times of the year, the Faerie Aura 

spreads oul from the faerie realm, and a Faerie Aura 
may actually cover the entire countryside. This typically 
happens during such pagan festivals as Summer Solstice 
or the ancient festival for the dead (row known as 
Halloween). In such cases, simply add 1-5 to all the rtgia 
in the region affected by the pagan festival, this could 
mean that what was formerly a levell aura/regio 
becomes a level 4 aura/regia, and what was a level 7 
becomes a JeVl.'IIen (which means it will now have 
entranres inlo Arcadia). What was once neutral 

ground or even Dominion may well be overcome by Ihe 
Faerie Aura - simply add new ~contour lines" around 
your existing regio, dociding for yourself the extend of 
these new more powerful regio. A good idea is simply to 
imagine what the faerie foresl must have been like years 
ago before the coming of the Dominion and n;'CTCate that 
area on this one special night. 

Faeries and Reglo 
Faeries can exist al all levels of a rtgio al the 

same lime, but normally they do not bother to do so as 
they prefer to cxist al the highest levels of the"8iO. 
lnough a tacrie may wander the forest freely. il is likely 
lhat they consider one of the pockets of higher regio their 
"home" and may dislike visitors. They don't mind 
people wandering about, as long as they don't come into 
their patch of the regia. 

Overview 
All regia are connected to the mundane world al 

lhe bottom (thus allowing travel betwccn lhem), and 
higher level rtgio arc connected at the NIOp~ via gales 
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into Arcadia. All regia which have spots in them at level 
ten aura connect in some way to An:adia, usually via 
some sort of gate (see the -Arcadia" chapter for more 
dctails). Therefore, you can travel between these high 
aura regiOI1$ by going through Arcadia; of course for 
momls this is far more difficult than it may sound. 

In addition, some of the regia which have levels 
with strengths higher than six are connected to each 
other. lnesc corll'lections are not always app;lrcnt, and 
often involve a gate or doorway of some kind. Whether 
or not this sate is physical varies. Sometimes the gates 
are obvious, like a rune-inscribed marble arch standing 
at the renter of the rtgio; while at other times, the sate 
may be nothing more than a certain place between two 
trees, requiring elaborate rituals to activate. These sates 
are not r'lC('CSSarily known to all inhabitants of the rtgio. 
Some individuals may travel between rtgiD extensively, 
while others remain ignorant of the existence of any­
thing beyond their own rtgio. 

Faerie Aura 
Thi:; i:; an apcmded vtrsion of the chart 0" 

page 73 of Ihe An Magictl rules. 

Arell 
Top of FlIlrie Mound 1 

Outskirts of FIUrie WildtrneSS 1 

Faerie Woods 2 

lmporlimt Sile in FlIlrie Woods 3 
Megalith Site 4 
Faerie Forest 4 

Heart of Faerie Forest 5 

Faerie Poml , 
Faerie Valley 7 

FIlt'rie Vil/a~ 8 
FACie. Castlt. , 
Araulia 10 

faerIe Woods 
Small wooded areas, such as groves and ravines, 

may be the home to a faerie population. Such places are 
usually in relatively dose proximity to dvilized areas 
and their faerie nature will be well-known to the local 
inhabitants. The faeries may evet be on good telUIS with 
their neighboring mortals, and be offered yearly offer­
ings, although in some cases, the faeries may be venge­
ful towud the villagers. Often, the faeries of a wood 
cnter into. bargain with a partirularly Innuential mortal 
of !No .TN, who ag.ccs to keep mortals out of the wood 

in return for magical protection (usually in the form of a 
yearly gifl). Frequently, the woods alt' the only remnant 
of II great faerie forest, and any hostility from its inhabi­
tants may be explained by this. 

Faerie woods are generally normal-looking 
woodlands with little in the way of unusual plant­
growth or other signs 01 faerie power. 11le inhabilants 
are rarely the humanoid members of the Scclie and 
Unseelie Court, who themselves SC'Ck the deeper en­
claves of faerie forests. Rather, faerie woods are usually 
inhabited by lesser faeries - sprites, faerie animals, etc. 
lllese faeries mayor may not be ~organized~ into a 
cohesive society. They may often be at odds with each 
other, making and breaking alliances among themselves. 
but doing little more than playing nasty jokes on their 
ell(mies. A wood inhabited by faeries of the night, 
however, may resort to more lethal games. 

A common encounter in a faerie wood is the {twit. 
'ret. A faerie tree is any ordinary plant that is under the 
magical protection of the faeries in the area. Typical 
faerie trees include the whitethorn, the hazel, and the 
bourtrce. A plant that is under facrie protection usually 
cannot be harmed or T('moved by mortals. except when 
cold iron is used against it. Such faerie trees may contain 
raw vis or be enchanted with a number of spellS. 

Typically a faerie wood is but one faerie rtgio, 
with an aura of no higher than 2, though some areas of 3 
or even 4 may exist within its confines. These areas 
include important sile5 such as meeting places, magical 
drcles, etc. Arcadia is rarely reachable from a faerie 
wood, at least in a physical sense. Mortals who sleep in a 
faerie wood may find themselves dreaming their way to 
Arcadia. They will awaken with vivid memories of their 
experiences, but will find no physical evid('nce of ever 
having been to Arcadia. 

If, during one of the great pagan festivals, the 
rtgio increases enough to allow a gateway 10 Arcadia, 
there will be a large festival. This will be invisible to 
mortals, except for those who follow the old ways and 
come to partklpatc in the revelry. However, If mortals 
with hostile intent, bearing iron, rome to these festivals, 
all the faeries will vanish in an instant. The remains of 
this festival will be a trampled ring of grass in a glade 
within the woods, from whence wi11 spring daisies or 
mushrooms in the morn. 

faerIe forests 
faerie forests are larger and more remote than 

faerie woods. They ronlain a higher faerie population 
and are the site of at least one 5eelie and/or Unseclie 
Court. They are most corrunonly peopled by the sUllie or 
high faeries, the elder faeries who have lived in the 
world since its creation. Deep faerie forests are often 
unapproachable by mortals, since they are under thc 
magical protection of the inhabitants. Mortals altempt· 
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ing to enter a faerie forest may soon find t~lves lost 
or confu~. Some cnchantmcnts send trespasser.; into a 
deep sleep, during which they are transported outside 
the forest boundaries by the faerie Inhabitants. 

Faerie forests aTt' magical places and may take on 
strange and unearthly appearances, Perhaps the trees 
are all the! same height and arc evenly spaced, or per­
haps the seasons neVC'l" change or it is always daylight. 
Usually, the stranger the! appearance, the more Faerie 
Auras al'(! prt'Sellt in the forest Entrances 10 Arcadia can 
often be found amongst the strangest phenomena in a 
faerie forest. 

lOcrc is a very direct relationship between the 
faerie forest and its inhabitants. Many faeries arc born 
from the tTl..'('!; of the forest. Known as IT« elves, thC"SC 
faeries resemble the trees from which they came, and act 
as protectors of their forbearers. Crimes against the trees 
by mortals will be met with ill health against the crimi· 
nal or his descendants. 

In the heart of a faerie forest Is the faerie court. A 
court will be ruled by a sidhe king and/or queen, with a 
varying number of sidhe "nobles." I CS5er faeries make 
up the resl of the court, acting as servants and messen­
gers. TIle court meets al a circle of b EES or stones, or, less 
often, a circular pond. Such places have a higher power 
than the surrounding forest. It is rare that mortals will 
ever see the court at the heart of a faerie forest, unless 
they corrunand some special favor with the! king or 
quCC1l. 

To some extent, a faerie forest can be considered 
to be a large level one regio, with islands of higher 
strength scattered throughout. Thus, a person entering 
the Forest and crossing into the first level of the regio 
can travel throughout the Forest on this level (or could 
possibly enter the forest without entering the rtgio at all). 
As they travel, they might encounter other, individual 
rtgiO which have higher strengths, in which case, they 
would have 10 roll to enter them. Travelers in a faerie 
forest often do this very thing without realizing it, for 
the first level of the rtgio is not very far removed from 
the mundane world. 

Faerie Ponds 
A faerie pond is a generic name for any small 

body of water where faeries may be found, This includes 
streams, fountains, waterfalls, springs, ponds, lakes, 
marshes, bogs, and fens. Such faerie ponds may be 
located in a faerie wood or forest, or may be surrounded 
by mundane countryside. Some may be invisible to the 
mortal eye while others are simply well-hidden by tall 
plants or deep mists. 

Naturally, facrie ponds are home to wal~ faeries 
such as nixies and water sprites. 1bcy are usually only 
inhabited by Low Faeries, unless they arc within a major 
faerie area. Faerie ponds within a large! faerie for(!S1 may 
have entrances to Arcadia in them, usually beneath the 
surface of the water or behind a waterfall. The water of a 
faerie pond is magical, containing life-sustaining quali­
ties (or lIfe·shortenlng qualities if inhabited by dark 
faeries), raw vis, or a particular spell enchantment. 

The Faerie Aura of a pond varies with its proximo 
ity to oth~ faerie regions. Isolated faerie ponds rarely 
exceed 1, while ponds in or ncar a faerie wood will have 
a power of 2 or 3. Ponds deep within faerie forests may 
be as high as 5, depending on the importance of the site. 
lOc power of a faerie pond may not be manifest at the 
surface of the water - one may nEed to go underwater 
in order to utilize its effects. Some ponds may have their 
Faerie Aura vested directly in the water, so that trans­
portation of the water to a different place allows the 
power to be transferred as well. 

Faerie Mounds 
n.e faeries who farm and trade with mortal 

fanning villages live amid the meadows and plOWed 
fields of the settled countryside. These faeries live in 
faerie hills or mounds, coming out to trade with (or steal 
from) mortals. They often render themselves invisible to 
most mortals, and, excepting those whom they wish to 
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trade with. they are mostly unnoticed. However, their 
dwellings, the faerie hills or In)unds, are visible. 1l\CSC! 
places are areas of faerie power, and most were sacred 
sites in pagan times. when humans interacted with 
faeries more and often wo~hipped them. Some of these 
sites are old barrows, where pagan lords and kings were 
buried. In these m)unds, the faeries either live with the 
ghosts of the long dead lords, or live amid the splendor 
of the offerings to that lord, the lord's spirit having long 
since departoo. In any event, all faerie hills have a few 
characteristics In rommon. All are of regular shape, 
usually much m)re regular than a natural hill could ever 
be. They are usually circular conical hills or long low 
oval mounds ($ilbury Hill and West Kennel are two 
examples of large faerie hills in England). 

To the mortal eye, faerie mounds are no more 
than oddly-shaped grassy hills, but to those the faeries 
allow, and to the magi with the appropriate spells or 
magical sight. there is a large door in the side of each of 
these hills (a 15+ is needed for those with Second Sight. 
or simply a 20+ on a toll with Intellcgo Tcrram). The 
door Is magical, and will admit no one without the 
faeries' permission, except on Halloween night, Midwin­
ter Eve, Beltane or Midsummer's Day at noon. Faerie 
mounds are a special example of regia, for they exist as 

only one level of aura, once you go through the door you 
have entered the regio and no special rolls arc rl.'({uired 
to enter the mound on«' you have found the door. 

Inside the mound, there is a line of small stone­
walled rooms, possibly filled with jewels and bones if 
the hill was once a pagan tomb. In the last room, there Is 
a large stone gateway leading to an open sp;!cc with 
large fields surrounding a village. 

The houses in the village may be either small 
and humble or large and richly decorated, depending on 
the wealth of the Inhabitants (sometimes the country 
nobility of the Daoine Sidhe live in such hills rather than 
in the richer faerie castles). Thcsc houses are arT8ngc<i in 
a smaIl village surrounding a central courtyard. Faerie 
fields and pastures can be found outside the village, and 
the whole area is almost completely covl'fCd by a thick. 
grey impenetrable fog which never li fts. Mortals can 
become qukkly lost in such a fog. The only other exit is 
another door directly opposite of the entrance, though 
not all mounds have one. This exit leads to Arcadia. 

The inhabitants of some faerie villages will 
regularly visit with othe~ in Arcadia, while other 
communities will deal mostly with the mortal world. 
Faeries who deal with other faeries are quite strange to 
mlrta] eyi!S, and will have very unusual houses and 
farming practices, while faeries who deal mostly with 
mortals will seem much like old-fashioned mortal 

f."""" 
There is no physical way to enter the village 

except through the magical entrance - d igging one's 
way into the mound will simply produce lots of dirt and 
rock. The village exists in a regia that borders both 
mortal world and Arcadia. Even if most mortals cannot 
enter the faerie village, the mound can be an important 
place. Mortals who sleep on the mound, especially on a 
pagan holiday, may receive prophetic dreams and 
visions, good luck, or similar aid. However, some may 
also be carried away by the faeries, either to the village 
or deep into the Arcadia itself. Similar faerie villages 
may be found at the bottom of SOl1\(' lakes (SC(' Faerie 
Ponds above) or on remote mountainsides. 

Faerie Valleys 
There are those faeries who live openly with 

mortals who practice the old pagan religions. They can 
be found in small, hidden mountain valleys containing 
very rich fannland . The animals will be exceptionally 
healthy, as will the people, many of whom may even 
have Faerie Blood. Minor magic will be common in such 
valleys - talking owls, prophetic dreams, wise old oaks, 
etc. A potent magic protects the valley from the mortal 
world in the form of an aura with effects similar to the 
Rego Mentem spe\1 "'The Shrouded Glen.N In addition, 
such valleys are always in secluded plaCl'S which make 
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them naturally difficult to find. Some of these valleys 
contain gateways to Arcadia while others do not. In all 
faerie valleys, the faeries and mortals cooperate, and the 
mortals live the way people did in the Bronze Age. 
growing oats and barley, and not using iron (though it is 
thought by 90me scholars that the mortals are actually 
faeries who simply haven'! given up their old ways or 
are playing a complicated game). Though the valley 
can be considered a faerie regia as a whole, the faeries 
themselves reside only in the higher regia locations. 

Faerie Castles 
On some high and isolated mountain crags. there 

are castles which can only be seen on certain days of the 
year, or from certain mountain passes and peaks. 10cse 
castles are the dwellings of nobles of the Daoine Sidhe 
who did not retreat to Arcadia with the coming of iron 
and Christianity. In the isolated human villages near 
such castles. offerings may still be made at the foot of the 
crags on pagan holy days. Horses, grain, milk, cloth and 
food are the most common offerings - the 01l0lne Sidhe 
do not accept human sacrifice. 

Faerie castles will appear strange and elaborate. 
They may appear to grow directly from the mountain 
rock. and often do not lescillblc the castles of mortal 
nobles. Those with Second Sight will be able to see these 
castles all the time, but no one can enter or even closely 
approach these structures without the pcllUission of the 
inhabitants. except p€!I"haps on pagan holidays like 
Halloween. Under no circumstances can openly hostile 
people approach such castles. If an uninvited visitor 
attempts to approach the castle, he will walk towards it 
indcfinite1y but never get any closer. 

A mortal gaining entrance to the castle will find 
it extremely rich, full of fancy tapestries, gold plates and 
jewelled clothing. In addition, running water and 
magical lighting will be present. The inhabitants will be 
regal and haughty, but if the mortals arc polite, they 
may soften and become more friendly, since visitors al 
such castles arc very rare. All such castles will have 
gateways Into Arcadia, although the inhabitants will 
rarely venture there, either because they arc exiles or 
because they love this world too much to give it up. 
Such vOluntary inhabitants may be quite friendly to 
mortals and could make powerful allies. 

Megaliths 
A common feature of the landscape in Mythic 

Europe, especially France and the British Isles, ate 
megaliths, large stone structures built thousands of 
years ago. Stonehenge, the Avebury Ring. and Long 
Mey and her daughters are but three of hundreds of 
such structuI"CS. These structures .. re rings or rows of 

large slender vertical stones, often topped by lines of 
long horizontal stones, arranged like the lintel of a door. 
Less commonly there is just one large stone, or two 
vertical stones capped by a long horizontal stone. An of 
these structures were made by mortals thousands of 
ycars ago, and all of them mark areas of faerie power, 
and gateways into Arcadia. Even many thousands of 
years ago, when the mortal world and the faerie world 
were much closer than they arc now, mortals created 
these megaliths 90 that they could more easily communi­
cate and pass between them. When they were built, one 
could pass between Arcadia and the mortal world frocly 
all the time; now, only on pagan high holidays is pas­
sage possible. Unlike other faerie places. megaliths are 
not dwelling places for faerie, they are Simply markers 
indicating what were once focal points of Faerie Power. 
There are many villages where devoted Inhabitants still 
go out on certain nights to perfonn ceremonies at 
megalith sites (after the local pastor is safely asleep) as a 
means of remaining in touch with their faerie neighbors. 
Oftentimes faeries will enter through the now open 
portal and spend the evening in revelry with the villag­
~. 

When the gateway to Arcadia is not opt'n. 
megaliths are still Faerie Aura areas where local faeries 
may gather to dance under the light of a full moon. 
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Chapter four: Arcadia 
Arcadia is a realm of extraordinary beauty. 1ne sky is blue and clear, and the 

sunlight morc rich and colorful than in the mortal world. The sun never burns, blinds or 
dazzles even if you look directly at it. The seasons are slow and regular, lind the vegeta­
tion is rich and verdant. Everything is brighter, colder, wanner, sweeter, stronger, more 
moving and profound than anything found in the mortal world. 

Somctimcs called the land of the ever young, Ar(adia is also known as the Mists, 
or even as the Mists of Time. Indeed it is a world beyond time, beyond existence. It is 

the place from which the faeries emanate, from which they come, 
from which. their spirits receive their life potency. This faerie 
land embodies the spirit and soul of thc faeries, and it is where 
they gain all their powers. The ability of the faerics to use magic 
to manipulate reality in the mortal world stems from their ability 
to create reality within Arcadia. Some say thai Arcadia is a place 
of self' perceived reality, a place with no reality other than the one 
created by those who live there. 

One can travel through Arcadia, but it is a process of self 
exploration rather than one of exploring a geography. Arcadia is 

easily affected by what is in your heart, and is especially mutable by the passions that 
mortals allow to reside within their breasts. However, if you have determination and arc 
able to solve the puzzles which your own mind gives you, you can use Arcadia to 
achieve your own ends. 

Only the truly brave and most well prepared of mortals should risk entering 
Ar<.:adia itself. Not only is Arcadia a place of great mystery and andent power and 
therefore very dangerous, but none who enter it ever leave it quite the same; the spirit of 
ATcadia will stay with them forever. 

But until you go to ATcadia yourself, you won't understand why .... 

Essential Nature 
ATcadia is older than mortal comprehension, and in allthattimc has never been 

tamed. The sheer power and grandeur of the landscape is hard to imagine. The forests 
are vast in scale, the fully grown trees are huge and breathtaking. Rivers and streams arc 
more bright and loud, while the cool twilight sun gives the landscape a scnsc of unrcal-
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;ty. All thing9 arc crisp, dear and in perfect focus, and 
the range of vision islOl'lger than norma\. 

However, this is only one view of the Faerie, 
that of a total sensory awareness of the natural world. It 
is similar to how you would sec a forest if you had only 
seen lawns and hedges before. But there are other 
aspects to Arcadia as well. It is a magical place. 

Charactef'S with Faerie light, Second Sight, or 
Magi with an In~llcgo lmagonem tolal of 10+ will see 
many strange and mysterious sights. In the sky, what at 
first seem to be douds are wispy faeries of the air who 
dance upon the breezes. Their appearance is alternately 
playful, cruel and simply inhuman. Lakes and streams 
contain enormous creatures with huge eyes and many 
pointy teeth "just below the surface of the water" who 
are actually the lake itself. Some trees in the forest will 
have tall, slender, symbiotic faeries living inside them, 
the bark of the tree being their living skin. Everywhere 
things that seem normal are actually very different. 

ll\C wilderness of Arcadia stretches on as far as 
you can see; there is nothing of civilization here. It has 
never felt the touch of the plow or the bite of the sickle. 
Its land, air, water, plants and animals are all untamed 
and unafraid. They do not think of mortals as their 
enemies here, rather they view them as curiosities. This 
is untouched land; not only are there no farms, there are 
no pastures, meadows, or cities of dead slone. 

Inhabitants 
Most of Arcadia's inhabitants are the spirits of 

powerful natural forces, or spirit faeries. They are, in 
general, 50mewhat largCT than humans and much more 
powerful. These are not the small, fun, prankish facries 
of human lands or even the ruler faeries of a faerie 
foresl 1bese are spirits who neither have nor want any 
commerce with humanity; completely alien creatures 
above the craM lind simplistic dictates of mortality. 

For the most part, they will ignore humans and 
will expect humans to igno~ their prC5ellce. II charac­
ters visibly take note of these spiriU and try 10 speak 
with them, watch or spy on them, their interest may be 
aroused. They might be playful or simply cruel, but will 
probably not do anything except chase the characters 
away or (on rare o«aslons) talk for a while. Even those 
who wish to communicate prefer to do so without 
words. Language is a product of civilization and is not 
entirely natural to thl, world. 

If characters Interfere with one of these faerie 
domaiM through physical force or magic - such as 
cutting down a tree, damming a stream, or casting a 
Muto, Perdo or Rego spell of the appropriate type - the 
anger of these beings will be aroused. Unless the 
offending character asks with proper reverence ppe",mmis­
sian to effect the faeries' domain, thclr anger will know 

no bounds. While there are only 11 lew 01 these faeries in 
anyone location, each is profoundly dangerous; far 
more so than the faeries of the faerie realm in the mortiil 
world. 

Each spirit faerie has the ability to do magic of 
its type (Aquam. Auram, Herbam or Terram) at will. 
They may use all techniques with power equivalent to 
spells of level 15-30, depending on the individual faerie. 
Plant faeries are numerous: ta lking oaks, dryads, etc. 
Such faeries are rarely even noticed by mortals and may 
be overlooked aI~her. 

All of these nature faeries are wi ld faeries and 
even the fricnd lk-st of them will have only alimiloo 
ability and interest in interacting with humans. It's not 
that they are unable to do 50, but rather that they have 
no wish to do so. To find faeries with whom one can 
talk at length. one will have to journey to the "cities" of 
the Daolne 5idhc, the civilized inhabitants of Arcadia. 

faerie Cities 
The Daoine Sidhe are the nobility of the faeries, 

and those of them who live in Arcadia will probably be 
the most powerful of their kind. Their cities will be 
unlike any mortal humans have ever Sl!en. TItc5e cities 
rise directly from the natural landscape, with no border 
of cleared space or cultivated fields. For more informa­
tion on the Oaoine Sidhe, sec the section on faerie nobles 
in the Bestiary. 

The cities themselves are quite large and are few 
in number. An average city will cover a dOU'T\ or mort' 
square miles of land, but unlike a human city of the 
same size, a Daoinc 5idhe city might only have twenty 
thousand regular Inhabitants. TIICSC cities are very large 
and open, with none of the crowding found in large 
human scttIelllCllts. Instead, there are wide roads, parks 
and large, elaborate buildings with few inhabitants. 

1bc physical structure of these cities is perhaps 
their most strlking characteristic; they appear to have 
been grown instead of built. Some rise seamlcssly from 
the local rock. Trees serve as living columns and but­
tresses for buildings with walls of their entwined 
branches. The windows arc stained uglass,u and the 
floors are composed of flat, living wood. Faerie cities 
are not unifonn, but they arc beautiful. Stone, living 
wood and even flowing water are all used as building 
materials. Some buildings contain hannonious mixtures 
of many ,ubstances while others are seemingly grown 
from a single rock or tree, but all are natural and unique. 
In general, but not always, you will find faeries allied to 
a certain clement living in dwellings made from that 
clement. A magus with a good eye for detail could tell 
that the buildings and other structures in a faerie city 
were created using magic equivalent to Crro Herbam 
and Creo Terram spells of level 25 and above. Magic, 
not tool, and muscle, built the faerie cities. 
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Faerie cities are not always so empty of people. 
On the days of faerie festivals, the population might 
swell to two or three times its normal size, with NumiOil 
DCscrt6rum and Daoine Sidhe who normally live in 
isolated settlements all journeying to the city for a few 
days before departing. However, even at their most 
crowded, a faerie city has less than one fifth the popula­
tion of a human city of comparable size. Faeries cannot 
endure the crowding many mortals find both normal 
and comforting. 

If you choose to stay in a faerie city, you will 
find life there reminiscent of life in a human city, though 
with some striking diffenmccs. There are no farmers 
with carts carrying their produce to market - the food 
in a faerie city is not produced by tilling the !IOU. in­
stead, grain faeries bring barley to the city, while other 
plant fa~ bring fruits, vegetables and mushrooms. 
Some of this is carried in by small faeries who are much 
stronger than they look; the rest of the grain and pr0-
duce simply appears in the market or in the houses and 
shops of those who need it. Brownies and other Numina 
Mal'll prepare the food and perform the other chores 
necessary to keep the city running.. but since they usc 
magic and work mostly at night, most chores appear to 
have been magically taken care of while you slept (as 
indeed they were). 

1lIe Daoine Sidhe of thl'5C cities live like cul­
tul'l'd nobles, hunting. having parties, banquets, and 
masquerades, and enjoying art, music and dance in all 
forms, most of them borrowed from humans or created 
by humans who arc either captives or visitors In Ar­
cadia. Remember, just because the Daoine Sidhe do not 
create much art or musk, docs not mean that they 
cannot tell good art from the bad art. A talented human 
musician visiting a faerie city can come IIWl1y richly 
rewarded, but a hack musician trying to con the faeries, 
or a musician who botches a pcrfonnance roll may come 
out of the faerie city with a pair of donkey ears, or 
WOr5C. 

The faerie Courts 
1ne heart of the cities of the Daoine Sidhe is the 

Faerie Court. Each city has its own court with its own 
King or Queen. Some say there is one ruling court in all 
of Arcadia to which all other courts pay homage, others 
that each court is independent and rules a separate 
territory. To be certain, many courts claim they are the 
the High Court of Arcadia, but the truth is never as 
simple as an idle claim. 

The Court will always be located in tke largrsl, 
most elaborate or most central building in the city, 
depeltding on the ruler's tastes. Every city's palace will 
be different - some will be of wood and living plants, 
and !Ome of stone, depending on which clements the 
ruler feels closest to. The faeries of the court arc mostly 

Daoine Sidhc, as are most faeries in the city. However, 
servants, attl.'ndants, advisors, or important guests of all 
the important types of faeries will be present, and 
possibly a few human artists or "pets." 

1ne palace and the faerie court will be a strange 
place for mortals. The faeries of the court are some of 
the oldest and most powerful faeries in existence, 
especially with regards 10 illusion and pel'teption. At 
times, the court may seem relatively normal if very 
grand, and much cleaner and more elaboratt' than a 
mortal palace. But al other timcs.1t might be a dream­
like blur of illusion and reality where even time docs not 
seem constant. 

TIle politics of a faerie court are very elaborate 
and Byzantine. Think of mortal court politics, and add 
powerful magic and the fact that the nobles measure 
their lives in renturies and millennia, not years and 
decades. 

It should, how{'ver, be noted that many features 
of a mortal court will not be prcscnt in a faerie one. 
Faeries are creatures of tradition, !O while individuals 
may gamer favor and possibly try to disgrace a rival. 
outright assaSSination, usurpation or rebellion will be 
very rare. In addition, since faeries are immortal, and 
the most powCTful of them may live for millennia, the 
question of succession and the problems it creates will 
rarely arise. lbc faeril' court may be more elaborate 
than any mortal court, but its pace is much slowe-r, 
unless there is a direct threat or a problem in need of 
immediate solution. 

The domain ruled by the faerie court is also 
unusual. 1ne court of a city rules that city and all of its 
inhabitants. However, given the power of many faeries, 
especially the proud Daoine Sid he, the rule will not be 
strict or harsh. Imagine a city composed of U\(> ruler and 
the nobility, with no commoners, no serfs, and no one 
being whipped in the street. There are no press gangs, 
excessive taxes or overcrowded hovels - poverty and 
want are absent. 

Outside the city, the leteries of the woods, 
mountains, air, and water may respect the rule of the 
Daoioc Sidhe court, and many among them will trade 
with the city, but they arc not ru led by them Th(' 
NumiOil Dl!Xi t6rum of Arcadia are rulers of their own 
domains and are not controlled by outsiders. 

The soldiers of the faerie court will mainly be 
Oaoinc Sidhe from the dty, mounted on wondrous 
faffie horses, with allies (not conscripts) of all types 
aiding them. A faerie army is much smaller than a 
mortal one, but it is much more pow('ffuJ. Different 
cities inside Arcadia may war, but it is never as serious 
as it is in the mortal world. Although the waning courts 
may truly be angry with one another, the absence of the 
threat of everlasting death makes them much more 
casual about it. The fighting is often interrupted by 
feasts or contests of skills, and ;ocularity is used as a 
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weapon as often as a lance or spear. In a faerie war, he 
who laughs first may be out of the game. 

The Seelie and Unseelle Courts: 
The Scclie and Unscelie Courts have not yet 

been mentioned in this description of Arcadia and faerie 
courts. In large part, the Seelie and Unseelie Courts are 
a unique ele"..,,,t of the faerie realm that touches upon 
the mortal world. 

Arcadia is itself, in general, beyond such simple 
concepts as good and evil. Such distinctions between 
light and dark arc much less clear. However, !lOme 
faerie cities and courts are much friendlier places to 
mortals than others. Some wild lands and cities In 
Arcadia are grand and beautiful and seem to celebrate 
growth, new life, and the beginning of spring.. while 
others are coldly beautiful. with the crystalline starkness 
ofmidwintcr. 

It is theorized thatthcse are the Arcadia v('1'Sions 
of thc Seelie and UnsceJie Courts. In Arcadia, a season is 
an integral part of the place, rather than a phenomena of 
time and change, therefore it could be said that a place is 
Unsee!!e if it is dominated by images of winter. Magi of 
House Merinita slate that the Inhabitants of cold regions 

are far more cruel than the inhabitants of more temper· 
ate locations. 

In any event, the small, ugly and brutish dark 
faeries of the faerie forests and the monstrous, mal­
formed faerie monsters found in areas adjoining the 
morta.l world will not be found in Arcadia. Those faeries 
are aspects and reflections of the mortal world, and are 
not as pure as the faeries of Arcadia. There may be 
many things onccan call evil in ArcadIa, as well as 
much that one can call good, but groSST'lt'SS, slovenliness, 
and ugliness In the sense of !Klmething being malformed 
will not be found in Arcadia. Such "degeneration" is 
only found in the mortal realm, or in those faerie areas 
touched by the mundane world. 

The Six Lands 
TIle few magi who have cxpcl'iena.'d Arcadia 

believe that there are diffclC1LI regions within Arcadia. 
ll\ese lands are separate but similar places, each inti­
mately connected to one another. It may not be proper 
to divide up Arcadia in this way, since there could be 
many other realms besides these, but this is the way the 
most knowledgeable view Faerieland. 

Arcadia as a whole is a reflection of the mortal 
world, it is not exact, but rather a rough image of our 
own world. It 15 not as if a map of each would match 
up, but certain correspondencc5 would. While a church 
and a castle might be side by side in the morta l world, in 
Arcadia, their correspondent places might not be. They 
may, in fact, be located in different lands of Arcadia. 

Whichever Arcadia one goes to, certain features 
will remain the same. Thcrc will always be breathable 
air, ground to walk on, plants, animals, and certain 
places like Silbury hill, Stonehenge,!IOme of the Sidhe 
cities, and the faerie portions of the Black Forest, which 
exist in al1 the facrie realms and can be used to travel 
from one realm to another. 

1be six distinct but interconnected lands of 
Arcadia are listed below; 

Somnil.l'e - The Land of Legends lind Dreams. 
Also known 115 Arcadia "'proper. N This land has the 
most corresponds with the mortal world. 

Atlantlum - Underwater Arcadia, the original 
home of the Tuatha de Llyr. Not so much a separate 
land, it is the watery version of Somniare. 

Antrum - Subterranean Arcadia, it is closely 
connected with Somniarc and Atlantium. 

Caelum - Celestial Arcadia, the sky (the 
original home of the Tuatha de Danann). 

8arathrum -1he Land of the Dead. The plate 
where ill1 the pog/In dead supposedly go. 

Tutarus - The Lands Beyond. This land is the 
most distant from mortal reality. 
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Each land oonesponds to a different place (in 
the sky, beneath the waler, within the earth) and is 
reached by different corresponding methods (a wind­
swept 11"000< •• IT\()unla.in peal<. at night. a faerie pool, a 
pi~ stone or sacred grove). However, they still have 
aU the features of a complete land. Caelum has its rivers 
and oceans, Atlantium its solid ground, Antrum its own 
sky, sun and moon. 

God-like beings like the Tuatha de Danann may 
move between the faerie lands at will. Other fairies, 
even the Daoine Sidhe, may only move between the 
realms using trods that connect the two lands. How­
ever, Sidhe citk!s often contain such trods, and SOITIC 

Sidhe citM!s actually exist in their entirety In two or 
more, or even all seven lands (the six faerie realms and 
the mortal world as well). Which realm you are in when 
you leave such a city depends on which road (trod) you 
take when leaving it. The one going up a steep cliff face 
leads to Caelum, the one which enters a dense forest 
goes to Somniare. the road west goes to Barathrum, etc. 

There are certain aspects of Arcadia which 
apply, for the mosl part, 10 all she of the different realms 
of faerie. However, each one has certain distinct charac­
teristics which make it ~ to recognize. These unique 
features Ire dc-scribed below: 

Somnfare 
1ne land of dreams is basically the same as the 

general description of An:adia. T1lcre are vast extents 01 
untouched wilderness interspersed with beautiful Sidhe 
cities. TI-ocre are smaller even moTe magical cities as 
well, which may remind the charactenl of mythic places 
like Camelot and will house human heroes of old as well 
as Sldhe nobles. Somniarc fairies like the Good Neigh­
bors or Tylwyth Teg live in villages and farm barley 
through the use of wooden plows and nature magic. 
This realm has the most correspondences with the 
mortal world, and it is much easier to enter the land of 
Somniare from the morta] world than any other portion 
of Arcadia. 

This is the Arcadia of the nature spirits. fOf" it is 
the land where nature runs free. 1ne other spirits of the 
other lands nurture the spirits of this land, Caelum 
supplying rain and fresh breezes, Antrum supplying the 
fertile earth, and Tartarus supplying the strength of the 
splMtltsclf. 

In Arcadia, there are many spirits associated 
with animals, called Beast Lords. These human-like 
faeries have I body form and disposition which re­
semble that of the animals they personify. There is 
usually only one spirit for each type 01 animal. Bear 
Beast Lords will be large bodied, slow, and possess 
claw-l ike nails and short fur, while a wolf Beast Lord 
will be slender, and quick, have wild, laughing gold or 
blue woWs eyes, and short, thick hair with pointed 

wolf's cars pecking out. In Arcadia, there may be many 
animals of the type they resemble. Hunting their 
animals without cause, and without permission, will still 
bring down their wrath. 

The anima ls the 5casl Lords watch over are also 
unusual in and of themselves. All animals in Arcadia 
will be wiser and more physically perfect than their kin 
in the mortal world, but they have no fear of humans. 
Some of these animals will be much more numerous 
than in the mortal world, where hunting and the pres 
eroce of humans have reduced their numbers. Uons, as 
well as bear and wolves, will room the faerie forests, and 
in the cold northern marches of Arcadia, a Mammoth or 
Mastodon might still be glimpsed on rare occasions. 

If you stop to talk to the Beast Lords, they will 
bccurious and will probably want to know at least a 
little bit about you. If anyone in the party is a musician 
or a performer, the faeries may want to sec a show, as 
may some of the talklng-animals. If any in the party are 
healers or chirurgcons, and offer to help any injured or 
sick animals, the fact ks will be impresSicd and grateful. 
Kindness and gratitude from these spirits will usual1y 
take the form of information about the area in which 
they Ii V(', tips about dangers and safe places, which 
could not be obtained by other means. In any event, 
after several hours, or at mo5t a day,lhe Beast Lords will 

3. fAERIES: A Complete Handboo~ of the SeeUe 



wish to return to looking after their animals, and so they 
will vanish back into the solitude of the woods. 

Atlantlum 
The underwater part of Artadia is the easiest to 

identify, simply because of the murkiness of the air and 
the strangeness of the plants and rock formations. It is 
just like being undcrwilter, but without the water. To 
enter or leave Atlanlium, you must go through water, 
but once there, you will remain dry and have air to 
breathe. Once you are in Atlantium, there is no water to 
be found, for everything is water. The only reason the 
water docs not seem like water is because it is the 
natur;lII stale in Atlantium, and SO cvcrything adapts to it 
as if they wcre natural to it. Treat the air as If It were 
water, except that the characters can breath it normally, 
sec normally, and walk about normally (if they please). 

Atlantium looks much like Sonmiare, except that 
there will be 5eilshclls on the ground as well as grass and 
trees, and the ocean is the sky, and there are fish instead 
of birds. Indeed, it is possible for characters to fly in this 
land, simply by pushing off from the ground finnly. 
1lIey will float fo r a time, but unless they begin to swim 
vigorously, will fall back towards the ground. If you go 
high enough, you wl11 reach a place where you can sec 
your own reflection cast down from above you, and may 
even be able to look into the mortal realm You cannot 
go furlhcr up without having to make the rolls necessary 
to return to the mortal world. Sometimes the faeries of 
Atlantium rise up to the top of their world and watch 
the commerce and rituals of the mortals, and may try to 
lure one of them down into their own world. 

It is ilen.' in Atlantium that the great ScclieCods 
of the sea reside, in palaces made out of enormous sea 
shells or dug out of caves. 1ncre a rc others here who 
have constructed large cities out of living coral of very 
strange design. All the spirits of the seas, oceans and 
lakes can be found here as well. They are so utterly alien 
to humanity however, that all contact with them will be 
severely abbreviated. They are as likely to attack 
trespassers as they are to attempt to speak with them. 

This is a strange and eerie world, where nothing 
is quite like it is anywhere else. It is the land of total 
fancy and fiction, of mystery and unexplored depths, 
where allihe legends and stories of what lies under the 
water actually exist. 

Antrum 
Antrum is located beneath Somniare as well as 

Atlantium, and has many correspondences with those 
lands. It is a land of rock and earth, of caverns and 
meandering caves - sorne small and many quite large. 
There Is no sky in Antrum, and though it may seem as if 

a particularly large cav('l1\ has no reiling. there always is 
ono_ 

There is no sun, yet there is light everywhere, II 
dim and muted sort of illumination that creates many 
shadows. lbe air can ohen be somewhat stale, but more 
often is simply dry and flat. Everywhere you go in 
Antrum, you are confronted by a place of unusual 
beauty, with precious gems sparkling in its walls (from 
whence many say the light of this land emanates) and 
strange grottos. 

One should not get the impression, however, 
that this is a dead world. Like al1 of Arcadia, it is filled 
with the spirits of nature, and displays the luxuriance of 
nature itself. It is not a barren land - there is much life 
in this place, plants and animals alike, but they are of 
very strange varieties. These are not the type of plants 
to be found in a forest or marsh, or upon a mortal farm; 
these arc toadstools and moss, forcsts of mushrooms and 
lakes of black weeds. The animals can be eyeless, o r can 
have enormous eyes, and they tend to be very shy of 
visitors. 

However, it is the spirits of the cold rock who 
rule here. Thc spirits of this land are the spirits of the 
earth, the spirits of caves and precious gems. They can 
tnvel freely through the rock, but tend to be solitary and 
reside in one location. They are very jealous of every­
thing that is within their domain. The forces of the earth 
arc at their beck and call. 

Imagine Antrum as a gy-cat immense maU', a 
labyrinth of uncertain and ever changing dimensions. 
TIle various locations within Antrum tend to be more 
fi)(oo than in the other lands of Arcadia, but still corre­
spondences must be found if one wishes to get any­
where quickly. It is possible to simply wander through 
the caverns and tunnels, but it would take several 
centuries to walk from Oil(' side to another (if indeed 
there is any such thing as a NsldcN to Antrum) 

To roleplay in this land, you could treat it as a 
dungeon of the neolithic roleplaying variety. Use some 
of the techniques of that style of roleplaying. just don't 
let it become as insipid or meaningless. Afler all, it is 
still Faerieland - a world of wonder. 

Caelum 
Celestial Arcadia is quite strange, it is somewhat 

like the Somniare exct'pt it Is night alllhe time. The sky 
of Caclum is full of an extraordinary number of stars, so 
that you can sre as if it wt're a mortal night under a full 
moon. HoweVCT, the ground of this land is vt'I"y baTTCn, 
with little life upon it; it is the sky that is the life of this 
land. Though some correspondences are with the cloud 
cities and castles, most are with places on the ground . 
For characters to visit the real Caelum, they must 
somehow climb up to the sky. 
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Fortunately, in Caelum it is very easy to enter 
the sky. If a player simply announces that their charac­
ter attempts it, do not let them succccd, but there are an 
infinite number of ways to get there. Trees that climb 10 
the sky, seeds that create beanstalks, huge bims, giant 
butterfly wings, or even bubbles that one can swallow to 
let one fly. Once they are in the air, visitors will begin to 
meet the inhabitants of this realm, all the spirits of the 
air and wind and the animals that dwell in the sky. If 
they climb for long enough. visitors may even reach the 
moon, the planets or even the stars. 

Upon the highest clouds, or sometimes upon 
comets, are the castles of the &Olar fairi~, like the Celtic 
god Lugh. These beautiful p;t.laces are usually located 
underneath a star, and suffused with a bright goldcn 
sunlight. The castles of the lunar and stellar fairies, in 
contrast (such as the fortress of the Celtic god Arionrod) 
are surrounded by a cool silvery moonlight. Both the 
solar, the stellar and lunar fairies are members of the 
Seelie Court. The Unscelie fairies of Caelum have courts 
in strange dark castles under the night sky which only 
appear when the moon Is mostly dark. 

Barathrum 
This is the Land of the Dead, their home and 

resting place. When a faerie dies within any part of the 
faerie realm, it always returns to Barathrum, and re­
mains lhere until il decid~ to return to some other pilrt 
of Arcadia. Faeries usually reappear in a new form., one 
which they slowly developed in Barathrum. 

The land itself Is very beautiful and, if anything. 
even more luxuriant and full of life than the other lands. 

The Bonisagus/ Merinita theory of faeries says 
that Barathrum may once have been whC1'C dead 50uls 
traveled once they died, or their ghost grew tired of 
keeping watch over the mortal realm. They say it is now 
rare for the dead to venture to Barathrum because of the 
Dominion and the frequency of Church burials. Only 
those who die and are buried in the faerie realm now go 
to Barathrum (eventually to become faeries themselves, 
though some magi speculate that it Is the resting place 
for non-Ouistian magi only). 

Barathrum can be reached either from Caelum 
or Antrum, but the journey aJong the trods is always 
very difficult and fraught with great peril. If a player 
character should die while they are in Arcadia, their 
body will dillppear within minutes (decay before their 
compatriots eyes), but they will reappear In Barathrum. 
ll\ey can even be rescued if somehow the other charac­
ters can journey to Ba.rathrum. find their friend (who 
may be in a new form), and somehow convince them to 
leave (which can be very difficult). 

Tartarus 
The Lands Beyond Undel'$tanding and Ken, 

Tartarus is the most distant from mortal reality. It is 
said to be the original home of the first faeries, and the 
true source of their animating spirit. No one has ever 
gone to TartanlS and returned, so nothing is known of it 
other than what has been said by faeries. As every story 
of it differs, nothing can truly be said of what it is like. 
However, if it is actually the lode of the faerie spirit, it 
must indeed be an extraordinary place. 

EnterJng ArcadJa 
A group of characters wishing to enter and 

adventure in Arcadia must contend with a series of 
challenges. First and foremost is finding an entrance, 
which is invariably at a regio of great power (usua\1y 
1evelten). Secondly, each realm of Arcadia has its own 
guardian which must somehow be OVCl'('(lIDC. 1ben, the 
strange and unearthly nature of Arcadia itself must be 
contended with. 

11Ie land within Arcadia at which one arrives is 
d'"te~limILined in large part by how one gets there. Faerie 
groves and forests, bogs, human constructed sites like 
Stonehenge and. old ruins all lead to Somniare. Burial 
mounds, large self-buried stones, and caves usually lead 
to Antrum. Going into faerie pools or under the ocean 
takes you to Atlantium, provided you don't drown. 
Certain high rocky mountains will give you aca:ss to 
Caelum. possibly by a SCI of steps cut into the rock 
which go up the side of the mountain and then stop, 
e){('('pt on certain nights when the staircase continues 
into the sky. Barathrum can only be reached by dying. 
Of by being escorted by the dead. Tartarus can be 
reached from Barathrum, but never returned from. 

The greatest danger of a joumey to Arcadia Is 
the uncertainty of the duration of your stay there. 
Mortals staying in Arc.dia for even a single day can 
find, upon returning from their journey, that a ~ar, ten 
years, a century, or only a few minutes have passed. In 
addition, if the time passed in our world is quite long. 
decades or more, the Ir.vcllers may find their lost time 
Mcatching up with them" within a few minutes of their 
return to the mortal reillm. This Mcatching up" meaJ\5 
the travelers will, in the course of a few minutes, age all 
the years that have passed in the mortal realm during 
their stay in Arcadia. This aging can be fatalll a non­
magus returns from Arcadia past the end of their normal 
lifespan. This instant aging does not always occur, 50 it 
seems that there arc things one can do in Arcadia that 
can influence it. 

However, as Is the case in many other situations, 
magi have found ways around this problem. If a magu5 
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can make a stress roll, modified by inteUego + Vim + 
Perception, of 25+, the magus can detennine the exact 
moment 10 enler into Arcadia such lhat the amount of 
time which passes in Arcadia is the same as, or at least 
dose to, the amount of time which passes in the mortal 
world. Failure on this roll means that the correct timing 
b uncertain, howe"tr the magus cilln try illnother day. A 
botch means that the magus thinks that they know the 
right timing, but in actuality they do not. 

A reasonable Storyguide should not have 
troupes regularly turning to dust once they leave 
Arcadia. Filleries can iIIutomatically lead people safely 
into Arcadiill, if they are so Inclined. Nole: Magi who are 
led Inlo Arcadia by a faerie can make a roll to delennine 
if the route they are taking will result in time passing al 
ill vastly different rate in the mortal world. Also, due to 
the highly capridous nalure of Arcadia, even a succt'SS­
ful roll can result in the troupe returning from Arcadia 
to find that as little as one third, or as much as three 
times the time spent in Arcadia has passed in the mortal 
world. 

In addition 10 the variable lime rale, there are 
several other problem5 that must be solved. First, the 
troupe must journey to a powerful faerie area, perhaps 
on a special night. Some faerie sites always contain a 
gateway to Arcadia through which mortals can pass, 
while most only admit mortals 10 Arcadia on celtain 
days of faerie POWeT such as Halloween, Bcllane, 
Midsummer', Day, or Midwinter'S Eve. 

Once one ;oumeys to the correct rtgio, one must 
locale the exact entrance to Arcadia. The entrance is not 
usually a doorway, but a spot or object of some signifi­
cance. It could be a pool into which one muSI jump, or 
two oaks growing side by side between which one must 
walk. II could be a cave to crawl through or an elm 
which must be climbed. 

Finding the entl'ance can be done in a number 01 
ways; the faeries of the ugio may reveal the correct path 
to take. However, it is more likely one will have to 
discover it without faerie ald. A character with Faerie 
Sight or Second Sight who succeeds in making a roll of 
15+ can find the entrance, 15 can a magus who succeeds 
in a Per + I~goncm roll of 20+, or any character who 
takes a strong hallucinogen and succeeds on a roll of 9+. 

Any character who succeed, in such a roll 
immediately ceases to sec the "real" world bul can see 
the portion of Arcadia 10 which it corresponds. They 
cannot sec their companions, except for faeries and 
charactElS with faerie blood, although they can still hear 
them. They will usually see a path or road which leads 
to a gateway; il may take the fonn of a doorway fonned 
by two standing stones lopped by a third stone, two 
nearby trees which have grown together to fonn an arch, 
a spot of light, like the light at the end of a tunnel, or 
simply a shimmer in the lir. All they need to do is 
follow thai pathway, untillhey cross through the 

gateway, and to have their compatriots follow close 
behind. 

To detenninc to which Arcadia the gateway 
leads, the person looking must make a Faerie Lore roil of 
9+. If the faerie site the troupe is at leads 10 more than 
one faerie land and the troupe wishes to reach a differ­
ent one from the one se€!T\, the person who is looking 
must roll again to switch which Arcadia they are 5CCing 
(roll as before, bul add 3to the number rolled). If either 
this or the earlier roll is botched, any nu~ of honible 
things may happen -the person is seen by a particu­
larly malicious faerie, or, more likely, they simply see 
something which temporarily (simple die in hours) 
drives them mad or strikes them blind; roll for Twilight 
for a magus. Once the troupe has passed through the 
gateway into Arcadia, all characten' pen:eptions return 
to normal (excepl for Ihose struck blind or mad) and all 
can see Arcadia. 

From the gates, the full strangeness and diver­
sity of Arcadia will be extremely obvious. 1ne animals 
and plants of this world will all be larger and more 
perfcct. They will also be more inclined to talk or take 
notice of your actions. In addition, there arc hosts of 
minor beings which inhabit the landscape. A short walk 
through the heart of a faerie wood, near the gates of 
Arcadia, could reveal wise owls, talking oaks, and 
singing animals, if you but know how to listen. A large 
moth might tum out to be an inhumanly slender-winged 
sprite. 1bere may be beautiful woodland spirits with 
long hair and animal features (fox or dear cars, hooves, 
eat's eyes, fur or long slender teeth are not uncommon), 
and strange, short creatures wilh wizened faces like 
caricatures of humanity. The exotic and the s trange 
abound and there is no end 10 the wonders found in this 
strange and fandfulland . 

Once in Arcadia, magi and characters with 
mystical virtues will find themselves at +9 to +10 on 
their magic and virtue roUs. However, this extra power 
makes magic even Icss predictable and so everyone 
using such abilities must roll one extra botch roll, unless 
they iIIre faeries or have faerie blood. 

Guardians 
Within a few minutes of entering Arcadia, the 

troupe will be met by a guardian of this realm. The fonn 
of this guardian will depend on the realm. Choosing a 
guardian'S fonn is a fun pari of a Storyguide's ;Ob, 
Figures from appropriate ancient myths can be used, or 
mythic figures of the Storyguide', own invention. 
Proper guardians 5hould be imposing enough to make 
the Idea of violence against them !K'em like a bad idea. 

If the issue comes up, the guardians draw their 
power from the whole substance of the realm they 
guard. For all practical purposes, they are immune to 
both magic and ordinary attacks. All guardians have the 
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power to transport anyone or anything to any location 
within the realm they guard, or to the realm from which 
the transported creature or item comes. This transport is 
instantaneous. 

Persons Tnl:!eting a guardian upon entering a 
faerie realm will be stopped and asked a series of 
questions. Usually the questions relate to the people's 
identities, histories, pos.scssions, friends, enemies, and 
pUl poses in Arcadia. The interrogation is brief and to 
the point, and may include a riddle. Assume that the 
guardian knows a]] about thcge people, and can tell if 
they are lying or concNlling information. The guardian 
can understand all languages. If the answers are satis­
factory, the travell(!f5 will be allowed to pass on into the 
guardian's realm, and even given information or helpful 
transportation If their quest is considered important. If, 
for any reason, the travellers' presence is considered 
undesirable, they will be transported to a location of the 
Storyguide's choosing. where the guardian considers 
they can do no harm to faerie. If they have offended the 
guardian, the location chosen may be very unpleasant. 

Magi and those well verso::! in Faerie Lore 
sometimes enter another realm In order to requcst that 
the guardian transport them to II SPl'cinc location. 
Guardians usually listen to reasonable requests. How­
eVCT, guardians have no interest in the personal pis of 
the petitioners unless those goals have a wider impor­
tance-they care nothing for wealth and will easily 
become impatient with the idea of being used as a public 
transport system. Interesting and infrequent requests 
are the safest ones. 

Guardians have one other powcr~ to transform 
any item to a conesponding one more suited to the 
realm being entered. TIley will always use this power to 
tum mortal iron into another metal. 

Marcus Quercins of House Merinita has as­
sembled the following list of guardians obscrvl!d by 
members of the House and by other, less sophisticated 
persons: 

50mnl~- A knight in golden armor, riding II 
white mare and carrying a white shield. Also, a woods­
man dressed In leather, g. C('Ji-eyed and maned like a 
wolf, with II collar around his l'lC'Ck. Also, two TTI("f\, one 
crowned and one homed. 

AtlanUum - A creature with a man's beard, a 
woman's breasts, and a fish's tail. It wears a crown, 
speaks like an old man, and changes shape continu­
ously. Also, a salmon which speaks. Also, a lady with a 
sword. Also, in the East. a dragon. 

Antrum ~ A gigantic figure, which appears 
woven or builtiike a scarecrow, and possesses fa«'S all 
over its body. Also, a ITce which speaks. Also, a white 
slag. 

Caelum ~ A huge man, perhaps thirty fcct in 
height. carrying a bow and a strange, bright sword in a 

scabbard with three ;ewels. He is accompanied by two 
white, red-earocl dogs, one small and one large. 

Buathrum - A f('ff)'TT\3n, dressed in black, or a 
gigantic detached head. Sometimes it is a very courte­
ous knight. 

TutMut - Three ladies wilh a boat prowcd like 
a swan or a ldng in a chariot drawn by sphinxes. 

Travel In Arcadia 
Travel in Arcadia occurs according to many of 

the same rules that govern movement in dreams. It is 
almost always impossible to travel from point A to point 
B by going belween them in a straighlline; following Ihe 
narrow rules of causal logic dOC'sn't get a person very far 
in Arcadia. It is also extremely rare for travel to be 
absent; a journey may 5CCm to take minutes, hours, days 
or years. The amount of time thai seems to have passed 
docs not have to ...... tch the amount of lime that has 
actually passed in An::adia, and the perception of time in 
Arcadia does not have to match the amount of time that 
paS!iC'S in the normal world. Time does pass in some 
fashion, however. 

TeleportaUon-style instantaneous transport is 
not often seen in Arcadia. As in the logic of dreams, you 
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may not know how you got from one p~ to another, 
how king it took,. how far apart the two places arc, or 
what lies between them, but there is a serose of passing 
from here to there in a way that s£erJ\S entirely reason­
able - walking, riding.. taking a boat, and so on. This is 
tke rule for ordinary faerie travel. Always give the sense 
that travel is occurring by de'.,(libing understandable 
modes of travel, but do not feel restricted by your 
descriptions. For instance, a boat ride could take the 
characters through a dense mist and leave them in a 
smail underground pool with no egress. Or they could 
be guided through a dark, dying forest in the North and 
cod up in the Castle ofTreigaloth, upon the star of Mars. 

TIle Arcadia counterpart to locations are corre­
spondences.. For example, in the ordinary world, Gwyn 
lives in a cottage just to the west of the village on the 
outskirts of the yew forest. He lives thcT-c! becIouse that is 
the location 01 his home. While in Arcadia, Gwyn is 
Gwyn ap Nudd, king of the dead in Arcadia, and things 
are a little different. Gwyn still Jives in Cwyn's horne, 
but Cwyn's home is the place where the yew tlttS grow 
- always. If you go to where there arc more yew trlX'S, 
you will always be going closer to Gwyn's house. 
GW}'I1'S house is to the west - always. Wherever you 
are, it is west of you (unless you are already there, In 
which case everything else is east of you.) GW}'I1lives in 
the west because it is the correspondence to his house ­
west 15 the direction of death. where the sun !!Cts, and it 
is the way !lOuIs go when people die. His house is in the 
place of many yew bees because the yew is the tree 
which corresponds to (or symbolizes) death. In Arcadia, 
the home of the king of the dead, who is death, cannot 
be anywhere but the land of death. This logic is as basic 
as the logic that says Gwyn's house has to be at the 
location of Gwyn's house. 

In the ordinary world, the closer two locations 
are 10 one another, the easier it b to travel between 

them. in Arcadia, the closer two W/h.-spondences are to 
one another, the easier it is to travellx1ween the places 
lepleseuted by them. In Arcadia, the most western 
lands are most like the land of the dead. TIlerefore, the 
further west you go, the easier it is to get to the land of 
the dead. The further east you go, the harder it is, not 
because you are moving further from the COllect loca­
tion, but because you are moving into a place less and 
less like the place you want to go. To get somewhere in 
Arcadia, you must go towards those directions and 
features of the landscape that correspond most closely to 
what you are looking for. To find something. you must 
look for what Is most like it (in a symbolic. not a superfi­
cia1 way). The thing most like what you an"' looking for 
in all the world is your destination. When you find the 
one, you have found t!"le other. 

That is the process of Knormal~ travel in Ar­
caclia. Occasionally, it will not work. Travel gets 
difficult for one of two reasons. Sometimes mysteries 
an' found; things, places, or people whose correspond­
ing meanings arc unknown. Such hidden mysteries are 
often objects of fear in Arcadia, for by faerie logic they 
could be anywhere, for any reason, to do anything to 
anyone. Someone must unravel the mystery, for the 
safety of al1. This job is often left to mortals for reasons 
that will be looked at later. 

Sometimes travel gets difficult because pla{'('S do 
not correspond. if two locations an' very far from each 
other, it is just harder to get between them. But if two 
correspondences are too far apart, if they arc fundamen­
tally not like each other, then you can't travel between 
the places they represent by following the correspon­
dences. Because some things don't relate to each other, 
Arcadia is actually several Arcadias. Going from one to 
the other Is like comparing appk-s and oranges. Things 
aren't more similar or less similar, they're just different. 
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Correspondences 
To successfully get around in Arcadia, you need 

to understand correspondences. It is usually best if you 
can help the players figure out the correspondences in 
Arcadia without resorting to die rolls. 

Exempli gratia: If the characters IIT£ being 
MrllUtd by lin evil frieriewho dm ·tt IIll in white, 
lind whose horse /eQtts bdrind frost-rim£ti hoof­
prinl$, it would !II! sensible to lISSume IMI Ihis fllt1U 
is IIssorilll£ti with winter. Since the sxsons in 
Amld.irz T1P1y pccording to IocDtion mlher than time, 
thechPracters should stay in the farests lind meadows 
of summer to avoid this faerie . If, instead, they wish 
10 tmcl:: il to its !Rir, they showld follow the corre­
spondence to lhe heArt of Ihe lRnds of winter. 

Somctimt'S, the concspondcnccs will not be 
pos5lble for the players to ascertain. At this point, there 
are two options: first give them more hints; second, have 
every character with Faerie Lore roll to figure it out. To 
know a well known piece of information (such as the 
fact that the Tuatha <U! Danann Arionrod has her castle 
in the Corona Borealis in Caelum) would require a roll 
of Inl + Faerie Lore of 9+_ Recalling general information 
which is rather obscure (that animals with white fur and 
red eyes arc creatures of the Daoine Sidhel would 
require a roll of 15+_ Information of an obscure nature 
about a particular faerie or a particular plare which is 
small, such as a faerie grove, would be even harder. 

If a correspondence of a pcr.;on, object, or place 
Is not known, another option is to create a new corre­
spondence. If, for example, a faerie knight is seen who 
has no device on her shield and who is seen in a wide 
variety of places wearing different clothing and annour, 
unless the troupe can find someone who knows this 
knighl, they will have no way to find out where she lives 
or with whom she is allied. However, it is possible for a 
character with the virtue of Free Expression to create a 
song. poem, painting or some such similar work which 
allies her with some existing image. MHer shield shincs 
like the sun." "Her hair is the color of grain in the fall." 
"She is as fierce as a winter blizzard." Whatever seems 
appropriate to the troupe is fine; use this as an opportu­
nity to encourage creativity and interest on the part of 
the players. If this correspondence is SUca!Ssfully 
created, then the troupe could seek her in the lands of 
ctcma.l sunshine, or wherever the appropriate corre­
spondence lies. Since such correspondences actually 
affect reality in Arcadia, creating new oncs could evCl\ 
cnange tnc personality of a pc.son or the aspect of a 
place. Correspondences may only be changed or 
created, however, II you are actually in Arcadia. 

To create successfully a n,>asonable correspon­
dence where none existed belore (/or example, a fierce 

warrior is as fierce as a winter blizzard) roll Prr> + the 
appropriate performance or art skill + a stress die 
against an ease lactor determined by the Storyguide. (In 
the example given, the correspondence would be 
success/ully created on a roll of 21+.) 

Note: If, unknown to the troupe, the place, Object, or 
person in question already has an existing corre­
r>pondence which is opposing to the one being 
created, roll a stress die + the Stm of the individual 
in question (or the owner of the object or place) and 
subtract it from the above roll . It is also possible to 
try to change existing OOIICSpondCTICCS. 

E;umpli gratia: If you WIInled 10 cMnge Sir 
HIlwA::' s comspondnace {rom hawks to crows, II 
signi{iCllnt but /'WI drastic (Mnge, roll 2J +, but if 
yow WIInt£ti to clumge Sir Sun's llSSocilllion with the 
sun to lin pssocjQtirm wilh the moon, yow would Jrave 
to 101124+, lind Sir Swn wowld roIl Stm + II stress die 
and subtract it from yowr roll. 

Ills theoretically poSSible to make drastic 
changes in Arcadia, such as changing the land of the 
dead from bel ng in the wesl to being in the cast. Such a 
change cannot be wrought by the rol1 of a die, but would 
take a whole Saga to enact. However, if it were success­
ful, it would reshape Arcadia, and, poSSibly, at the 
Storyguide's discretion, the mortal world as well. 

Note: Faeries, even faerie PCs, cannot create correspon­
dences, and charactCl'S with Faerie Blood arc at -5 to 
their rolls to do so. However, faerie Pes, characters 
with Faerie Blood, characters who WCit' faerie r<li5Cd, 
and all members of House Mcrinita who know faerie 
magic are at +3 on thcir rolls to determine existing 
COlTCSpondences. Remember that only characters 
with Free Expression (a +1 virtue) may create new 
correspondences or change existing ones; such is the 
power of mortal creativity in the facrie tt'alms. 
Faeries att' quite aware of this mortal power, and 
may request a character with Free E:xpression to aid 
them. They may ask them to compose a song or 
poem or paint a picture, 10 weaken a rival or to 
rescue an old friend. The character would be gtt'atly 
rewarded for such a favor, but beware, there may 
well be other faeries who did not want those com'­
spondenccschanged_ 

Universal Sites 
Certain places have an essential power. They 

are fundamcntal1y important in the scheme of things. 
Medieval JX'Opleoftcn attributed life to inanimate 
objects that seemed especially impressive. Some might 
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assume that especially old or impressive objects had 
developed magical ability. The Olurch often tried to 
Christianize such places to claim their power as the 
power of Cod. Ancient peoples may have given such 
sites force by pcrfonning special rilua ls, or they might 
be surviving parts of a vastly powcrful former world 
that has left no othel" traces. Such places arc recogniz­
able for their legendary quality - they seem to exist 
timelessly, independent of their surroundings. They are 
always the subject of many stories and arc said to be of 
great antiquity, existing in every world, but not always 
in the same {ann. for instance, St. Paul's Cathedral in 
the mortal world may be the tomb of the head of Bran 
the Blessed in Somniarc, a towering s tone spire In the 
At lantium, a circular lake in Caelum, an oak tree grown 
with mislletoe in Antrum. and the living head of Bran 
himself in the Barathrum. 

From any of these places, a person or faerie can 
reach any con-esponding place, provided its existence is 
elsewhere known of or inferred. The only exceptions to 
this rute are the Lands Beyond ITartarus). llIey arc the 
valleys always over the next hill, the Islands tha t lie just 
over the horizon past the last known land. Some have 
been named - the lands of Youth, of Joy, of Women, of 
Foolishness. It Is possible to find these places from any 
world. Entering them is always VOluntary, but those 
who enter can never again touch any other land and 
surviw. 

In addition to using universal sites, travelers 
between worlds may enlis t the help of a faerie Lord. 
These are fairies of god-like status, and include the 
Tuatha de Danann and LIfT, the Lord of Winter, the 
Lord of Summer, and the Lords of the Hunt. Such 
beings can travel between the worlds at will, and may 
cany travellers with them. 

Faerie Trods 
In places where there is frequcnUy travel quite 

betWL'Im two COlltspondcnces, a trod (road) may rome 
into existence. These are shortcut paths which exist 
between the two places, established .'Venues of COITe­

spondences. Faeries often use such trods; indeed that is 
how they come to be. 

In Arcadia, trods usually appear as straight, flat, 
unpaved roads between the two places. If both COITe­

spondences exist in the mortal world as well as Arcadia, 
then travellers along the trod may be interrupted In their 
journey If a priest or a mortal canying iron crosses the 
road when the traveller is passing. (The morta l and the 
traveller on the trod "bump into" each other.) If the two 
beings do bump Into each other, then the traveller along 
the trod leaves Arcadia and enters the mortal world, 
often to the bewildel """1It of the mortal who bumped 
into them. Faeries who are interrupted in such a fashion 
arc quite upset, especially if they end up in the Oomin-

ion. Building a church or a building which contains iron 
aooss a trod al50 interrupts trawl along it, and faeries 
may kindly ask the build~ to build elsewhere. Wise 
mortals will comply, or face living in a house which is 
regularly bedeviled. Every disgruntled creature who 
passes along the trod and gets bumped into the mortal 
realm will do thei r best to make the builders' and 
inhabitants' lives a living nightmare. 

N ote: Trods are undetectable in the mortal world, but 
travell~ along trods may be secn as vague blurs on 
a roll of 20+ with Faerie Sight or Second Sight, or by 
a magus with a Per + Intcllcgo + Irrogoncm total of 
3(}>. 

Especially brave (or foolish mortals) such as 
magi , may use faerie trods as shortcuts between two 
places in the mortal world, thereby saving months in 
travel time. To do this, both the starting point and the 
des tina tion must exist in the same faerie realm and in 
the mortal world. In addi tion, the two places must have 
close colTespondences to each other. In many cases, 
such pairs of places will be two faerie pools, etc. 

First, the would-be travellers must enter Arcadia 
at one of the si les (see Entering Arcadia), and then find 
the correct corrcspondcnce between the two sites on a 
roll of Int + Faerie Lore, usually of 15+. If this roll is 
failed, the route has not been found, but the character 
may try again to find another route to another similar 
faerie place, a5$uming there is one ncar the desired 
destination. If the roll is botched, then a route is found 
and it goes to the wrong place, usually a plare very far 
from where the troupe wishes to go. 

Note: Due to the capricious nature of Arcadia, this 
Faerie Lore roll must be atlemptt'd each lime the 
troupe wishes to use a given route, even if it has 
bt'cll traveled before. The only exception to this rule 
is if the troupe has a native of Arcadia to guide 
them. 

Once the route has been found, two other rolls 
are necessary. One is a single stress die for encounters 
_ on a 6+, nothing occurs on the journey Cl<cept the 
seeing of interesting scenery; on a 1·5, some being of a 
type consistent with the two sites travelled between is 
met along the way. If the two sites are Celtic burial 
mounds, a Celtic hero might be met, or perhaps two 
Celtic warriors fighting. An earth faerie might be met 
travelling between two faerie caves, etc. On a botch, a 
mortal carrying iron or a priest cross the road as the 
troupe passes and returns them prematurely to the 
mortal world. 

Once the journey has been accomplished, roll a 
s tress d ie + Int (use the best Int in the troupe), and 
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div;de the time the journey would have taken in the 
mortal world by that numbe'r. 

Exempli gmlia: If fhe nllm~r rolled is a 9, ~u 
would know lhal the jourM!! took lj91h lilt normal 
time. On a bolch, the jollrnq 10k ... Ion8er (roll a 
simple die and milltiply the resillt by tilt normal time 
for the journey). 

TIle Storyguide needs to remember the time as 
well as the distal"lCi! diffCfl'TltiaJs between the mortal 
world and Arcadia. The procedure for time differentials 
in the "Entering Arcadia'" section may be used. If a 
simpler way is wanted for troupes just using a faerie 
trod, examine the roll made for finding the cntTaI"lCi! to 
Arcadia. If the roll for finding a way into Arcadia is not 
botched, there is not a huge differential time Tate 
between the two realms. If this roll is botched, the total 
time spent 01"1 the journey seems like a few hours, or a 
day or two, when in the mortal world a year or two has 
",,,,,,, 

Should the troupe wish to travel between two 
faerie places with no obvious co •• cspondences, the 
troupe may be able to create a new correspondence, and 
so forge a path between the two places. To do this, a few 

rules must be observed. fiTS\' both places must exis t in 
at least one of the saffl(' faerie realms. II is impossible 10 
travel between a faerie forest which exists only in the 
faerie realm of nature spirits (Somniare), and a faerie 
pool which exists oroy in the underwater faerie realm 
(AUantium). Ifboth places exist in \hl' same faerie 
realm, the difficulty of creating a new correspondence 
depends on how similar the places are. Creating a 
correspondence belween a Celtic burial mound in 
Ireland and a Scythian burial mound in eastern Europe, 
between any pair of similar but not directly related 
places, involves a creating correspondence roll of 18+. 
For two unrelated places, like a faerie forest and a faerie 
cave, the roll would be 24+ or more. 

Stories In Arcadia 
Simply visiting Arcadia and interacting with its 

inhabitants may be enough for most troupes, but for 
troupes who wish to interact more with Arcadia, there is 
a wealth of possibilities. Simple scenarios involve the 
troup<! seeking some place or person in Arcadia which is 
needed in the mortal world. 

Exempli gratia: Someont' could ~ l05t or 
caplllrtil and takt1I away 10 Arradia, and llet trwpe 
musllry 10 find them and bring them Mek 10 the 
morfaJ world. Such lin IlIivoetllrt COIlId invalue the 
chanlctm string only thL wild artllS of Arcadia and 
lilt wild {an"its who live thm, whilt mare daring 
Sioryguides could inval~ the IroltfH! in the intrial­
des of Ihe life of Ihe noble and camplex Daalnt' Sidht. 

For Storyguidcs with a deep and abiding 
interest in Arcadia, or for troupes with faerie or part 
faerie characters, an even deeper level of interaction may 
be desired. The troupe may be asked 10 come to Ar­
caclia, or may simply be magically transported to 
Arcadia to perlonn some service for the Oaoine Sidhe. 

In addition to their creativity, knowledge of the 
mortal world, and the ability to touch iron, faeries may 
wish to have the help of mortals 10 defeat olher mortals 
trespassing in Arcadia, perhaps even diabolists, or a 
faerie lord may wish mortal help against other faeries. 
Mortals may be outside the bounds of faerie life and so 
abll' to go and do thil'lgs faeries cannot or will not do. If 
the troupe contains a talented musician, entertainer or 
artist, the faeries may simply want to meet this person 
and see their work. 

Except for those areas most completely con­
trolled by the Dominion, stories about faeries playa 
major role in the local folklore. Historical tales from the 
part of the world in which your troupe is based may be 
u!led to get ideas for interesting expeditions into this 
mystic land (see the bibliography for help). Alterna-
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lively, you may invent your own stories from scratch. 
1llC 5toryguide's responsibility is 10 delcnninc which of 
the tales and legends contain truth, and how much truth 
is in each talc. It is lhe player's responsibility, however, 
to dcddc if they wish to actively investigate faerie 
rumors, actively avoid faerie issues, or sit back and let 
the Storyguide dcdde what to lay at their feet. 

Stories involving Arcadia require spedal 
creativity and careful attention from the players. They 
require patience, hard thinking. and, most importantly, 
flexibility from Storyguides. Some players are unhappy 
with the shifting Iandsc.:apes and unusual laws of the 
faerie rea1m. It i., easy to become frustrated by the 
seeming lack of cause and effect in Arcadia, and by the 
machinations of beings so powerful that the characters 
may seem mere pawrul. 

It is recommended that Storyguides start slowly 
with faerie adventuring. carefully gauging player and 
character reactions before throwing everyone into full­
blown faerie adventures. If player frustration with the 
faeries does not decrease as understanding increases, do 
not run adventures In Arcadia (and tone down all other 
faerie stories). The world of faerie can contribute 
significantly to any game without becoming the subject 
of adventures. Mysterious Iegt:nds that illuminate 
events in the mortal world, occasional encounters with 
Numina Mani, NPC advisors among the more human­
like faeries, or people with faerie blood can all be used 
without pushing faeries too far into the foreground for 
such groups. Faeries can also add a mysterious touch to 
many kinds of scenarios. 

If players and Storyguides are interested in the 
challC'flges of faerie gaming, then journeys to Arcadia are 
strongly warranted. There are three issues Storyguides 
should keep in mind for successful Arcadia adventures. 

1. UNIQUENESS. 
Faerie legends are fascinating. It is very ICmpt­

Ing for imaginative Storyguides to invC'flt vast faerie 
scenarios and to force them upon the players right away. 
It i, also probably a bad mistake. Faerie material is a 
vast banquet. You cannot serve the twelve story layer 
cake first and expect your players to appreciate the 
banquet as a whole. Start with the more common and 
less exotic faeries. Reward persistent or imaginative 
players with a glimpse of something greater, or an 
une:o:pected piece of special knowledge from a suppos· 
edly minor faerie being. Grogs are as likely to l1"Ceive 
these insights as magi. 

Weave a tapestry of Faerie Lorc into your game; 
do not e:o:pcct playcn to feel awed by a visit to Arcadia if 
you haven't provided the build·up that lets players 
,hare their characters' feelings that this is something 
spedal. Serve one course at a time, and make sure you 
start with the appetizers and not the cake. 

Once you've finally started adventuring in 
Arcadia, don't let it spoil. The group's dynamiCS snould 
hint at how to prlX.'C'Cd. Either make Arcadia adventures 
a rare event, or begin to slowly build up the idea that the 
morc normal Arcadia seems to the characters, the more 
al ien the "real" world is becoming. It is the atmosphere 
of Arcadia that is special; never let it become mundal"lC. 

2. CONSTANCY. 
00 not make Arcadia the land of whimsy­

where all your fancies can become real, instantly. II is a 
place, like Christendom is a place, or the caslles of the 
nobility are places, or the way a covenant is a place. It 
has its own laws, forms and standards. Within its 
promise of infinite variety, there should always be the 
scnse that the traveller is in some part of a univCfsc 
called Arcadia. You should always maintain somc slim 
sense of constancy. 

You can do this by always including a faerie 
quality to Arcadia, not a Storyguide quality (that means 
you), even though you might be its interpreter. Think of 
refereeing a game in Arcadia as writing a formal poem. 
You can say anything you wish in your sonnet, as klflg as 
it stays within the form. The finished piece looks like a 
sonnet, sounds like a sonnet. but carries your message 
and your vision. 

Once you get a clear idea of the basic rules of 
Arcadia, always work within them. If you play by the 
rules, the players will believe in the Arcadia you create. 
Even if they don't understand what those rules are, they 
will sense that they are there. 

Equally important, you must give the players a 
chance to learn from their e:o:pcriences. For a Saga to 
work, it must always seem to the players that there arc 
rules, and that, over time, they are making some prog. 
ress in understanding them. They must understand why 
things happen as they do in Arcad ia and how to make 
things happen that will accomplish what the charack'rs 
want. They must learn to mast('J" Arcadia. 

There arc rules in Arcadia- there are always 
rules. They are just differC'flt from the rules of the ITVJrtal 
world . Very, very difrCT('nt. 

3. FREEDOM. 

Our knowledge of Arcadia comes to us through 
faerie tales. 11-.c most conunon mistake a Storyguide can 
make when controlling a legendary place is to make 
what happenS there a legend, and in the process become 
a storyteller instead of a Storyguide. If player characters 
do not know how to make something happen in 
Arcadia, do not do it for them. Nudge them along the 
path of learning, so they do things for themselves 
instead. 
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Exmrpli gmtia: A group of tulVCIhlrers WA'nts 
10 TelIch Uier Arionrod, the castle of Ihe TlUltha de 
O:rMM. They know thIlt 0ItT Arionrod is t~ 
amsldflltion CoraM Borealis lind have tntm:sl 
Arcadi4 to get there. Now they are stllmptil. No one 
IIIl'lIl clue of wllat to do next. It's your worsl 
nighlFIUITt, 1M dumu:lers tlrt going to gel losl in 
Arcadia, and Ihe players tire gcJing to blmne you. 

1bcre is something you c.n do however. First of 
all, you can give an appropriate character a chance to 
know a legend, for instance, that the faerie's sacred ash 
tree is supposed to have roots that reach the core of the 
earth and branches that touch the Sky. Then let them 
decide what to do. Nevercreate a breeze to carry them 
off or make a giant tree appear,;ust to be convenient. 

The hardest part of being a Storyguide instead 
of a storyteller is giving the characters complete freedom 
of action, because they so often don't do what you 
expect. Suppose you decide the characters can get to 
Caer Arionrod by climbing the ash tree, and over the lasl 
Ihree stories have carefully given them dues. However, 
lhere Is an over·active imagination in all the players that 
comes out when they firsl contact Arcadia. Creativity is 
~limc5 more than you can deal wilh in a world 
where Imagination is everything. 

During the game session, a grog looks al a dew­
covered landscape you just de5<Clibed, spots a rainbow, 
and decides to climb it. Or a companion astrologer 
reasons that, since the abodes of all the Tualha de 
Danann seem to be in the sky, their part of Arcadia must 
be in the sky. She decides to use her star charts as maps 
to lead the group to CaeT Arionrod. They use their 
imagination to solve the puzzle, instead of their reason­
ing the way they are "supposed IOO.~ 

If a player's reasoning violates the general rules 
of Arcadia, or the specific rules you as the Storyguide 
haV1! decided are important, then don't lei it work. 
Always allow the players to try anyway, and deal with 
the consequences. However, if the only reason a 
character's idea wou1dn', work i5 that you hadn't 
planned things that way, then let it work. Let them "get 
away" with it. 

The power of the imagination to create reality is 
just as great in Arcadia IS it is in a Storyguide's mind. If 
an idea creates a practlcal problem In the 5CCJ1,ario, like 
getting a group to some pl4lce 50 quickly that it ruins the 
plot, then you have several options. Arcadia offers 
many legitimate Sioryguide aids - differential time 
rates, faeries hostile to mortals, hypnotic {aerie dances 
and games, and helpful or hostile powers who can shape 
events more easily than any human being. But instead 
of molding the players to your vision of the world or the 
story, mold your story and world to the players. 
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Chapter Fi~e: Faerie 
A 

Each faerie is a unique creature, unharnessed by the restrictions of race or breed. 
Faeries are natural extensiol\5 of the caprice of nature, of the creativity, the pattern and 
the flow of the natural world. Nevcr-the-less. there are some things which faeries have in 

common. In as much as generalizations are possible when one 
speaks of the faeries, we shall try to describe what they are like. One 
must be careful not to over generalize, to make more of these 
commonalties than th~ really is.. 

One obvious question to ask when creating stories 
involving faeries and faeries places is how faeries usually interact 
with humanity. lbcse interactions are quite varied and can take 
many forms. A few 01 the more common ones arc discussed here. 

"Borrowing" 
Many faeries, especially minor faeries who live close to mortal farms and villages 

and have no real allegiance to the Seelie or Unseelic Courts, steal from humans. Food is 
the most common thing stolen, though they may call it borrowing. Sometimes the facri('S 
take tnc actual food, but more often they take its "£oysen'" or substance, leaving its form 
behind. For example, a loaf of bread which has had its fOYsoI'I removed would be very 
light al'ld dry and would have no nutritional value if eaten. Other items rclatil'lg to food 
are also taken _ grail'l, flour, even catile, and in all cases, the faeries may either take the 
actualltcm or its foyson. To the faeries, and to someone with second sight, the foyson 
will look just like the actual food, and the food from which it was taken will seem hollow 
and insubstantla1. 

Faeries do not steal from everyone - good, generous people will rarely, if ever, 
experiena! faerie thefts. Faeries steal from those who earn their disfavor, from the selfish, 
the slovenly, the miserly, and the overly and boastfully piOUS. As an example of this kind 
of behavior, the old expression "don't cry over spilled milk" was in part an imploration 
to be generous, sina! the faeries would get the spilt milk, and crying too much over it 
was seen to be petty and stingy, and could earn disfavor. 1nc unspoken last part of the 
phrase Is "becausc someone will benefit from ii," meaning the faeries. 
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Trade 
TIle same faeries who steal from mortills they 

dislike will also deal quite happily with mortals who 
respect them and their wilys. Faeries may also borrow 
things with the intent to return - primarily milk, grain 
and similar foodstuffs, as well as occasional agricultural 
implement$. When a fa<!rie comes to borrow from a 
mortal, they ask politely and expect their request to be 
granted unless they are given a good reason. However, 
they always repay their debts promptly and with 
generous interest, although they always rep"'Y their 
debts with barley or similar faerie products. 

The best way to deeply upset and !ll'Igcr a faerie 
is to refuse a reasonable request to borrow something or 
to insult or question III faerie's repayment in quantity or 
quality. Faeries may also loan special items out to 
mortals. For c)I8mple. in return for a small pay~t in 
whrot or flour, the people of iI small fanning village may 
be able to go to a nearby faerie mound and bol1'OW a 
large magic cauldron which turns plain food placed in it 
into a large, wonderful fcast. However, should they ever 
forget to rctum it, Ihe cauldron will become a useless old 
brass cooking pol and the faeries will never trade with 
them again. 

Sometimes, faeries wish mortals to provide 
5('rvi(.'C'5 rather than goods. 1nere are many cases of 
faeries coming to mortals (often in di!;gui5C) to ask a 
midwife, a veterinarian, a seamstress, or a cleaning 
person to do a task for the faeries. Only when the person 
arrives at the faerie's home does it become obvious for 
whom they are working. 1lle tasks set by the faeries 
(del ivering a child, cleaning up the house for a special 
occasion. etc.) usually take less than a day to oomplek>­
faeries never request mortals to rome for long-term 
service. Once that task is complete, mortals will be st'nt 
home with a reward (assuming the job was well-done 
and they didn't ask too many questions). Sometimes the 
payment is a small charm or ointment which allows a 
person to see faeries or perhaps perform some minor 
magical teat such as breathing underwater (if the faeries 
were water faeries). More often, it is a closed bag which 
they are told not to open until they get home or a minor 
and mundane reward such as a bundle of straw or a 
handful of leaves. If the person complains or protests at 
this payment, the faeries become quite upset, take back 
the payment, and throw the person oul. If the closed bag 
is opened before It is taken home, all that will be found 
inside will be lumps of coal or some similar material. 
However, if the pc:lson takes the gift graciously and 
takC$ it home with him, the coal or !ltrllW will transform 
into gold or jewels upon arrival (the previous appear­
ance was an illusion - they always were gold or jewels). 

Often, more regal and powerful faeries will 
requcst the PK'SCnce of talented musicians or storytellers 
and pay them in a similar fashion. However, it is 

equally likely that lames would kidnap such people. If 
the person's perfonTlilnce is quite good,the faeries may 
even ask for a repeat performance, and if it was superb, 
they may not allow them to leave. 

In general, trade with the faeries can be risky, 
but If it is done carefully and with respect, it can be 
highly profitable. Only through trade is it safe to take 
vis from the faerie realm 

faerie Kldnaplngs 
Sometimes faeries will steal people rather than 

things. There arc two major types of faerie kldnapings. 
In the first type, the faeries kidnap people because of 
some spedal talent or characteristic they possess - great 
physical beauty, artistic or musical talent. exceptionally 
strong faerie blood, or something of the like. After a 
mortal has been kidnaped by the faeries, he or she will 
be pampered and well·treated, but will not be released 
under nonnal circumstances. Escape, especially If aided 
by other mortals, and bargaining for freedom arc all 
possibilities. Sometimes the captivity will be more 
subtle. 1lle faeries transform some of the people they 
kidnap into f"eries, so they nO longer fit into the normal 
mortal worki. Ho~r, if desired, there are several 
ways of regaining one's humanity, although these 
procedures always require the "Id of a mortaL 

Changelings 
The second type of faerie kidnaping involves 

children. As a rule, such kidnapings are exchanges in 
which the faeries kidnap a mortal child and replace it 
with a faerie ~changeling." Reasons for 5uch exchanges 
are manifold. However, changeling is a blanket term 
which covers several distinct types of faerie kidnap­
pings. The best known involves the theft of unprote<:tcd 
human children by faeries. The child is switched with 
one of three things; a very old faerie which resembles a 
wi.tened child, a faerie child (sometimes deformed ), or" 
wooden stick or image. All are enchantOO to resemble 
the stolen child, but do not act in the same ways. 
Though the farruly may not realize what is occurring. 
there are enough differences in behavior to due In the 
family if they have time to notice (which most serf 
families do not, but noble families certainly would). 
Some changelings, however, fit in much better than 
others, especially the ones who arc not defonned and 
look identical to the original baby. 

Old faeries become changelings as a means of 
gaining new expcrience5 as well as regaining their 
youth. Not all faeries grow old, but for some reason 
some 01 them do; this uncomfortable situation can be 
alleviated by growing up all over again. The parents 
can force the faeries to take back the wizened baby and 
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replace the child if they can force the baby to somehow 
reveal how old it is. If the faerie baby is allowed to 
remain, the changeling will always Sol'CJ1\ older than i~ 
age and may even have wrinkles, but it will otherwise 
grow up normally. However, on the morning of the day 
of its marriage, the changeling will always leave mortal 
families and return to the faerie realm. 

Deformed faerie children can be mistreated until 
the faeries rescue them and replace the original child. 
They will alw",ys be deformed in a way thilt would 
match their f",erie form <e.g. a Dwarf would be a very 
small human), butlhey will otherwise grow up to be a 
normal child and adult. There is almost no means of 
getting back the original child when il was replaced by a 
wooden doll, for faeries care nothing for images. ~ 
stolen child must be kidnapped back in such instances, 
though sometime5 a trade- will be possible. 

'The stolen mortal child who is not re5C:ucd may 
be transfonned into a faerie or raised by the faeries to be 
an intermediary between the faeries and mortals. Faerie­
raised mortals usually return to the mortal world, at 
least intermittently, as adults. 

Healthy faerie children only appear among 
mortals in one of two circumstances - ei ther the faeries 
lend them 10 mortals or mortals steal them from faeries. 
Faerie children nursed by a mortal woman may develop 
the mortal abilities to create and to exist independently 
of Arcadia. High Faeries treasure the5€! powers so much 
that they sometimes risk a healthy faerie child as a 
changeling until it is weaned. They will steal it back to 
Arcadia once weaned, and keep the mortal child until 
then as insurance that the mortals will not try to keep 
the faerie child and lose their own. The mortal child kept 
hostage may gain minor faerie virtues from Its early 
captivity, or may grow into a s trange ",dult. Poets, 
visionaries. and strange men and women who become 
weakened and confused in places where Faerie Aura's 
once were strong are said to be created In this way. 
Sorrdimcs such an exchange becomes permanent, and 
both sides usually are enough for the foreign child to 
raise it as best they can. 

Mortals steal faerie children, as weU, though 
usually by accidcnl People who find an una ttended 
baby by a stream or in a wood may bring home a faerie 
child whose mother was momenlarily absent. Such 
children can be raised as mortals, but they will always 
be somewhat different. Their faerie parents often cannot 
find them to try and bring them back, so they usually 
grow to adulthood as morlals. Upon reaching ",dult­
hood, most discover lheir true heritage and return to 
Arcadia. Those who do not may find themselves carried 
then:! the first time they enter a lak", swim in the ocean, 
travel into a faerie forest, or visit a faerie site. 

One thing which musl be understood is that faeries 
do not actually have children, but that SOITV! faeries 
decide to appear as babies or children as II part of II 

game or when mortals ",re around, as a way 0( getting 
sympathy. Other faeries may act as thC"ir parents, 
playing another game, though that is not always com-
~n. 

Hall·faeries also exist. Few faerie children 
remain in the mortal workllong enough to have chilo 
dren of their own, but it does happen. More often, 
mortals taken to Arcadia live and have children there. 
These children are usually raised as faeries, though 
ointments and spells must be used to give them a full 
complement of Nnatural~ faerie abilities. Half-faeries are 
often drawn to the world in which they were not ra ised, 
for they are bound to il by blood ties. 

Very rarely, special circumstances arise in which 
a chi ld may live in one world but maintain contact wilh 
parents in another. Mortal children whose mothers hilve 
been stolen to nuT5C faerie babies may be cared for 
nightly by a visitor from Aradia. A respected mortal 
might be asked by the faeries to godfather a child whose 
faerie father has died, to give the child expel ience that 
would keep it safe even in the morta! world. Many 
strange interactions are possible, though they are always 
rare. High Faeries, "'nd a few wilderness faeries, are 
usually the ones involved in creating Changelings. 

Some changelings manage to grow up fully 
convinced that they are human. They an usually 
interact with mortals normally and their faerie powers 
rarely manifest thernsclves. However, such powers (and 
weaknesses) can be awakcncd when they come in 
contact with other faeries or when journeying into faerie 
realms. Once the changeling realizes he is a faerie, il is 
often difficult for him or her to return to the mortal 
world. Those who do will often attach themselves 10 
magical covenants, and make good Companion charac­
,=. 

Mortals who have been kidnaped by faeries may 
also grow up believing that they are faeries. ills rare 
that they evCf return to the mortal world, as they are 
of len strongly guarded by their faerie captors and taught 
to fear mortals as any faerie does. If a kidnaped mortal 
returns to his own land, he will be wry uncomfortable 
lhere, but may in time leam of his true origins and come 
to aocept the mortal world. 

Faeries Amon\! Mortals 
Sometimes faeries will come to live with mor· 

tals, usually because a faerie and a mortal fall in love. In 
the vast majority of such cases, the mortal docs nol 
know the faerie is a faerie, although sorrdimes this fact 
is discovered afler the two of them are manied. In any 
event, the faerie will always have some socret which the 
mortal is asked never to question. Examples of such 
seclets include never opening a locked ci1cst, never 
asking the faerie about its home or background, or 
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simply never finding oul the faeric is a faerie. If this 
S(.~ .. el is uncovered, the faerie will immediately leave the 
mortal, never to return, unless the mortal can approach 
the faerie's family and ask to be given a number of very 
difficult tasks to pcrfonn to win the faerie back (many 
story ideas co\.lld arise from aiding someone on S\.lch a 
quest). On rare occasions, the mortal will discover the 
faerie to be a faerie, and will be invited to rome live in 
Arcadia, or in a faerie place, where the mortal can stay 
as long as some secret is not uncovered, or some action 
not perio'lloed. If this taboo is broken, the mortal will 
instantly be transported back to the mortal world, never 
to return. 

Faerie Gifts 
One important pa.rt of faerie/human interac­

lions are the gifts faeries give to mortals. Gifts are used 
by faeries to reward human service. 'These gifts are 
generally of an unusual nature. Sometimes they are 
magical channs which allow the pe.son to fly, breathe 
underwater, become invisible, or some Similar magical 
ability. More often, they consist of transfonned wealth. 
To the gracious and deserving. the faerics give gold and 
jewels disguised as things of little value such as straw, 
leaves or coal. These items then assume real form the 
next day or when the bearer brings them to his home. To 
the gtecdy and ungrateful, the faeries give leaves and 
straw disguised as gold and jewels, which revert to their 
true form the next day, or sometimes when the persons 
to whom they were given tries to spend them. All faerie 
gifts partake of faerie magic and faerie morality, and likc 
faeries, most are not what they seem; an old worn-out 
hat may allow the wearer to breathe underwater and a 
lump of coal may be a nugget of gold in disguise. 

Faerie Abilities 
Many of the faeries presented in this book share 

similar abilities. These abilities are listed below for ease 
of reference. 1nese are the ustandard" abilities (or 
fae!ries, though some abilities may diff('t in specific cases. 
Each abitity will include guidelines on Faerie Point costs, 
with higher point costs meaning a more powerful usc of 
the ability. The exact point cost will vary with the 
individual faerie, depeoding on its power. Faerie Point 
costs for abilities generally range from 1 (very weak 
ability) to 20 (very powerful ability). The Storyguide 
should decide the specific abilities and Faerie Point costs 
for individual facries in his Silga ba~ on the sugges­
tions provided in the faerie descriptions. 

Note that these abilities are TIOI spells. They 
cannot be resislt'd by nonnaJ magic. Some faeries may 
have abilities that do work like spC!lls - these will be 
indicated in the individual descriptions. 

Brew Faerie Potions 
A faerie with this ability can manufacture one 

polion after 12 hours of worle.. A polion can be instilloo 
with one of the facrie's other abilities, including any 
spC!II-like abilities. At higher Faerie Point costs. more 
potions can be brewed in a 12-hour period, and the 
brew('t can also use abilities from other faeries (or even 
mortals). Common faerie potions are Faerie Sight. Water 
Breathing (CrAq), and Invisibility (Peim). Sometimes 
potions with special or more long-term powers and 
effects can be created, but these take! at least a month to 
brew. 

Any mortal drinking the potion unde.gocs the 
effects of the ability imbued in it. Duration is one hour 
per Faerie Point spent on brewing the potion. Normally, 
faerie potions do not affect faeries, but the rare ones that 
do, have no effect on mortals. 

Chan~e Size 
This ability allows the faerie to change its size 

either up or down by a number of Size points (sec Als 
Magica, p. 25) equal to the Faerie Pointrosl. Thus, a Size 
·2 faerie with a Change Size ability at a cost of 3 could go 
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up to +1 in Size ordown to -5. Some faeries can use this 
ability only to shrink or grow (but not both) - this will 
be specified in the bestiary. 

Charm 
A mortal who is chal"mCd by a faerie does 

anything that the (aerie wills. 11lc subject can resist any 
command of the faerie by rolling Int + Per and cxcccd­
ing an ease factor set by the Storyguide. A higher Faerie 
Point cost usually means a higher case factor. 

1nc Chann ability only works through some 
sort of contact between the faerie and its subject At 
Faerie Point costs up to 5, the sub)cct must be touched. 
At costs of 6 to la, the subject must hear the faerie's 
voice. At costs above 10, simply the sight of the faerie is 
enough to charm the subject. 1l\c Chann ability lasts as 
long as the contact (whatCVCT type) is maintained 
betwcen the faerie and the subject. 

Communicate With AnimalslPlants 
Faeries with this ability can exchange infonna­

lion with animal and/or plant life. llIe Fame Point cost 
should be used as a guideline for the complexity of the 
infonnation that can be exchanged, with 1 point mean­
ing simple yes/no questions and up to 20 points mean­
ing a total exchan~ of fcctings and knowledge. 

Control Animals 
This ability anows the faerie to rontrol a single 

animal. the size of which increases with the Faerie Point 
cost Subtract 6 from the Faerie Point cost to determine 
the Size score of the animal that can be controlled (see 
the Size Table on page 25 of An Mlgka). Thus a Faerie 
Point cost of 3 allows the faerie to control an animal of 
Size -3 (cat). 

Each full expenditure of Faerie Points allows 
control. of an animal for 12 houn. After initial contact, 
the subject docs not have to continuously be in contact 
with the faerie to be controlled - there is no limit to 
how far the two can be separated. However, the faerie 
must conantratt on the controlled animal in order to 
"willu it to do a particular task. Naturally, the animal 
cannot be willed to do anything outside its normal 
abilities (unless the faerie has somehow enhanced them). 

Control Fertility 

This ability allows the fame to limit or 

enhance the fertility of a given area equal to the Faerie 
Point cost in acreage. This ability affects all reproduction 
in the area, plant and animal. Naturally, characters may 

not become aware of this fact until much later In the 
Saga, but an area known to be especially fertile or 
infertile will be a clue to the existence of a faerie with 
this ability. 

Control Person 
This ability works similarly to Control Animal, 

only it allows the faerie to have control over a single 
mortal. llIe effects arc similar to the Rego Mentem spell 
Enslave the Mortal Mind, with the target getting an 
initial chance to resist by ro11ing Stm • Int. The ease 
factor of the roll depends on the Faerie roint cost. 
Additional resistance rolls may be allowed when the 
subject is made to do things strongly against his or her 
will. As in the Control Animal ability, only initial 
contact is needed between the faerie and the subject to 
be controlled. 
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Create Invisible Barrier 
This ability allows the (aerie to create a barrier 

uncrossable by mortals. The length and height of the 
barrier is equal to the Faerie Points expended in yards. 
The barrier is invisible to mortal eyes but can be detected 
by those with Faerie Sight. This barrier can only be 
created within the faerie realm. 

Curse 
At low costs, this ability allows the [aerie to 

eause minor annoyances in morta1s, such as curdling 
milk, preventing brt'ad from rising. etc. At high costs, a 
Curse can cause persistent nightmares, prevent a patch 
of land from supporting life, etc. The Storyguide should 
customize the curse to the nature of the transgression 
committed against the faerie. 

Elemental Control 
This ability allows the faerie control over one of 

the magical forms Aquam. Auram.lgncm, or Tcrram 
Some faeries may be able to control two forms, and rarer 
still are those who have mastery over three. A faerie 
with Eltmental Control can utilize the spol'lIs associated 
with the {onn up to a Levcl equal to 5 times the Faerie 
Point cost of the ability. For example, a faerie with 
Elemental Control (Aquam) with a Faerie Point cost of 6 
can use Aquam spells up to level 30. The spells arc not 
Weast" and do not require a lOU - the effects of the spell 
arc simply produced by the faerie. 

Elf.hot 
Elfshot is a special type of faerie dart or arrow 

that affects mortals. The effect of elfshot on mortals 
depends on the Faerie Cost to uS£' the ability (paid by the 
faerie each time elfshot is used); 

1-3 Cause Pain for +2 rounds. Subject must 
roll Int + Sim of 12+ to perform any 
action. 

4-7 Cause Visions for +3 rounds. Sub;cct can 
perform no actions. 

8-1 0 Cause pc .... anent paralysis in affected 
part o f body. 

11-15 Cause permanent madness. 

16+ CauS(' in$t.ant death. 

Elfshot is considered a ranged weapon fo r all 
purposes and facries using it have a limited supply 
(generally 4 to 6) which can be replenished after a 
combat session by the Enchant Objects ability. 

Enchantinq Music/Voice 
A faerie with this ability is able to produce 

beautiful music that has an effect on mortals who hear it. 
The exact effects depend on the Faerie Point cost. A cost 
of 3 OJ less simply calms the subject, while a cost of 4 to 7 
causes immobilization. At costs of 8 or morc, the target 
effectively comes under the faeric', limited control, as in 
the Charm ability. However, the sut>;cct cannot resist the 
faerie as long as he can hear the music. 

Faeries who produce Enchanting Music do so 
via an instrument. which they must be able to play in 
order to use the ability. The Enchanting Voice ability 
can be used by a faerie who is able to sing (i.e. his mouth 
or throat is not in some way restrained). Note that some 
faeries have bolh types of abilities. The effects of En· 
chanting Music/Volce last as long as the music is being 
produced. 

Enchant Objects 

A faerie with this ability is able to create magical 
items. A faerie can create a number of magical items 
each day equal to its Faerie Point cost. Each item created 
can only be imbued with a spell or ability known to the 
faerie. The level or Faerie Point cost is used to detennine 
the Base Level of the object's dfect (see p. 104 of Ars 
Magiu). 

FaerIe SII/ht 
Sec the Faerie Sight virtue on page 93. Generally, 

Faerit Sight has no Facrie Point cost. 

FIiqht 

This ability allows the faerie to fly a number of 
miles equal to the Faerie Point C05t before having to 
touch ground again. Some faeries arc able to bestow this 
ability on others, whether mortal or faerie. 

Glamour 
Glamour is a very powerful illusion. A faerie 

with the Glarnolll' ability is able to create illusions which 
lire effectively Nreal" as long as the faerie is prescnt. The 
Faerie Point cost regulates the size of the illusion (sub­
tract 6 from thl" Faerie Point cost and consullthe table on 
page 35 of An Magica). An illusion produCl"d by 
Glamolll' will appear Teill to alt fiye senses and can affect 
the physical world. The faerie must maintain a line of 
Sight on the illusion to sustain its existence. Once the 
faerie is out of sight of the illusion, or ceaSE'S to concen· 
trate upon it, the illusion disappears. However, any 
effect the illusion may have had on the world remains 
(including physical evidence such as footprints). 
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Illusion 
An illusion is an image Cl't'atcd to fool the 

senses. It is not "real" and has no effect on the physical 
world. This ability allows the faerie to produce the 
effects of Creo hNgonem spells. Multiply the cost in 
Faerie Points by 5 to detel mine the Level of spells that 
can be produced. 1nc illusion created lasts 8510ng as the 
faerie concentrates on it. Remember that only Ihc effects 
of the spells are being produced - this ability docs not 
work like a real spell. 

Infatuation 
This ability produces'ln amorous attraction in 

mortals of the opposite gender. The mortal is not 
channcd or controlled, but will be attracted to the faerie 
and may rail in love with it given enough time. A moria] 
has one ctv.nce to roUln! + Stm to re5i5t the Infatuation, 
the ease factor depending on the Faerie Point cost of the 
ability. 

Infatuation works either by sight or by voice, 
and is thus considered two separate abilities. Some 
facri!!5 may possess both types of Inbtuatlon al differ­
ent Faerie Point costs. 

Invisibility 
Use of this ability prevents the faerie from being 

detected by mortal senses (all senses, not just vision). 
Invisibility lasts up to one hour per Faerie Point C):­

pended, though most faeries with this ability arc ablc to 
control thei r invisibility during this period. For example, 
at a Faerie Point cost of 3, the faerie can be invisible for 
up to 3 hours before having to spend points again. 
However, during that 3 hour period, the faerie can 
willingly nuctualC between visibility and Invisibility. 
InvislbUity does not work against other faeries, delTM;)ns, 
or those with 5econd 5ighL 

Insubstantial Form 
This ability allows the faerie to assume a non­

physical form. Physical objects cannot affect a faerie 
using Insubstantial Fonn,. nor can such a faerie affect the 
physical world. This ability does 1101 make the faerie 
Invisible, rather, the faerie becomes a ghostly apparition. 

InsubllulUaI Fonn can be sustained up to one 
hour forcvery Faerie Point expended. As per invisibil­
Ity, thc faerie can willingly control his fonn during that 
period. 

Prophecy 
This ability allows the faerie to accurately 

presage future events. Naturally, this can cause prob­
krns for the Storyguidc, sine"(' he may not know the 
outcome of such events. Consequently, such prophecies 
should be in the form of vague references to infonnatton 
to which the Storyguide is privy and that will likely 
affect the characters In the future. The Faerie Point cost 
can be used as a guideline for how far into the future the 
faerie can foresee, with 1 point being the next day, and 
up to 20 points for the end of the mortal's lifetime or 

b"""", . 

Shapechanqe to Animal 
This ability allow, the faerie to take on the fonn 

of an animal. Subtract 6 from the Faerie Point cost to 
detennine the size of the animal. The faerie remains in 
animal form up to one hour for every Faerie Point spent. 

While in animal form, the faerie retains its own 
Int and Per scores. It cannot use any of its own physical 
abilities such as Stealth or Pick Locks, but it does take 
on the abilities of the animaL 

Shapechange to Object 
nus ability is similar to 5hap~chang~ to Ani­

ma), but allows the faer\(' to take the form of any inani­
mate ~l 1bc size of the object is detennif\Cd as per 
Shap~chang~ to Anima), as is maximum time spent in 
object form. Thc object may be anything the faerie 
chooses, and may be made of any material except iron. It 
can be used by mortals and faeries as if it were a real 
objcct (which it is, as long as the faerie is in that form). 

Shapechang:e Other to Animal 
This ability works similarly to Shapechange to 

Animal. but II affects one other mortal or faerie in the 
faerie's sight. lne Size of the animal and tN> duration of 
the shapechange is regulated by the Faerie Point cost. 

Shapechang:e Other to Object 

As per Shilptchangt to ObJtct. but affecting one 
olher mortal or faerie in the faerie's sight. 

Faerie Wealmesses 
Faeries are not all-powerful beings. They have a 

number of strong vulnerabilities that do not affect 
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mortals. ConsequcnUy, these vulnerabilities can be used 
by mortals to keep the faerie work! in check. The wcak­
nesses in this chapter are assumed to affect all faeries in 
the bestiary, but there are some special cases and 
exceptions, and these will be noted whcre applicable. 

Iron 
Tron.like certain animals. plants and other 

objects, hils faerie associations. Not all of lhese aS5OCia­
tions are negativc for the faeries, however. Jron teeth, 
claws and fingernails are COllUl'lOn creations among 
certain types of facries. Iron is not a poisonous or ~anti­
faerie" substance; rather, it is a magical substance whose 
magic is particularly fclt by the faeries. No one is sure 
why iron is especially potent. The most commonly held 
belief is that it is a "'new'" substance, and faeries have 
limits in their dealings with it because they hilve diffi­
culty with modem things. Iron is not always a "'-new"' 
substance, however. There is such a thing as faerie iron, 
and It is ancient (sec insert). Nonnal (i.e. non-faerie) 
Iron does hilve negativc effccts on many faeries. These 
effects are not univcrsal- faeries with iron body parts 
never have difficulty with iron. 1nese who live in 
situations and parts of the world where the use of iron is 
common and ancient (hilrvest faeries, mine faeries, city 
faeries) are the least likely to have trouble with it. Some 
clergy maintain thilt the faerie vulnerability to iron 
comes from the power of the iron nails In the cross. 
Many smiths, howevcr, think thilt the common fairies 
are vulnerable to iron because iron working Is particu­
larly the craft and power of mortals; unlike stone, day, 
wood and gold, iron was first worked by human hands. 

Whatever the source of the vulnerability, it does 
exist in many faeries, but not always in the sari'(' form. 
Some faeries are merely uncomfortable with iron. Others 
are dcslTOyed by it. The following is a list of the possible 
effects of iron on faerics. Unless the bestiary entry states 
otherwise, all faeries of a particular type tend to have the 
same reaction to iron. Multiple effects arc possible on the 
same faerie or faerie type. 

1. Discomfort from Iron 
Iron is ugly stuff. Dealing with It is like throw+ 

ing out a dead skunk. l1lcse faeries will have to make 
stress rolls rather than normal rolls on all abilities when 
iron is at close range or near them. Magic cast under 
these conditions hils a double botch roU, as docs magic 
cast on any}XI son orcreature touching any iron object. 
1bcy will hilve no iron tools, weapons, or household 
goods, and may be extre" ... ~y offended by mortals who 
deal with them while carrying such objects. A mortal 
who chooses to practice crafts or usc tools and weapons 
that do not use iron may earn their special favor. Occa­
sionally, discomfort may be limited 10 certain types of 

heat-forged iron but not cast iron, any kind of iron but 
lodestone, etc 

GencraUy, it is low faeries and humans with 
f~e blood who experience discomfort from Iron. 
Faeries who interact with humans on a regular basis will 
usually suffer from this weakness. 

2. Vulnerability to Iron 
Touching iron hurts as if it were red hot. Such 

faeries take no damage or minimal damage from simply 
touching an iron ob)ecl (although it hurts a great deal), 
but do take +1 to +50% (depending on the faerie) extra 
damage from wounds inmcted by any iron object. They 
cannot cast spells on iron, and iron ignores the effects of 
any magical or faerie ability they have used (an iron 
weapon, for instance, would penetrate such a faerie's 
magical armor as if it did not exist). In extreme cases, 
wounds inflicted by iron will not heal nonnally. These 
faeries hate iron and will always treat the presence of 
iron armor or weapons on mortals as indicating the 
mortals' intention to do thcm harm. They will never 
befriend a blacksmith or a village that supports a smithy. 
They will mislead horses shod in iron and bum Iron­
works when they can. 
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Most wilderness faeries suffer from this weak­
ness. Faeries that live in isolated areas aocl Tilrely N'o'e 
contact with humans almost always will be vulnerable to 
iron. 

3. Sensith'lty to Iron 
Faeries who are sensitive to Iron cannot directly 

or indirectly affect iron, mortals who wear or carry iron, 
or places which are guarded by iron charms. A group of 
faeries sensitive to iron who were planning to kidnap a 
mortal could not do 50 when she was plowing a field, 
for instanc1!, because she would be protected by the iron 
blade of the plough. An iron pot in the fireplace would 
keep them from coming down the chimney, and a 
"I.ucky'" horseshoe over the stable door would keep 
them from sickening the stabled horses. It would also 
keep the friend ly brownie from tending the horses if he 
were sensitive to iron, howCVCl'. Note that the iron 
plough only protects those who are plowing; an iron 
ring will not proted the wearer's companions, and the 
horseshoe over the door will only protect the livestock 
while they are in the bam. Faeries who are sensitive to 
iron have a mystical, not a physical vulnerabllity. They 
do not suffer pain or damage from iron, although in 
those rare cases when such a faerie cannot be affected by 
other objects or weapons, iron ones will have a nonnal 
effect. Such faeries distrust iron. Although they may not 
be as hostile as faeries who are hurt or disgusted by iron, 
they will take the pi esence of spedal iron possessions or 
charms as a clear sign that the mortals who have them 
are not friendly to their kind. 

The High Faeries, such as the Daoine Sidhe, are 
sensitive to Iron, although this weakness is common 
among many different types of faeries. 

4. Bound by Iron 
faeries who are bound by iron al'(' forced to 

behave in certain ways in its presence. The exact natul'(' 
of the binding varies, but usually the faerie must be 
touched by an iron object to be bound. ()n(' common 
fonn of this vulnerability affects some faerie animals aocl 
faeries in animal fonn. If touched by iron (usually in the 
fonn of a bit, halter, shoes, milking pail, etc.), they are 
bouocl to the poS/le5llOr of the iron item as if they were 
ordinary domestic arumals. Sometimes this binding lasts 
until the Item Is removed, other times only until the next 
moonrise or full moon, or until the faerie is poorly 
treated. Another form of iron binding affects more 
human-like faeries, who must speak only the truth to 
any mortal who can capture them in iron fetJers. This 
binding lasts until the touch of the iron is removro. 

A third type involves the use of words that 
invoke the power of iron. Mortals can hold certain 
faeries to a promise, force them to return a borrowed 

item, or insure the return of mortals who visit faerie 
realms by mentioning iron in a spoken charm or phrase. 
This action must be taken before the promise is aded 
upon, the item is borrowed or the people depart in 
order to work. If it is dooe in a quiet, inoffensive way, 
the faeries are not generally insulted. It may be that they 
~gni.xe the act as creating a tme faerie vow, which 
cannot honorably be broken. More violent bindings, like 
putling a faerie in fetters, are almost certain to create 
resentment. Many other kinds of iron bindings exist, like 
asking a faerie to swear on an iron rod or sword. The 
Storyguide Is free to invent them as they seem appropri­
,re. 

Furi~ froll 

FIlC'it iron comes ill lwo forms. The first falls 
from 1M sky or is untJlrlhed in fU:.lds 115 Ihwnder 
slones, buI only wilhin lilt ~ realm. It is u­
lrendy difficw/l to wwk; only a mllSter smith (ability 
level of 5 or mord, a smith who ~ /lid from l'Qrth 
faeries, or II fune smilh am forg~ it. Th~ finishtd 
m~lal hils Ih~ properties of slttl and is th~ color of 
silvo. This type of {aem iron will never rust. 12nd 
edged weapons mtull from it do +lutrll dlll1lllgt dut 
10 its IIbility to hold an uctedingly shIIrp edgt. This 
{IIerie iron is often IIssocillteJ wilh thl 5ltlie Courl. 

The othtr {turie iron is found j1lJ/2ting in dark 
spongy I1IIISS!'5 in urillin {rlcY SWQmp5. It is 
utl'mldy difficult to smdl, often giving off poison-
0115 gIISeS when firsl hl'QteJ. Onu sl1lllteJ into solid 
mlllll, this iron is lxlrmltly t.aSy to work. Thl 
finislttd mtllli NU tht mlllIenbility and llbilily 10 lilkt 
as fi~ dttail as ltad cun, though it is co1l5idtrllbly 
Nirdt,.lt is tht colo, of ltad, and. while it will not 
k«p 12 fi~ edgl, il CIlnnol bl broken lind amnot be 
dllmllged I!y httlt or chrnliCills. This fonn of flltrit 
iron is often 4SsocUIted with tht U1I5ltlie Court. Both 
forms of flurit iron Nitlt tht equivalent of 12 mllgic 
ff!Sistllnct of +25, II£troeligainst anyllttmJpt to 
destroy 0' IIlter thml (IIny Pt:rd.o or Mulo spdlustd 
agAinsllhDn). 

Religion 

Much of what has driven faeries out of the 
world is the Dominion of the Church. Many faeries are 
vuhlCTilble to anything of the Dominion, particularly 
faeries of the Unseclie Court. Many low faeries are also 
affected, as are some 5celie and wilderness faeries. 
Generally, the degree of vulnerability varies with 
individual faeries and faerie places. 

An item or place ot Dominion is given a divine 
POW('!' of 1 to 10. This power is subtracted from the 
Faerie Might of the faerie. If the numbel" is positive, the 
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item has no effect on the faerie, while a negative number 
means the full effects of the item or place is imple­
mented. 

Note that divine power docs not affect all 
faeries. In fact. some faeries can normally be found in 
churches and cemeteries. As a guideline, the IT\On! 

"removed" a faerie's domain is from civilization, the 
more vulnerabl[' it will be to divine power. 

I. Church BeUs 
1be sound of church bells affects many faeries. 

Faeries who are vulnenble to the Dominion will be 
severely fatigued if they hear bells while in a faerie 
place. However, if a faerie is in the Dominion and is 
within 100 paces of the church from which the bells 
~nd, the faerie will be turned to dust. If they can hear 
the bells, are within the Dominion, but are not within 
100 yards, they havc a chance to escape, but will take 
14+ damage as they begin to tum to dust each tum they 
hear the bells toll. 

2. Holy Symbols 
Holy symbols. such as crucifixes, hosts, etc. have 

little effect on faeries because they do not undl!fStand 
the significance of their symbolism. However, if such 
objects have been blessed, they affect faeries upon touch, 
causing a burning of the skin. Such bums are not sevcre, 
but willleavc a mark in the shape of the symbol. Thus, a 
faerie in mortal fonn can often be disccmcd by cross­
shaped bums on the skin. 

3. Holy QeIlcs 

Items of unique Dominion power, such as 
shards of the true cross, papal garments, etc., havt' full 
power against faeries. A faerie cannot come within 100 
paces of any such item. If a holy relic is brought to a 
faerie place, it will keep any faerie phenorrona away 
from the mortal (faerie plants will have no power, the 
faerie inhabitants of the place will stay away, etc.). It is 
believed by some within the Church that such relics can 
·purify"" a faerie plare forever if the relic is Idt there 
pellllanently. 

4. Holy Wilter 
This is a special type of holy symbol which 

affects faeries if they arc tricked inlo drink.ing it or 
washing in it. It then causes a burning sensalion which 
renders them incapacitated until a Int + Stm roll of 12+ 
can be made. It can also be thrown at them with the 
same results, but only large amounts (at least a gallon) 
win produce the desired effect. Remcmlx>r, holy water 
musl be blessed by an ordained mcmlx>r of the Church 
to be effective. 

5. Pr"ayer 
A mortal engaged in prayer is essentially 

"generating" divine power points, but usually no more 
than 2 (if a layperson) or 4 (if an ordained priest). Prayer 
will keep faeries away (unless their Faerie Might is 
greater than the points being gcncrated), but will not 
harm them. There can also be a psychological effect on 
the faerie if the praying is loud, passionate, and steeped 
in holy words of the Church (invocations of the Trinity, 
etc.). Even the Latin tongue is psychologically crippling 
to faeries who speak the old languages. 

6. Dominion 

Most "civiliU!d" a~as are under the sway of the 
Dominion, and Faerie Might is usually reduced there 
(sec the chart of p. 73 of An Magica). Actual consecrated 
ground (churches, cemeteries, holy shrines, elc.) is vt'ry 
dangerous to faeries, which is why faeries usually avoid 
it. Faeries entering consecrated ground are sometimes 
dissipated immediately, dCjX'"ding on just how vulner· 
able that faerie is to Divine power. Even the most 
acclamated faeri es often will lose body and/or fatigue 
levels while on consecrated ground. Faeries who live 
within the Dominion (low faeries and "humanW faeries) 
must tread carefully and be very much aware of where 
ground has been consecrated by the Church. Such 
faeries often know of tiny faerie areas to where they can 
retreat and disappear whenever and however long Ihal 
area disappears under the power of the Dominion. 

Mortal Creations 

Since faeries represent the andent world, before 
the coming of iron and the Dominion, many faeri es, 
especially high faeries, arc susceptible to the creations 
and inventions of mortals. This is especially true of 
scientifIC or mechanical inventions. The faeries not only 
distrust such devices, but avoid them and anyone 
associated with them. While there were few great 
scientific strides in the Middle Ages, what few there 
were, especially in the ami of architecture, agronomy 
and mililary warfare, were enough of a change to further 
alienate the faeries. While some faeries are naturally 
curious, Ihcir curiosity turns to distrust wh('J\ confronted 
with new mortal creations. A mortal Wielding any 
devke that has been recently invented may be able to 
usc it keep faeries from harming him. They fear and can 
be easily hanncd by such things. 

This does not affect all faeries - many low 
faeries have adapted to the mortal world and arc not 
afraid of such devices. Gcneral1y, It is the wilderness 
faeries and high faeries who fear such devices. Their 
powers arc not reduced while in the presence of mortal 
creations, rather, they are afraid to take any action 
against those bearing them. 
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Chapter Six: Bestiary 
Hou$C Bonlsagus many times has attempted to calculate, collate and classify the 

fabulous and fOreign nature of the fay and their magic. For centuries, House Mcrinita, 
the greatest experts In the Order and friends of the faeries, have sat aliC'l'lgth with their 
soda!;s (comrades in magic) trying to explain and share their insights. However, the 
wild, free-nowing thoughts and experiences of the Merinita magi are very hard to relate 
to those who have had less experience with fames. Many in House Bonisagus now 

. is useles.s to try and quantify or organize the nature of the elusive fay . 

1bere was ilt least one successful result of these discu5-
sions, however. House Bonisagus commissioned House Mercere to 
gather as much infonnation on the differing types of faeries as 
possible. Annulus Cum Joham..e, a redcap, travelled across the 
known world, from covenant to covenant, encompassing the entire 
Order, talking to the magi of House Merinita about the peculiarities 
and the similarities of their experiCl'lCi?S with the fay. The following 
is drawn from her work, Nurnil1urn Dux, a manuscript of CIlOrmous 
import to magi. 

1'he different trJx'S of facri($listed in this work are 
merely descriptions of the dif"fu~,em"t trJx'S of faeries as they haw been been classified for 
the Ordcr of Hcrmes. Each faerie is unique and by no means can you differentiate the f"y 
into sep;1Irate species. Even the most dogmatic magus would not suggest that every 
{aerie will f,,11 into one of these categori($, "net it must be understood th"t one p"riicu]"r 
{"erie may combine elements of two or three different cI"ssific"tions. The system which 
is employed below is merely one "ttempt to have some general means to c"tegorize the 
enigmatic facries, so as to gain somc broad "ppredatlon of the spectrum of powcrs "nd 
appe"rances which they cover. 

"Thc {"cries themselves certainly don't think of themselves as being a particular 
type of faerie, though it is thought that they have a ccrtain ranking system among them. 
perhaps based lOO5ely on a combination of their noble status and their Faerie Aura r"ting. 
Certainly the weaker faeries tend to be deferential towards the nobility of their kind . 

., haw gathered this information in many different lands and from many 
different sources. While I was origiNlly charged to speak mainly with magi of House 
Merinita, o ther magi have also beeu very useful to my research,. and roost surprisingly, 
the custod~ of each covenant. After sifting through much of their sometimes overly 
dramatic reports, one can see some very interesting ideas about faeries "nd their Ilk. Just 
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illS one rarely call~ our faithful f. ic,ods Hcustodl!sH rather 
than grogs, the common names for these creatures are 
sometimes more useful than those designated by a 

""gu>" 
TIle following chapter lists the name most 

commonly used by magi first. If the grogs use a differ­
ent name, it is separated from the common name with a 
hyphen. If the latin name used by Annulus is not the 
common name, it follows the common name in paren­

theses. 
(Editor's Note: Complett slalislia art given only for 

some of I~ mort imporlllnl or /7izam fturits. We've done this 
in lIn tfforl to promote lhe roleplaying lind rwll~ wargaming 
aspect of roleplilying gamesJ 

The Seelle and 
Unseelle Courts 

As mentioned previously, there arc two faerie 
"courts," the Seclie and the Unseclie Courts. In one 
sense, the courts are the realm of the wealthy OInd 
aristocratic Daolne Sidhe, much as a mortal court is the 
ft!alm of mortal nobl('S. In another sense, the two courts 
are two alien mindsets which many but not all High 
Faeries belong to. 

1nere are many ways of characterizing the 
actual differences between these two courts - they are 
not simply the "good and evil" courts. Instead, the 
Seclie Court is peopled by faeries who OIre associated 
with growth, change, and the beauty of a wann spring 
day. The UnSC('lie Court is peopled by faeries who 
embody stasis, decay, and the beauty of OIn autumn day 
or the power of a blizzard. In one sense, the Seelie Court 
embodies the power and beauty of Spring and Summer, 
while the Unseelie Court embodies the power and 
beauty of Autumn and Winter. However, both courts 
exist all year round. 

11 could also be said that the two courts embody 
diffcren.t aesthetics than 10 have different moralities. In 
addition, both courts are r.ecessary to the world, since 
new plants and OInimals cannot exist unless old 01\C'S die 
and provide them with food and living spoore. Most 
humans do not take such a broad view, often with good 
reason. Neither court respects humans, or their wishes 
and comforts. Members of the Seelie Court may kidnap 
creative humans, or invite humans to come dance until 
they drop from exhaustion. ~ faeries of the Unseelie 
Court. however, may hunt humans for sport, OIS well as, 
of COUf5C, occasionally kidnaping gloomy poets and 
singers of sad :songs. While fOlmes of both courts should 
be avoided by sensible humans, dealing with faeries of 
the Unseelie Court can often prove more grisly and 
lethal. To many humans, the fact that the actions of the 

Un5Celie Court can be classified as evil is enough 
evidence to conclude that the often more obviously 
beautiful faeries of the 5eelie Court must be Hgood" in a 
human context. This kind of mistake can be fatal when 
dealing with faeries. ~ two courts arc primarily a poor' 
of this changeable world and the faeries who live in 

contact with it. 
Those Daoine Sidhe and other faeries who live 

in the less changeable realm of Arcadia do nol concern 
themselves with polar opposites like the Scclie and 
Unseelie Courts. Even in the mortal world, most Nu­
mina MOInl and Numina DCscrt6rum care not a whit for 
the two courts or what the Sidhe wish done. In general, 
the High Faeries like the Sidhc are the ones most con­
cerned with the: two courts. TIle High FOIeries of both the 
Seelie and Unseelie Courts depend strongly on mortal 
help. High Faeries are often masters of Glamour. 
However, they pooy for their power over the unseen and 
the unreal; reality is very difficult for them. Those few 
mortals who have witnessed faerie battles or competi­
tions report that the killed or defeated faeries simply rise 
up at the finish as though nothing had happened. 

Tn order to create anything singular or perma­
nent, faeries need mortal beings. When the Seelie Court 
makes war, they need a human champion who can truly 
kill or truly be killed to fight with them. ~ presence of 
mortals allows mortality and permanence into the 
situation. The fighting faeries can kill Of be killed while 
mortals are involved. Otherwise, neither victory nor 
defeat has any real meaning. lbc same applies to 
tournaments and sporting events. Of course, the faeries 
have all sorts of private events among themselves. 
Mortals become N,!CCSsary only when the game is to be 
played "for kccps.H 

The same rules apply to the Unscelie Court. 
While the Scclie Court's occasional need for mortals may 
be the starting point of great OIdventures, the Unseelie 
Court's use of mortals is much less pleasant. Often, they 
are simply a rese. voir of "mortal Iris" to be drained dry. 

Within the mortal world, the Seelic Court is 
strongest in Britain and northem France, and the most 
powerful members of the Court are likely to be found 
there. Northern countries where long wintt'f nights and 
the aurora borealis hold sway OIre the stronghold of the 
Unseelie Court. 

Numlna Deserlorum -
wilderness faeries 

Numina Descrt6rum are faeries who inhabit the 
wilds of the world and rarely corne in contact with 
civilized humans. If humans wish to contact a Numen 
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DCscrt6rum, they will have to seck it out in its domains 
where it is very powerfu1. Wildcmcss faeries are 
differentiated by the types of terrain in which they can 
be found. 

Silvestria Numlna - forest faeries 
1bc faerics of the coniferous forests resemble the 

forest's inhabilants. both plant and animal. Silvesma 
Numina tend to be either dark hairy creatures of im­
mense strength or quick bright apparitions, here and 
then gone In an instant. The fay of the woods are often 
the most seemingly primitive of faeries to the mortal 
eye; they are often naked ordreMCd In simple, ancient 
clothes, without obvious tools, skills or dwellings. Many 
have ilnimal characteristlC5 or are wholly animal in 
appearance. Mortals who deal with a Siivestris Numen 
would do well to remember that these faeries are lords 
of the forest and all the trappings of civiliution are toys 
in their hands. 

Havi Lesky 
Filent Might JO 

Size -5 to +4 
Per-1 
HOnell +1 

Kind to IInirtUlis +3 
Kidc 151 +8 All +9 Dam +25 

Filtn/il Dt/+J .x.k+J5" 
~nm t.itiipollS do +2 441114gt 
Body lrods OK, -J, -3, ·5, inapGCilQltd 
lmmullt to Aumm sptlls WI in their do11l4in 

ilnd om lIuwmatiad/y disptlllny Itnim41 sptl/ WI 
on their IIninuds. 

HIWi lDky is II Leshy Imd lives In II so:tion of /I 
rocky sprUCt pillt forest. Ht is lin invtttrtllt pmbler 
/lnd.luls rtctntly lost his tntirt: squirnl popullltion in 
II poker gIImt to ZUII/I Ltsky, his neighbor W the east. 
This spry Jilerit ktq1s his bIIrgllins /lnd stnt /ht 
squirrels packing in whilt CIImt 10 be known IImong 
morl/Us /lS tht 8rttlt squirrel mlgTiltion. He now 
spends most of his timt moping to thtllCCCJmpuni­
ment of high-vtIOO/y winds /lnd clinging ground fog· 
The sitU/ition/uu btcomt 50 serious for the load 
morials tll4t they hIrvt Il$ktd tht mllgi to find Mlht 
dtmOn of thewood M lind convince him of the wIlli: of 
CIIlm nights.nd ""Iml stew. Hwi l..4sky is /l4ppy 
to be convinced, on l!recondition IMI Iht mqr/llls 
help him get hi$ "Iuimb back from ZUtIQ. 

Leshlye 
L.cshiye typically control much of what happens 

in a faerie forest . Each Lcshy ruler will control a section 
of forest country many miles in diameter and allthat 
forest's inhabitants ilre subject 10 It. Within it! domain, a 
Leshy has absolute control over the weather and the 
actions of normal animals. In their true shape, all 
Leshiye have one hom. one eye, cloven hooves, huge 
hairy bodies, and may resemble \!Hr!, wild boar, stags, 
or wild goats - but they will alwaY' have SOnlC human 
features. 1bey tend to be quite rustic in personality, and 
disdain all the accoutrements of civilization and luxury. 

Experienced travelcn can usually tell when they 
cross from one Leshy's forest to another by changes in 
the terTain, character and creatures of the forest. All 
these vary according to the personality and interests of 
the ruling Leshy. Leshiye arc masters of disguise and 
are able to appear in any form of any size, from iI 
songbird to a mountain. (For game purposes, assume 
mastery of all Auram and Anim<il spel1s at level 35, 
although Leshiye are reluctant to cast Muto or Perdo 
spells on their animals.) Their only Itmitation is that 
Leshiye may grow no larger than the largest thing and 
no smallen that the smallest thing in their domain, nor 
may they assume a form that has never been within their 
forest. They travel in whirlwinds and often visit each 
other to gamble, drink, tell storics, and squabble over 
boundaries. Leshiye wear linen caftans and mayor may 
not be friendly to mortals. Their dwellings have never 
bee .. found and may simply be the open forest itself. 

Faerie Might: 30 
Abilities: 

Satyrl 

Control Animals 

Communicate With Animals &: Plants 

Shap«mnge to Animal 

Also see spells above. 

Satyri have the upper body of a man and the 
lower body of a pt or horse and can be quite large. 
Small horns protrude from the foreheads and their dark 
skin is covered in short, bristly hair. Satyr! originated in 
ancient Greece and are especially common throughout 
the Balkan peninsula, but they can be found throughout 
the faerie realm. They ilfe given to partying and merry­
making, caring for little else. There ilre only male Satyri 
so they take mortal and faerie females as sexual part­
I'ICI'$. Unfortunately, they are known for taking that 
which is not freely given. A Salyrus is very resistant 10 
many types of magic (any spell of Level 30 or lower), 
and cannot be magically channed or controlled by 
mortals in any way. 
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Faerie Might: 26 

Abilities: 

Paunl 

Create Enchanting Music 

Cho= 

fauni are the smaller, more effeminate cousins 
of the Satyri and are also called silvani. They are usually 
small In stature, rarely exceeding four fect in height. 
Each Faunus has highly developOO senses and is difficult 
to surprise. Being of a delicate a~ rarified ~ture, they 
are quite retiring and avoid conflict. They enpy long 
quiet discussions, especially the exchange of poe.ns and. 
tales. Their cousins, the Satyri, hold them in the highest 
disdain and the Fauni think that they, in tum, are quite 
uncouth. The Satyri are known for hunting Fauni d~wn 
as sport when they grow exceptionally boroo. Faum 
inhabit some sort of little home, usually a hole dug out 
of a hollow oak, which they decorate with flowers and 
bright rocks. 

Faerie Might: 16 

Abilities: 

(reate Enchanting Music 

Cho= 

Numina Venti - wind faeries 
TIle most: ethereal and rarely seen of all faeries 

are the Numina Venti. Typically, Numina Venti are shy, 
beautiful being!! of mo:Ierate power who spend most of 
their lime invisible and are so ethereal that they drift 
along on the winds. Even a magus or II person with 
Second Sight will only catch but a brief glimpse of a 
Numen Venti unless the faerie wishes to be 5CCn. Wind 
faeries are active in both by day and night, and have 
power over wind and the fertility of the land. 1bey are 
able to exist within the Dominion most of the time, but 
tend to remaIn in or near the faerie realm. 

The AJven 
TIle A1ven are wind faeries who arc most active 

at night; some kJ'lOw them as the night breeU". A ~hysi­
cal description of them is difficult, as it is for all Wmd . 
Faeries, since they can assume any shape and can vary III 
size so enormously (from as small a5 an ant to so huge 
that they fill half the sky). They do have a few distin­
guishing characteristics - in all forms, they are vcry 
beautiful with vaguely human features, and the larger 
they become the more insubstantial they are. A tiny 
Alvcn would be quite solid while one the size of a bush 
might be very light. and somewhat transparent. One the 
size of half the sky would be no more opaque than a 

cloud or a rainbow. 
All Alven can become invisible a t will, a state 

they usually prefer. Alven can control winds (all Auram 
spells up to level 20 at will) and can be 5Cel1 (l/1~ey ",:ish 
to be seen) blowing with the wind or shrunk to tiny SlZC, 

riding on the surface of rivers in air bubbles or on 
broken egg shells. They seem quite carefree as a rule, 
except that they greatly value small plants (usually night 
wort and elf-lean and care for these plants devotedly. 
Anyone who harms such a plant which ;s ~nde~ the 
protection of an Alven may be punished With Sickness or 
death. Except for these plants, however, Alven seem 
mostly unconcerned with the physical world and the 
mortal beings who inhabit it. You may be able to coax 
them into speaking with mortals if some sort of game or 
amuseu£itt is offered, however their tastes are quite 
strange and it will take something quite exotic to get 
tlK>m to pay attention to a mortal at all. 

Faerie Might: 31 
Abilities: 

Change Siz.e 
Cu,,", 

Communicate With Plants (night wort and 
elf-lean 

Also magical abilities described abovc 

Dames Venes - ~reen ladies 
TI1C D.:Imes Vcrtes are more concerned with 

humanity than the Alven. TIley are beautiful women 
who spend most of their lime being i.nvisible a~ . 
intangible, observing the world and Its mortal IIlhabi-. 
tants. Those who are in a highly emotional state of mind 
or those with faerie sight can sometimes make out tile 
ghostly ethereal forms of the Dam<:'S Vertes hiding in the 
shadows of the world. Hauntingly beautiful, it is said 
that those who do calch sight of these faeries arc either 
thrice blcs.scd or will die within the fortnight. Dames 
Ver1es and similar faeries aid the land. They ride the 
winds in the spring and SUmmt'l', bringing new life to 
the Earth, melting snow, and causing plants to grow 
strong and without sickness. A Dame Verte will aid 
fields of grain as readily as fo-rests and meadows. 
Despite their proximity with humanity, they do not 
interact much with mortals unless humans bum forests 
or commit similar destructive acts which earn their 
vengeance. These faeries mostly wander in Danish 
lands and the Holy Roman Empire (mainly in Germany 
and the low Countries), though they can also be found 
in the French IGngdom and on the Isle of Britain. 

Faerie Might: 23 
Abilities; 

Invisibility 
Control Fertility 
Auram spells, level 20 
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Dominae Albae - white ladles 
1ne Dominae Albae are very similar to the 

Dames Vertes, but they largely concern themselves with 
mortals. When particularly moved by mortals with a 
strong or persistent spirit, they may aid them it is 
common for them to guide lost travelers, helping 
WOrrEfl in childbirth, foretelling the future, diverting 
stonns, and giving poor people magical or valuable 
gifts. Domir'\ile Albae are almost always friendly and 
helpful to the good, but those who are rude, ungrateful, 
or who try to harm them will be punished severely with 
sickness and a multitude of curses. They are concerned 
mostly with the fertility of the land, including the 
fertility of the people. A Domina Alba would never 
reveal herself fully, but rather lend aid as a ghostly 
spirit. It is quite possible thai they are able to remain in 
Arcadia while sending their spirit from It at will. The 
legends say that at one time, they were the handmaidens 
of the ancient gods and they now wander the earth in 
search of their long gone masters. 

Faerie Might 26 

Abilities: 

Invisibility 

Prophecy 

Auram spells, level 20 

Numlna Aquarum - water faeries 
Without water, mortals cannot survive, but 

water can also be very deadly. Mortals who make the 
most use of the world's waters must also sacrifice the 
most -lost sailon, drownt'd fishcrlolk, and destroyed 
houses by the shore are the price mortals pay for their 
heavily laden trading ships and great harvests of fish. 

Water-dwelling faeries are seldom neutral in 
their attitudes toward mortals. Some 01 them art' among 
the most beautiful and helpful of facrit"S, while others 
are the most hideous and deadly. NumiM Aquarum are 
not gencral1y capricious or inconsistent in their behav­
ior, but their rules do not always work to mortal benefit. 
1ne most malicious Numina Aquoirum are ravening 
monsters, but mortals must be wary of a trait even the 
ldndest 0( them show -like the water, they often draw 
their favorites down beneath the waves. 

Sailors, too, are seldom indiffel'('llt to the watery 
realm. Stories about water-dwe!1ing faeries are abundant 
in nobles castles, fishing ports, and any tavern where sea 
folk might meet. It is often said that the less monstrous 
faeries keep great castles, cities, or whole underwater 
kingdoms built of seawtt'd and shell. Some say the 
faeries breathe air like mortals and live in vast air·fillcd 
underwater caves. Others are sure the faeries breathe 
water like fish. Legends are told and retold of magical 

AlIia, the WiHd Faer~ 
Faerit Mighl: 26 
SiztO Pre+S 
Com +3 Per+3 
Ge'nerous +5 
Fill +2 Ckf +1 SMk +3 
Body l..etJds n/fl 
Allia is /I whitt lady who lives IImr a small 

farming villflgt in northern FlfIl'lCt. NOM of the vil­
lagm blow whert Allifllives, but t~ flllblow thflt 
if a person orani11UJl is sick or if someoM'S crup hfls 

ffli/ttI, Allifl is surt to show up 10 htlp. Tht vil/llgm 
trust Allia, Tewllrd her with gifts of food lind drink, 
lind hold II ftfl5t in her honor tvny Ijtfl, on MIlY OIly. 

Story: Mlly Day is coming up lind tht I1tW 

priest, whom t1u: Church I'«tntly sent, hils dtcidttl 
thert will be no ftflSt. Ht is dett mrintd 10 mIIKt surt 
1111 of the vil/agm spend t1u: day in church singing 
hymns. Tht /ast priest hild similllr idtflS, but /at 
tJIInishtd Ont day, I'ItVn' to be sttn IIgllill (though 
stOM WUt told of lin txCtptiol'Ulllywarly toad sttn 
hopping IIround the churchJPIrd). Tht vil/agers IIIId 
no 10Pt {or thd, /ast priest, !rutlhtir I1tW Ont is 
young and /rklldly. Thq Im.~ SUTt they am //Ilk hjm 
oul of most of his foolish lind mislllktn idtflS, ~ 
dtll/y with Ihtaid of II/ittlt wbrtW.· Thtrqort, they 
him to jilin in tht festivities on Mlly Day. Alltheir 
pltlldings Iurve not ksstntd his conviction tluit MIIy 
Day is II pagan Iw/idll!/ and thIIl all good people 
should be in church on such unholy days. Mflgi art 
IIpproached /1y tht viUllgus flS educated peuplt who 
might be IIb~ to talk the priest ;"to ~tIing the {tflst 
go 0" flS plllnlld /1y using Wh ighfglutin words he'll 
nslkct.· Note: the priest does not TtIIlizt Alli.l is a 
fflf:ri.t, thinking only Ihfll she is 1110Ctll herb woman of 
whom his congregation ofttn sptzlks. Obviously, he 
has I'ItVn' mel this Domina Albia. Tht villggers art 
plllnning on breaking tht truth to him very, very 
slowly. 

caps or talismans which allow the wearer to breathe 
freely beneath the water or dive h om the surface to the 
sea-floor kingdom of the faeries in an instant. Some 
faeries may lend to mortals the magical devices they 
themselves use to survive beneath the sea. Whatever 
their habits under the water, most Numina Aquoirum 
seem able to breathe air and to speak while above the 
surface. Some cannot survive on dry land, while many 
others have been spotted sunning themselves on rocks 
and mooring boats, or even playing chess in fishermen's 
houses. It seems certain that none can survive long at 
any great distance from the water, even if they can move 
about happily on land . 
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The magical powers of Numina AquArum are 
extremely wide-ranging. Some seem to possess no 
magic at all while others have magical objects but cast 
no spellS. Many occan-going faeries are masters of 
Auram and Aquam spells, while fresh-water faeries 
often spociali:re in changing their shapes. A much­
debated point is the relationship between water-faeries 
and horses. Many mortals are certain that horses came 
originally from the ocean and many water-faeries take 
horse-like forms. Scclie water-horses arc usually pale­
white, silver, greenish, or bluish, while Unseelic ones are 
dark-gll!'Cn or black. Whether these beasts are faeries 
themselves. the creations of faerie magic, or faerie 
animals is unknown to all. 

Numlna Marium - Sea Faeries 
Faeries who live in salt water are almost exclu­

sively mcrlolk _ faeries whose fann combines human 
features with those of an ocean-going animal. Usually 
the animal features are those of fish, but sea folk with 
seal OT dolphin attributes are common in some places. It 
is possible that places with strange seagoing creatures 
like walruses or manatccs may have a Numcn Marium 
with attributes of one of those creatures as well. 

Membranae Subdid - sllin-chan\lers 
TIlese faeries have a human fonn, which is 

apparently their true fonn. While in human fonn, 
Membranae Subditi can neither breathe water nor swim 
any better than a human being. Each faerie possesses 
the enchantoo skin (or a garment or omament made 
from the skin) of an ocean-going creature. When the 
skin is put on, the faerie changes shape, taking on the 
shape of that creature along with its abilities. Unlike 
most faeries, Membranae Subditi are dependent upon 
the enchanted skin to change shape. If the skin is lost or 
stolen, the Membrana Subditus i, trapped in human 
fonn. Most skin-changers take the fonn of Wilnn­
blooded creatures, usually seals, but fish skins are not 
unknown. 

Membranae Subditi are generally shy, quiet 
faeries. 'They live near shorelines and sometimes can be 
seen basking on the shore or watching humans from a 
safe distance. Usually they avoid contact with mortals, 
probably for fear of losing their skins, but In some places 
mortals and Membranae Subditl cooperate, fishing 
together and helping each other in crisis situations. 
These faeries know very little of fire-making.. pottery, 
metalworking or other of the land-dwellcrs' arts. 1ney 
also 9CCm to lack faerie magical art5like making en­
chanted 0,*ct5-they have no power to create new 
skins to replace those k>st or stolen. Membranae Subditi 
are not SUbjugated by iron, but remain UOOC'l' the control 
of any mortal who can steal their skin. It is not certain 

Joe Andrt 
Fllerit Might; 20 

siu+l sIm+4 

Qik+2 

Shy +3 
Dowr +3 
Human I;mle lsI +4 All +5 DAm +3 

Fat +4 De! +4 Soak +8· 
Body In.rels: OK, 010, -1, -3,-5 
-+1 damagt from iron wtI.lpOns 
Joe Andre is 1M I1Iiml: givcllO II mysleriOJd 

local residmt by the ptapltof Verdtmmt, II vil&:lge 
on tM rockycoast of Britumy. T1w-: cold waters off 
Vtnfnnmt tmn with lift, but {ishing is rJCnj 
difficult btarust of the trt'Adrerous shore lind 
frttfuenl bod wegthtf. Every SalurdllY is ffUlrkd 
day in the vil/agt, and on /7Ulrut day far Ihe last 
two years, Joe Andr~ has IIppe11red at dawn to sell 
his allch. Ht is II huge, long-bodied, soft spoun, 
dour man wilh a S6Jlskin cape lind a stnmge 
IIceenl. His slmtgth is obvious: unliu Ihe olher 
villagers with their handcarts, Joe Andrellrrives 
with his {ish slung DVeT ont' shoulder in II hwgt «l 
skin bIlg. Ht always has tht /lIrgest calch of {ish in 
lawn , rtgIlrtlltu of how terriblt lhe W«k's _ther 
has been. Ht bIlrlers his catch {or chickms, pig/tts, 
Jambs, simplt jilTS and mttAl tools, and ItQtItS as 
soon /l$ his businas is done. T1w-: stnmgt Ihing 
about Andre is Ilsat he is not II resident of Iht 
vi/Uige. No one knows where his house is, ht does 
nol romt to Ihe 10CIi1 church on Sunday, lind none 
of tht neighboring villa~ claim him as a resident. 
He is obviously /I fomgner, wilh his accent and 
stl'llngt wa'j5, bwt nobody knouIs from whence ht 
cmnt. Joe Andre hils llro~ II lot of curiosity, and 
not II liltlt jtJll/ousy, IImong lhe villilgers, bul ht 
1Itway.; gitltS II vtry high priu for his simplt 
purdtases, and.so l/tty IIrtwilling 10 livI! lind Itt 
live!. 

Joe Andrt' is ttQlly II Mnnbnma Subdilus, a 
skin-dumging faerit wilh IItt farm of a leopard 
StJIll. He bIlrlers with Iht mor/als far the goods Itt 
amnol rTUlke for hiJ family. If follawed, he will 
allempl to lost his pursuer among Iht rocks, then 
l~ from II high boulder into Ihe sea. 

whether this is a magical binding. akin to being bound 
by iron, or simply a rcsponsC' to their fear of having the 
skin de-stroyed. 

Membranae Subditi spend most of their time in 
their aquatic fonn. In human form, they are so similar to 
mortals that some have speculated that they are a mixed 
breed, or the descendants of humans carried tx>neath the 
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sea by faeries. Others believe just the opposite; it is 
thought thallheir enchanted skins were once their own. 
Just as a 5I\akc OUlgrows its old skin, so might some sea 
creatures. After I certain length of time, a faerie sea­
animal loses ils skin and takes on human form, but it 
keps the skin so It can still employ its o ld fonn as well. 

Faerie Might: 15 

Abilities: 
Shapech.ange to Animal (5('e limitations above) 

Skenls- merfolll: 
1bc5e oceanic faeries come in a wider variety of 

shapes and habits than the Membranae Subditi. A 
majority of them have the tflllditional shape associated 
with mer-people - a human head and torso, and a fish, 
seal, or whale tail. 11'ICy tend to be either extremely 
beautiful (the 5cclle) or extremely ugly (usually the 
unSeelie). They are often very talented with magic, able 
to enchant items, and control the waves and weather. 
Most have a distaste for Iron, but some are as indifferent 
to it as mortals. 

Sirenis live In the open ocean, usually rar from 
the shoreline, though they can occasionally be found 
sunning themselves on coastal rocks. Some sirenis, such 
as the famous siren of the lorelei Rock on the Rhine 
Rivcr, have even bee .. found in freshwat~ rivcrs and 
streams. (ThIs is I perfect example of how any c1assfica­
tion system devised by us to categorize the faeriE'S will 
fail at one ~I or another.) 

Sirenis have the power to entrance mortals. 
Somc do this by gaze, some by singing sweetly, and 
some by playing sweet music. Most commonly usc 
these abilities to lure sailors into the depths. Some say 
the merfolk do this from love-sickness; others say that 
they eat humans; still others claim that they steal souls 
so that their own spirit will be made more powerful. All 
three explanations may be true, for the sirenis vary 
widely In character. They have been known to rescue 
shipwrecked sallots and steer boats onto rocks. Each 
siren usually lives a !IOUtary existence, but sometimes 
small groups of them can be found. 

Faerie Might: 25 
Abilities: 

Aquam spells, level 15 

Muto Auram, level 15 

Enchant Objects 

Merrow. 
These 5Ca faeriet have a more human shape with 

fish-like altributet. There Is webbing between their 
fingers and their feet look like a ducks, most having a 
sheen of thin scales [or skin. lbey generally have green 

Coomara 
Famt Might: 30 
Siu+J Str+2 

"" -3 
Grtgariows +2 
Brawling: lsI +4 Alk +4 Dam +6 (brawling 
-g<J 
Flit +3 Dtf +4 50IIk +7 
Body 1t:Uds OK. 0/0, -1, -3, -5, Inraparitaltd 
Coorrulm is II powerful mtm1W who lim off Ih~ 

SQulhtm COIISt of lrtfand. He 5pt1I,u much of his 
tim~sa1V1lging goods from sunke1l5lrips, lind is 
irrclintd 10 bt friendly to any mar/III in tht SQmt' 1iJ1t 
afwork. Ukt the rest oflri$ nICe, Coomam 1uu green 
hllir, pointed grtll1 letlh, pig's eytS, lI"d II scarlel 
1IOSt. His long, tail·like legs rrulkt UlQlking very 
difficult for him, but do 1101 prlVll1t him from 
uxdki"g or sitting in chairs. He CII" be sun plying 
his tmde by IInyo1lt who frequll1ls the treacherous 
shoals and sandbars he favors, but he o"'y comes on 
/and 11/ night or in /nul wtlIther. He is a SOli/41ry 
flUrie, but may seek 0141 mortlll complmy, with the 
exception of crowds, priests, married couples, dogs 
and children, all of which ht considers amlOyarrces. 
He Jws b«n blown to CIIr'}' an extm red travelling 
arp in order to bring morW friends down to visil his 
underwater home. /I is madt mostly of pieces of 
slripwrte/cs, lind boIIsts the fiJ1tS1 bmndy, strongest 
malwgtmy furnishings, IIndlht btst coll«tio" of 
smmnr's ghosts in the IIrtll:l. A good mortlll, SI1Y5 
(oomam, luita dogs lind chiIdrtn, likes good liquor, II 
good Iulnd of CtI,ds, lind good convcsalion, 11M 
k1lOW5 how 10 IIpprteillttll fine collectitm of ghosts. 

hair, pointed green teeth, pig's eyes, and a round scarlet 
TIOSC. Unlike mcrfolk, they arc as sociable as mortals. 
Many at'\' powerful mages in the H!>TTlletic or non­
Hennetic traditions, specialiZing in spells of wind 
(Auram) and water (Aquam). Merrows maintain a 
curious relationship with mortals. Many have become 
friendly with mortal!, sharing work and goods, or 
merely socializing. 

MelTOw! are fascinated by mortal games of skill 
and chance, riddles and word games. They are also fond 
of wine. Some say merrow' are the males and 5irenis 
(mermaids) are the females of the same kind of faerie. 
This idea may have a kernel of truth, but tail-less faerie 
women and fish-tailed faerie men both make their way 
into legends. 

These sociable sca faeries live In dry caverns at 
the bottom of the ocean from which they magically keep 
the waters at bay. All can breathe both water and air. 
Mortal visitors of the merrow can reach their underwa-
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tcr kingdoms by means of donning magical red caps, 
often covered with feathers. They report the merrow's 
underwater world is very like the world above, with 
houses built of shells, domesticated animals, and fish 
swimming in water-filled pens. At the same time, 
merrows tend to 8CC mortal disasten like lost nets and 
shipwrecks as financial windfalls. They have been 
accused of causing such events to further their own ends 
or to satisfy their curiOSity. Persistent TUmors state that 
the merrow keep the souls of drowned mortals In a kind 
of magical lobster-pot as conversation piCC1!S, and thai 
lhey are not above eating human ncsh. 

F,loeri~ Migi'll"! 20 

Abilities: 
Auram spells, level 20 

Aquam spells, level20 

Numlna PasclnArum - pond faeries 
This type of faerie lives only in clear and fresh 

bodies of waler, usually in beautiful and peaceful 
settings. They only live within the bounds of Ihe Faerie 
Aura. Even if their pool is surrounded by Dominlon, it 
may still have a F.loCfie Aura. Water Is naturally magical 
and lends to resist being made more mundane. 

Astal 
These faerlcs live in quiet, usually small, clear 

bodies of fresh water, usually calm pools - and they 
cannot leave it under any circumstance. Normally, only 
one lives in each pool, though small families, or even 
kingdoms of these diminutive faeries (in large takes) are 
known. They are generally human in shape. large-eycd, 
transparent, and can only be seen by moonlight. Usu­
ally they cannot speak. However Asfai vary widely 
from pool to pool and no two are ever the same. Often 
they are exlilillCly magical, though they may not alwilYS 
"cast spells. W Pool faeties ilre considered to be associ· 
ilred with the Scclie Court. The Lady of the Lake from 
the legends of King Arthur is an Asrai. 

Filerie Might: 18 

Numlna Obscurl - darll water faeries 
These faeries inhabit fJOrds, lochs, and certain 

mountain pools. The water they inhabit illways has 01'lC 
of two characteristics: it is either blilck ilnd impossible to 
see through (and often thick with lake weeds) or cleilr 
and beilIulifut but entirely withoullife - no fish. 
shellfish, birds, or even bugs. ibese faeries art' always 
malevolent. T11C best of them spcncl their time playing 
cruel pranks on mortals and their livestock, and the 
worst are living nightmares. 

The SkQ£d Woman 
FllerieMight: 18 
Siu-2 

Shy-t2 

Touch 
Flit 0 

Com -t1 Per-t5 

151-t4 All -t3 (special) 

De{ -t3 Soak O· 

"iron wtIlpollS do double damagt 
Body LtvtIs: O. -1, -3, -5, Incapadtattd 

The Sbtd Womlln am pIIT/I/YU by touch. lind 
tilt pIIN ofll ~n's body * touchts will be 
pll7Iuyur! until tilt next full moon unless curtd by a 
magus or priest (PM 30). 

The Skaed Woman is an Asrai who dwe/Is in an 
andtnt stOIU! Ulf!J/ in southtJ/IStvn Eng/lind. Tilt 
Sbtd Woman is humlln in sh/lpt. /llrge-qd, with 
wattTw«rIs f!lr hair, and alii only be $WI by 
moonlight. She has tilt pcn«I' of prophtcy. For 
generations, slit has ristn to tht sUr{Qct of the Ulf!J/ on 
moon/it nights, spontaneously or in response to the 
gift of a pieer of silver thrown in/a the well. She will 
IIl1Suotr one 'lUI'S/ion from f'.QCh supp/ialnt, and drift 
back into the dtpths II{ter five '1lo1l'.Stions Iuroe b«n 
I1l15UJtTtd, rising again on the nut moonlit might. 

Story: In recent ytJlrS, II small stOIU! chu reh has 
betn constructed near tht Sklltd Woman's well. The 
pril'.Sls now choose fIlCh night's suppliCAn/ from tht 
crowd, and OL>f ' stI.' tht tntirt process. This is 
suppostd to P,Wtflt impious IIIlppenings and to 
protect tilt Skatd WDmlln from htcklers and thitvtS. 
It provides tilt church with lin income from tilt 
offerings of guill-ridden supplicants (after all, it is 
not txSlCtly k.osher) though the 5k.aaJ Woman slill 
prophecies spontantOusly lind fo r anyone wilh II ~a 
of silver. 11 is rumored that tilt well contains untold 
wtIllth in ~1!1U lind that Iht SkAtd Woman will 
tVllpomtt if rtmoved from lilt well or t:l~d to the 
sun. Nevertheless, thtft hils never btel1l1 problem. 
Eilher tht chureh is doing a very good job, or no one 
feels too sure aboul wlllli otlltr powers lilt SkIItd 
WOfllQ" might Milt. A. triIII of ~Ier from Ihe wdI 
contains 1 point of Vim vis, but the water will crawl 
oul of .my CO"taintT lind bad to tilt well oot,/tight 
IInltsS tilt Skatd Woman is offrrtd a pitct of silver 
lind a.skaJ ptT7l'/issiOfl/O lake the waler. 

Kelples 

Kclpics are one of the ITI05t common types of 
dark water faeri e. They live bcnCiIth the surface of 
stagnant pools and dark. often lifeless lilkcs. Kelpies are 
truly Unscelie in their habits, ranging from mischievous 
10 truly malevolent. but since they are solitary faeries, 
they ('annot be considered part of the Unseelie Court. 
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The true forms of Kelpies are unknown; some say they 
arc half-horse or half-fish while otners claim that their 
true fonns are humanoid but more loathsome than the 
Temcula Aquae. 

All Kelpies can leave the water and travel 
overland, and do so in the shape of a horse or a pony. 
lbe Kelpie's usual strategy is to try to lure unsuspecting 
humans onto its back. Once mounted, they are in the 
Kelpie's power. Less malevolent Kelpies will merely 
embarrass or terrify the hapless rider, while Ihe worsl 
kinds will run off the edges of diffs or drag the rider into 
the water 10 drown. The nature of the J<elpies' powers 
varies. Some are said to be able 10 hypnotize a potential 
rider with their gaze, while others rely on tricks or an 
appealing appearance. Some J<elpies, when mounted, 
simply run 90 swiftly that jumping off means risking 
death,. while others can paralyze their riders' wills or 
limbs 50 that escape Is impossible. 

Every Kelpie has a faerie mark, an uncanny 
feilture that cannot be disguised, and, if spotted, can 
identify 1M Kelpie 10 a potential rider. Typical Kc1ple 
marks are green manes, unusual eyes, a dank, wet smell, 
shells or lake weed tangled in the coat or mane, canine 
teeth, hoof prints that fill with water, or a back which 
lengthens to accommodate each additional rider. 

Maekinee the Neck 
Ftwie Might: 17 

Pony form: 
Siu+l Prt+3 Int ·1 

Impulsive +5 

Black Iwrx fomr: 

Size +3 Qik +5 
Inl -1 Stm +7 
Hoows 1st +8 Atk +7 DAm +14 

Fal n/a Def+6 .5oclk+12 

&dy Ltvel5: OK, 0/0. -1/·1, -3/-3, -5.II1CIlp. 

Matki~ is I1n Irish ~lpie with 11 sense uf 
humor who is able w Us.! three fomrs. Tht: firsl is a 
sJuJ.ggy bnnun upl4nd pony with ul/'ge, soft eyes,long 
eyelashes. a /:rig /Idly, I1nd wft woolly fur. He is hopt­
lessly cute and will perfomr assortd circus-pony 
tricks for omots, Ilppks. or pats on his oelfJety 1IOSt. 

Tht circus tricb Il/urays end with his parliculllr 
Jttuorite, the /C~I-Qnd-beg-foNl-rider-trick. Should 
$Ome poor mortal get on "is back, ~ will immediDlt/y 
II'tlTlsJorm into a huge black horse with scarlet eyes, 
sl10rllive Sletlm.IlM nm off III tltt speed uf II modern 
express Imin. The ridn-(s) will be glued w 
Maeki~'1 back IU if by II pawerfullldlttsivt, and will 
Moe 10 cut their c/olhl5 (or roll strl5S dit + Str of 
12+) to gt! fret. before atlmrpting 10 I5Cl1pt. 

iNhat huppms next depends on whether Maeld­
~ is hungTJI. MIleki~ tills ptopleafttr drowning 
tltem thoroughly in the nmrest body of water. How­
tfIt"I', he is only hungry JuUf the time. He tends to like 
c1t:rJt:r ptOple, especillily those who impress him with 
their dlXfumce, and will 111M them back to his home 
under tht water.so they am entertlZin him until he 
tires of tMm. His "orne is a arot: with brta/Nlbleajr. 
If Ihecaptive is dtvtT enough, they T1UlJI JiM some 
WIly to trick MsltkiIrtt: into letting them go. 

Kelpies have no power over those who refuse to ride 
them; treat their power over mJunted riders as equiva­
lent to a 2O-point spell of the appropriate type. Kelpies 
always appear without saddle, bridle, bit. or shoes, and 
will resist any attempt by mJrtals who provide them. 
Some are vulnerable to iron, and all lore especially 
vulnerable to religious power. All spells or spell-like 
abilities used by 10 Kelpie will immediately fail, some 
times In a spectacular fashlon, if holy words or the name 
of God is spoken at close range. 

Kelpies art' also known as shcllyroals. necks. 
neckers, and water-horses. 

Fauie Might: 17 
Abilities: 

Shapec.hilnge to AntD\;u 
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Terricula Aquae- water boQles 

These malevolent faeries live in bodies of fresh 
water, arc solitary, lind are usually bound to their 
particular body of water. lney often cannot leave the 
water, and those who can are unable to go far from it 
Few are entirely human in shape, lind some ~ so 
monstrous they show little sign of being able to think or 
communicate. While these are more beast than fll('Tie, 
others lire dellr-thinking beings, but still quite malevo­
lent and distorted. Unlike Kelpies, which can be mis­
chievous, Terricula Aquae are overtly lethal. Some are 
vulnerable to iron but many are not, and they do not 
share the Kelpies' vulnerability to religion. They are 
often horribly strong and lire sometimes innately 
magical, but few ever cast spells. !neir major limitations 
tend to be dependence on waler lind their often limited 
intelHgcnce. Grendel (and his mother) was II Terriculum 
Aquae. 

Faerie Might: 31 

Numlna fluvll Lacuumquae - river and lalle 
faeries 

These facric5 live in large bodies of fresh water. 
They are signincant features of the human landscape, 
fust like the rivers lind lakes in which they live. Uke 
oceanic faeries, they orten have elaborate homes on the 
bottom,. beneath the surface. 1bcsc houses, palaces, or 
towns may be in dry areas underneath the water, or may 
thcmsel.ves be water-filled. Numina Auvii are seldom as 
hostile or as horrible as the dark waler faeries. They are 
water faeries, however, and water faeries like to take 
mortals down beneath the waves. Such mortals may be 
slaves or favorites of the faeries, or they may simply 
drown. Those who survive do so bec.1use they are given 
special philters or ointments which allow them to 
breathe water, see dCilrly underwater, and move and 
speak freely underwater. The effects may be temporary 
or permanent. River and lake faeries are notorious 
shape shifters, taking on not only the forms of animals, 
but of plants and even inanimate objects. 

Certain civilized, social faeries dwell beneath 
some lakes and rivers, keeping casUcs, stables, and 
grounds. and riding out to hawk and hunt in the world 
above. These are not truly wildcmcss faeries, but 
members of the Scclie Cou rt who hold audience beneath 
the waves. Some ancient stories tell of portals to Arcadia 
found underwater, which may provide an Cl'pianatlon 
from whence the dry land found bencll ih some faerie 
lakes and shorelines comes. 

Anlmius fluvll- river qod 

These powerful faeries live alone, one in each 
mapr river (that is still magical). Their forms vary 

Jenny Greenteeth, the Water Bogie 
Fllerie Might: 31 

Siu -t2 Per-t1 

Int-3 Qik-l 
Greedy -t2 

CklW5 lst -tS A.tk -t7 Dam -t15 

Flltn/II Def+5 ~k-t14· 

·+2 dllmilge from iron 

Body Levds: OK, 0/0, -11-1 , -3, -5, Jncapacifl:lted 
This uNlter bogie lives ill II swrnnp $t.Jmewhere in 

lhe British 1516. No one S«mS 10 be cerlllin aRdly 
where she lives, fo, St:VerIII eCJmmunities C/llim Ita 
resUJalCe is in their local 'Mrsh (it is possible lhat she 
hils 5tt¥I'1II sislers). She is gig/mtic in size, close 10 
1m /«Itllll, wilh iron fingernails, long, stringy hair, 
lind great pointed grtel tetlh lih the pieats in II 
ferree. She likes to lie inllJQit in dtrper WIllers, with 
only her long hili, showing lit the sur{rJCe, lib lin 
unW5UAI milt of pond wud. Most actif}t lifter dllrk, 
W can strike lit IIny lime. She usually cOllfines her 
IIttllCb to unprotected individUAls who Juroe IlJQn­
deml_y from their homd or romptlnions. She is 
fond of shiny Obj«l$lInd will sometimd use thmr 
like fishermen's lures, lied ill/o he, hilir or set owt on 
a rock. Mos/ sources agree lhilt she tilts her mortal 
victims, wsua/ly, il is fjilid, htild first. She is espe­
ciDl/y fond of chi/drm. 

according to the land in which they live, but for the most 
part they they are content to be the river itself - Ihey 
can compose many different shapes, but usually they are 
simply the water. Local people who understand the 
power of thei r river will propitiate the river god txmlre 
traveling across their domain. Sacrifices of wine, 
flowers, livestock, or ritual objects in the shape of human 
beings, animals, boats, or carts are offered, to the great 
dismay of local priests. For some, the offerings arc 
bargains made for the faerie's assistan.cc on the journey. 
For others, these great faeries have godlike power, and it 
never hurts to be in the good graces of a god. Besides, 
the river spirit who has bee .. fed a fatted calf may not be 
hungry for human beings. River "gods" may be lovod 
or fcared, but they are not lightly trifled with. 

The Animi Fluvvi6rum are concerned primarily 
with their river, which they have trouble separating 
from their own identity. Though these faeries do not 
often bother to reveal themselves to mortals, when they 
do, their power.; are titanic _ it is possible fo r them to 
flood a city if they feci themselves wronged. 

Fishing countries like Ireland and Portugal often 
sec an Animus A uvii take the form of a talking fish or 
other aquatic creature, huge and hoary in appearance. 
In p"'storallands like Greece, Italy. and Spain, they often 
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give themselves bull-like features. This is also tnle in 
pastoral parts of England. The lands o f southern France 
have Animi Auvvi6rum which appear with the attrib­
utes of bulls or ho~ In the deep forests of eastern 
Europe, they may have horse or human features, or 
appear In even stranger shapes. 

Faerie Might: 40 

Abilities; 

Shapcchangc to Animal 

Invisibility 

Aquam spells at l..evel40. 

Aschelous 
F~Mjghl: 43 
Siu+3 Com-2 

lmpaticll +3 

Hot Headed +2 

Homs 151 +8 Alk +8 Dam +20 
Fllfn/a DtfO Sook+20 
Body Itwls: OK, 010, -ll-J, -31-3, -5, lneap. 

Aschdous is 1M fonU lord of the Greek rivn of 
tht ~ nsme. 17u: forms he assumes from the WIIter 
most often lire those of a b/4ck bull or II bul/-horntd 
II'IIln. The bllld: bull roo.b much like lin lIur0ch5, Ihe 
grtllli fUlIJptllln wild bull with a dart body, huge 
Nl1Idldar horns, lind II short PIlle mane along tht 
spine. ftlt1)' spring, Ihe bull appt:Olr5 lind grtlUS in 
fllml$ and vineyrmu IhsI/llft mongside the ,hErlll 
night. Thost who chase or IInllOy him suffer blighttd 
crops whi!t: IhlR who allow him to grau, UNlnder, 
1lru1 wmIk hsroor; al Wl71, art rtWQrdtd wilh alT/lOTdi­
nsry Mrot$tS . In his olher form, ht is gigantic. Ht 
Iw the had, body, lind limbs 0la man, bull's horns 
and a bulr$ ~il, 11M a bull-like fau. He is hairy and 
COVtrtd in StaWf!td. Sometimes in this form, his Itgs 
lire rtplPad by a long drtlson's tllil. Ht CIIn cast any 
Alfuam or Herbam spell at ItrJd 45 lind suffers no 
penalties for sponlllnMlS spells. He d~ nol SUffer 
IlItiguellS long as M is in physical contact wilh tht 
,joer or ils lanb, sinte he is lIb/e 10 dTllW lrom the 
WIIter vis equi~lrnt /0 the magical and physical 
energy heexptnds. 11 he lases his horns, ht loses this 
Ilbi1ity. Ththonrs art worth 4 points of Vim vis 
tlIlch, and CllII purify IIny IilfUid with whit:h they comt 
in contact. Aschtlous can undtrs tand the languag15 
of mortals bul only wilh difficulty, and he can only 
sptAk Ihrough lhe merging of the nIltuTIlI soUllds of 
Iht river. Hi, voice is thus 01 roar IIlmos//oo loud lind 
distorltillo be understood, lind ht would rather IlCI 
lIum talk IIII!JWlly. 

Numlna Terralee- earth iaerles 
Tnesc faeries may live ncar mortals or far from 

any sign of human life. Most live beneath the earth or in 
caves, but some shelter in the rocky sidcs of mountains 
or in houses built of stone. Unlike some Numina 
DCsert6rum, most Numina Terrae tolerate human 
presence. like the enduring rock, they shrug off human 
changes; they will outlast mortal frivolities. Earth 
faeries have a strong and universal S('nSC of justice, 
however. While they may not care about human 
fashions - what oolors worn, what customs followed, 
what tools used - they arc kCCTlly sensitive to the 
differences between rich and poor or kind and unkind 
morta1s. In many stories, Numina Terrae show them­
selves to help the needy, selfless or desperate mortals, or 
10 punish the callous, the miserly and the cruel. 

Earth faeries tend to be human-like in shape, but 
they never appear fully human. They arc usually either 
considerably larger or smaller than human beings, with 
heavy, oddly-proportioncd bodies. All have faerie 
marks, usually animal feet, hands, eyes, or tails. Many 
are dark-skinned and hairy, but some are very pale. 
None are troubled by Iron, but many have some form of 
vulnerability to daylight. All have the power to create 
wealth in one form or another. By and large, Numina 
Terrae are extremely powerful within their OWTl areas of 
influence, but only moderately powerful in general 
ways. TIley arc sedate but not dour. They arc slow to 
anger, but have incredible lenad ty once they have 
decided on a course of action, and their memorics never 
fade. Earth faeries are the earth 's children, the original 
keepers of the world', history and workers of the earth's 
gifts of rock, clay, metal and crystal. 

Trolls 

Trolls are gigantic earth faeries, seven to fifteen 
feet tall . TIley arc broad-bodied and hairless, with huge 
hands and feet. and great, deeply-sculpled faces. Their 
skin is pale to the point of bluish transparency. Trolls 
live In caves, beneath man-made structures, and in huge 
SlOne shelters in empty places. They have a. reputation 
among mortals both for stupidity and fo r hostility. This 
reputation is largely unfounded; trolls have a habit of 
moving and speaking very slowly, and of thinking 
carefully before taking any kind of action. Trolls are also 
incapable of understanding the self-proclaimed impor­
tance of human beings. However, they value their 
homes very highly and will never leave once they have 
settled down. Humans asking a troll to move from its 
ancient home to make way for a new field Is rather like a 
group of rabbits asking humans not to build a. house 
over their warren. If the disgruntled rabbits begin 
invading the house and biting the inhabitants, rabbit­
trapping will fo llow in short order. 
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TR.OLL 

Trolls prefer to live quietly in their stony homes, 
occasionally meeting for ponderous dances or long 
games of troll-cribbage or troll -bridge. Troll<ribbage is 
played on rows of small SIanding stones stretching for 
miles. Games lasl for decades and the rules aTC said to 
be too complex for mortals to understand . Troll-bridge 
is only played under bridges ordolmcns (prehistoric 
stones). The cards used are said to be Inc o rigin of the 
tarot deck of fortune-telling cards. 

Trolls arc enonnously strong and almost inde­
structible. Tllcir skins are like rock and they have the 
virtue of Magic RHisunu. They can U5E! any Tcrram 
spell alJevcl25, with no penalty for SJXlntaI'\CQuS spells. 
Howcv~, Trolls can use only magic which is earth­
related, and they have onc great weakness. Any direct 
sunlight touching a troll will tum it to stone until the 
next sundown, though in some cases they arc turned to 
stone forever. It Is difficult to lell the difference between 
the stone troll and an ordinary mass of rock. A Pcrdo 
Terram SJX'II of level 30+ or a miracle of ea:5e h"ctor 30 
perla. med on the stone troll can render it pc!l'TNnently 
inert, and the body of the dead troll is transformed into 
solid silver of great purity. 

Tht Trol,. 0/ Pons 
A loaU mtrdwnt with gn inttfest in mysticism 

hils been ~Iching jowr trolls p/sly troll-bridgt wndtl' 
gn old RomRn bridgt jor srotmI yczrs. R«tn!ly,ont 
troll hIlS bun missing. Tht mtrdllmt hils posltd a 
notice offtring inductmtnlS 10 anyont who is willing 
to replllCt lhe fourth troll, 10 engage the trults in pilly 
or conversation until sunrist, slen1 tht deck of r;4rds, 
and bring thtm to him. The trolls art also about, 
looking for a fou rth parlnt'!'. 

If lhe characltrs dtc'idt to keep the trolls up until 
sunrise, they 1urot sttIm trns (this VllriRticm o/troll­
bridgt IRsts a w«k). They must ronctntrrde on doing 
this, and Iuul brittr noltry to win handslhrough . 
d«tption . flf lIlLy do, havt them mDkt an gppropn­
alt roll-and make iJ IIilrd. Trolls IIrt smart. They 
gd Pe ,cqJlion rolls to smst illusion, like 1I11/IItrits.J 
Tht PC gruup only gtls one roll rxr night, evt7I if 
mort IMn Ont pvson is there. 

If tht chAracters decidt simply to pltly, they may 
gambit normally (use II normal deck of cards 10 plily 
Bridgt or Ont of its Vllriants, use other playtrs 10 
round oul tht foursomd. Characlm; art allowed 10 
stlthtir OW" stllkl:s. The trolls btt 5111/l11 odd itt7715 
_ bits of rock, COlli, strllngtly shaped fragmtnls of 
unknoUI1I substances. If the charrlClm; btt iltmS of 
(>CIllle, tflCh piece Ihey win Illms lhe n~1 morning 
into II jewel, gold nllggd, or artifact ronlllining vis. 
If tIlLy do nol btl iltms of valut, Ihrir winnings 
rtnUIin tNllut/tS$. If II cllilracJer impresses tht trolls, 
tither wilh gg",b'ing skill, goo4 man neTS, or tloqul!llt 
I!Iltertajnment (music, singing, poetry, storyttlling), 
ht or she will bt givtn Ihe deck of cards III thtclcst of 
tht wetk's SIImt /roll needtd 10 impress tht tro/ls/. 
The deck can Illso /It used to ttllthe foTt une of people 
(IT evt7Its (t rtal as if lilt cllilracttr hils the Vision' 
vir/ut whilt using (IIrd5) once taCh dily. 

Faerie Might: 33 

Abilitics: 
Milgic Rnlsunct, 20 
Terram spells, level 20 

Sprl~~ans 

Spriggans are iI type of troll used as guards by 
many kinds of faeries. In addition to the other troll 
powers, Spriggans can change their size at will. Usually, 
they are about three feet tall and drag ridiculously 
oversized clubs behind them. If they are threatened or 
attacked, they will begin to grow, reaching their full 
fifteen-foot height within 3 rounds. 
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Faerie Might 28 

Abilities: 
Magic RtsisWtcc, 20 

Changc Size 

Temlm spells, level 20 

Dwarfs- (Pumllionh) 
Dwarfs (not dwarves) are small, stocky earth 

faeries who usually live underground. They arc be­
tween one and three feet tall, dark-skinned, thickly 
haired, stocky, and powerful in appearance. They tend 
to make their homes in deep wilderness, and are en­
countC1oo most often by mortal hunters, sheep and goat 
herders, and travelers. 1bey are very clannish by nature, 
but do not shun chance encounters with human beings. 
Dwam show neither fear nor hatred of mortals. They 
live a simple life and prefer the company of mortals who 
do too. 

All have the power to turn objects into gold or 
gcm5, 10 become invisible and 10 a{((OCt rock and slone 
more readily than any other Cl"Cilturc. If they usc a 
pickaxe or a shovel, they will be able 10 work five times 
as fast as any mortal. All Dwarfs arc supernaturally 
strong. and SOITIC have been known to usc spell-like 

magic. 
Dwarfs tend to live under the ground or in stone 

hoU5(>S.. Their powers with stone allow them to quickly 
create such homes and they may spend much of their 
tirnl' expanding them. The other faroes like them little 
because of their callousness towards Jlving things, but 
they tend to serve their faerie rulers well. 

Dwarfs know where all the wealth of the earth is 
hidden and can dig through the earth to reach it . 
Therefore offers of money mean nothing to ihrnl. To 
mortal eyes, the Dwam' major fault is their love of 
mortal beauty. Occasionally, a Dwarf will fan in love 
with a pretty mortal man or woman, or take an espe­
cially fine dog. sheep, or row. Their greatest love, 
however, is fine-looking mortal children. Ver; old and 
helpless Dwarn or defol"fl"'ll!d Dwarf children are often 
candidates for changelings (calkod killcrops in this case). 
The Dwarf will depart and the child will be returned 
only if the Dwarf can be made to reveal its true age or is 
treated so badly that the other Dwarfs must come and 
rescue it. For more information, sec the section on 
changelings in Faerie/Human Interactions. 

Faerie Might: 32 

Abilities: 
Tr~forD\ Inanimate Objccts. (limited to 
transforming small objectS into gold) 
Work five times as fast as a rnan with regards to 
rock and stone 

A114rnu 
Andrtw is a me4il.lm-siud DwtIrf, and a 

dulngding {rum the Tllbathy Clan. He is IIhout600 
ytDrs oid, rhnmuttic, and highly irrilablt. His clan, 
tiring of him, has ustd a MuM C6rporem spell of 
/rod 30 on him to make him look like a human baby 
and ltft him on the doorstep of a cOVC1UInl. To 
Andrew's embarrassment, the spell does not cover his 
duck fed. He will/oud/y refu.se to be slripped for a 
bath ur havt his long shi/l pulled up fur any reason, 
prolaling Stqutntially in taCh of the stVtntecn 
langU/lgts at his command. 

Anyone who I1lIIlIIigt'S 10 return him to his 
lIIiluml form will s« a liny, incredibly wrinkltd old 
mAn wilh a Ihin Fu Milnchu baird titd up with /I 

pi«e of pale blue ribbon. Andrew will behave like a 
perfectly nonna/600 year old fume, lilt tnough for 
tl!ret ptOple, and be found sleeping ptactfully in his 
cmdle whtntvtl' '!utStions IlOOUt the bilby's Jmusuill 
beJuwior come up. Any sertJIInts living III the 
coutn/lnl will '!uickly drop the problem child in thdr 
masters'laps. If treated well IJnd not forced 10 upose. 
his fut, Andrew will be happy 10 stay, offering very 
opinionattd IIdvice about almost roerything, and all 
lots of food. He am IfIlCh the skills of chirurgy, 
mtdidne, vdmnary, history, blllCksmilhing, lind dice 
games; the lainlts of drinking lind slorytelling; lind 
lhee:a:epliolVJl Ia/tnls of pt!rfrct balanccand mim­
icry. If tl't:lltti very boulEy, or mllde 10 tell his age, he 
will be taken away by an angry squad Of his rellltilltS 
who may do some harm 10 the slone structures of Ihe 
covenant in their haste to rescue their NbIlby." 

Needless to say, any story you play with Andrew 
can include more than a token amount of whimsy and 
humor. 

Faerie Might: 30 
Siu -2 Prs-l 

Inl +2 
TlIllaltitH: +2 
Fat +2 CHf +3 Soak 0 
Body levds OK, -1, -3,lrlCllpacilaltd 

Creo Auram spells, level 30. 

Inlf~l1cgo Mentem spells, level 25. 

Rcgo M('fItem spells, kvell5. 

Gnomes 
Gnomes are powerfUl earth faeries ranglng from 

eight inches to three feet tall. They look only vaguely 
human, and appear very ugly and deformed to most 
mortal eyes. They live only in rocky or mountainous 
places, and prefer cold countries. Gnomes are hard 
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oorgainC1"5 and are not especially W(!ll-disposed toward 
mortals, who are perct>ived as clumsy, dull and inexperi­
cncro. TIle gnomes themselves are ancient and ageless, 
the smiths of the gods (the faerie lords) in the days 
before mortal kings, priests, prophets or magi were even 
heard of. Every gnome is a mast('l' craftsman and works 
with either metal or wood. 1ncy are not at all vulnCf­
able to iron. 

To them, mortals' boasts of wealth, wisdom or 
POWCl' arc as ridiculous as an ant's claim of extraordi­
nary strength or a wonn's boast of unusual beauty. 
Ov('l' the ages, gnomes have stored away more gems, 
gold and objects 01 beauty than most mortals could 
imagine. 1ney desire nothing but the rarest and most 
unusual treasures of the earth, but these they desire 
beyond all reason. Nevertheless, a group of gnomes 
may occasionally be indu«'d to create something for 
mortals out of detached interest in the outcome of an 
event and the pure joy of making something new. 

Gnomes make their homes beneath the ground 
and arc never seen above il. Each gnome can partially or 
completely assume the fonn of one tenant of the earth ­
a wonn, a beetle, a centipede, a mole - of the gnome's 
own size. All can understand the languages of such 
creatures. An experienced team of gnomes can make 
literally anything - a full-sizcd warship tnat folds up 
small enough to carry in a pocket, a life-sized mechani­
cal pegasus that flies, an arrow that ncver misses its 
target, a diamond with a thousand facets as small as the 
point of a pin. Not even the wisest of mortals can tell if 
some of the gnome's productions are the result of magic 
or pure craftsmanship beyond mortal undC1"5tanding. It 
is more iIoCCUrale to say that they (Ire magic rather lhan 
they work magic. The very earth answers their com­
mands, and all their productiOns can be said to be both 
magical and impossible. 

Faerie Might 28 
Abilities: 

Magic Resistance, 10. 

Nymphae 
Nymphae are a curious group of Numina 

DCscrt6rum who do not fit nicely into any of the elemen­
tal groups. Although two types of Nymphae could be 
placed with the Numina Aquae and the third with the 
Silvestria Numina, they appear to have more similarities 
among them5elves than with any of the previous groups. 
lncrclorc, they are listed separately. 

Nymphae are female fertility spirits found 
predominantly in the most beautiful areas of the faerie 
realm. TIley are beautiful, graceful young females with 
milk-white skin. Sometimes they seem translucent and 

Blue Men of Minch 
11reK gnomes live in the Minch, 01 nurrow slmil 

bdww! is/Qnds off the Scottish CQa5t. Thty Qre 
entirdy hU17IIIn in IlJ7Pf!fImrICe, but/out mlha li/u 
Moors (A,mlls). They can breathe Wflta orair, speak 
human langlUlges, and know the St:Cret of walking on 
the surface of the stfl. Although they art excellent 
Wflrriors and eXlremtly strong, lhey havu/so been 
known to lISt: mlIgic. Blut Men /ike to harass ships 
which mwt through the stmil Qnd will t:lIt:n wreck 
ships on occasion. They art bound by the powt:r of 
langUllge, howtvt:r, Qnd will not htlrm 01 pason who 
can 0111-10111. them ora ship whOSi! caplllin can gd tht 
/Qs1 word in a COIffJtTSflnon with lhtm. They will 
uslllllly Ill/A; bt:jortQlltding, eithtT Rmong then­
sdvtS or wilh Ihdr intended victims. 

are able to squeeze through small openings such as 
knotholes, but they cannot actually move through solid 
matter. Nymphae usually wear a white shawl thai can 
only be removed by male mortals who seck them as 
lovers, and doing so bonds the mortal to them for as 
long as the Nympha desires. 

Nymphae inhabit various natural formations, 
and are known by different names depending on where 
they dwell. Tree-nymphae are often called dryddis and 
are comlTV)nly confused with forest faeries. Nymphae 
inhabiting springs and ponds an> called na(Qd~ while 
tho9C found in the 9Ca arc Known as IUTtidis. 

(Dryas, plural Dryad!s - tree nymphae) 

(Nalas, plural Naiades - water nymphae) 

(Nercis, plural Nercides - sea nymphae) 

Some nymphae can travel within a whirlwind, 
and in this fonn bring fertility to croplands,livestock 
and even mortals. 1bey will sometimes attempt to 
ehann and seduce male mortals, especially morta ls who 
take an interest in them. If a nympha's shawl is taken by 
a mortal, she will remain with that mortal until she can 
regain it. Nymphae can mate with mortals and produce 
offspring (treat such offspring as having Faerie Blood). 

Faerie Might: 28 
Abilities: 

Hcrbam spells at Level 25 

Communicate With Plants 

C"'= 
Control Fertility 
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HIGH FAERIES (Numlna 
Quoddam Phantastlcum) 

The High Faeries ,lire much like the classic elves 
of legend - aloof, aristocratic, and of both good and evil 
nature. They live apart from mortal society, but mimic 
Its conventions. While High Faeries look much like 
humans, dress like humans, even act like humans, they 
differ from mortals in incomprehensible ways. 

All human behavior is for them a kind of game. 
The game may be a mere entertainment undertaken on a 
whim, or it may be played with great seriousness for the 
highest possible stakes. The High Faeries best under­
stand the mortal concept of rules, and most often 
interact with humans in situations controlled by rules: 
games and contests, acts of chivalry, and plays of good 
and evil. Whether the fitCrics actually believe in chiv­
alry, good and evil, or the rules of chess is any mortal's 
guess. While all faeries play games, only the High 
Faeries take it to such an extent; the others just follow 
along. The best rule for mortals when dealing with the 
High Faeries is to always take them seriously, but to be 
ready to accept it as a joke. 

Oneof the classic games of the High Fa('ries is 
the grand game of good and evil. Most of the High 
Faeries have arranged themselves into two opposing 
camps, the Scclie and Unseclie Courts. There arc many 
differen t 5eelie courts as well a5 Unseelie courts, but 
they organize themselves along the same Hnes ­
typically both can be found in each faerie area, opposing 
one anotht'r. Mortals identify the !;celie Court as gooo 
and the Unsecl ie Court as evil. Whether this Is the way 
the faeries themselves think of things, or the opposing 
camps simply differ in their attitudes toward mortals, or 
perhaps that they borrowed the whole idea of good and 
evil from the stories of humans, no one can say. 

The core of both Courts comes from the ranks of 
the Daoine Sidhe, the nobility of the High Faeries. The 
Sidhe use the appearances of Chivalry, and often follow 
its rules. They have queens and sometimes kings, and 
mysterious knights who dress in black, silver, green or 
red. ~ hold courts, fairs and midnight rides abroad 
in all of their splendor. Other faeries, especially High 
Faeries, may be more or less allioo with the Seoelie or 
Unsoolic Courts, regardless of whether or not they 
practiC(' thE! arts of chivalry. Even solitary faeries of lhe 
wilderness are somcti~ calloo Scclie or Unseelie, 
according to their attitudes toward mortals. It is impor· 
tant to remember, however, that High Faeries are 
unpredictable and proud of their separate status from 
mortals. The highest members of the Seelic Court arc 
still a far cry from all·bcneficcnt "faerie godmothers," 
and the darkest knights of the Unseelie Court have their 
own nobility. 

All High Faeries, when visible to mortal ~, 
have a human shape. Generally, they do not change 
their shapes. They range from three inchc-s to six feel in 
height, and are known for their fine hawks, horses, 
hounds and livestock. Some live like mortal nobles, 
while others keep faerie fields and herds. All are 
af(ectoo in some fashion by iron, and all dislike new 
religion, excessive fire, noise and other disturbaru::e,. 
Unless otherwise specified, general information in this 
book concerning faerie life and customs refers as well to 
High Faeries. 

Though these High Faeries may have Celtic 
namc!S, they are nol originally of Celtic origin - the 
Celts were merely the last mortals to worship and name 
them. Many of these High Faeries may have C('ltic 
characteristics because of their connection with thai 
ancient race. 

lOcre are several basic types of High Faeries. 
They arc classifioo here according to the Court to which 
they belong. 

SEELIE COURT (Reqia Numinis) 
In decreasing order of faerie might, the faeries of 

the 5cclie Court arc: the Tuatha de D.mann (Vanir in 
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Northern Countries>, the Daoine Sidnc (Mound Folk or 
Hill People), the Tylwyth Teg. and the Spri tes. 

The Tuatha de Danann (Numina 
Omnlpotentt5) 

The Tuatha are god-like faeries who have not 
been secn in the mOl tal world for centuries, if not 
millennia. Now they live only in Arcadia, though some 
may visit the faerie realm from time to time. They are 
still part of the Ceilic tradition of gods, ",nd include 
Manannan,. Dagda, Lugh and Ogma, who were desc(m­
danls of Danu, mother of the gods. At one time, their 
kind were the likely origin of many legends of gods. 

Each of the Tuatha is lord over '" natural element 
(the seas, wind, earth, etc.) and all are considered to 
have limitless magical power over th"'t clem;:lI!. Within 
Arcadia, tht-y have tremendous power, and the renee­
tion of the changes they make upon the morlal world 
may be great indeed,u5Ually taking the fonn of unu5Ual 
weather, earthquakes, 5Udden fertility or drought, etc. 

The Sidhe of our world worship the Tuatha on 
pilgan holidays and at faerie places such as standing 
stones and mounds. However, most of the Tuatha are 
moodyaod temperamental, aod do not often respond to 

Manannan Mac Llyr 
Filerie Might; 45 
Siu +5 Prs +6 
Com +3 P"+3 
B,_+S 
Horwmb~+5 
Sword 1st +12 Alt +15 !)Qm +18 
Fat nla Def+12 Soak+JO 
Magic resistance +30 (+50 vn the octlln) 
Body Itvtls; nlQ (ClInnol be killed) 
MinlZnlllln is Vnt of lhe Tualha de [)QMnn, Qnd 

isll hllgt mIIn /tllly twtnly /tt1/1Il1 with golden Mi, 
Qnd. Q hllgt I'Ilgged beard. In pagan lime; Iu WQS 

wvrshipptd lIS Q Sf'/I god, Qnd muy have b«n Ihe 
origin of lhe legends of Neptllne. He spends mosl of 
his time in ArcodiQ, bllt his golden Qpparilion Oln 
somdimts ~ 5«n vn Ihe oetlln, usually tither ill his 
WIlkt" clwnol dmwn by splendid /Aem horsts, o,in Q 
hllge /7oQ1 whidl trrrods whtrtvtr he wills withollt 
VII" or ~iIJ. Ht is lord of Ihe« parts of ArcQdia 
which call only be reached by crossillg wattl'. 

All Ihillgs or p«JpIe 011 or neQr Ihe SeQ are of 
intvtsllo MQMlIlIIIn, but llu Isle of Man, bttwten 
BritlllllliQ and HibtrniQ, is und.er his spedlll prol«­
lioll. He hRs lilt penon 10 colllrol WIIltrllM wind. Vll 
theO(tllIl (QI/ Alj'1UmI Qnd AlIl'Ilm spells lip 10 Itvtl60 
QI wi//), Qnd may occIISionlZlly saue Il ship from Q 
slonn vr Olust Q stonn to sink Q ship crewed by 
pt:Ople who MtN! offended him. MaMnlllln Qlso 
O(rIIs1onlZllyoffers rides in his clviriot or boill to Qnd. 
from AfC4dia (on Slldr ridts, he dtfDmillts how lilt 
rtllztive time I'Illts btIwtm Araldill QlId the mortal 
wvrld will work). Sometimes ht will /tIkt II group of 
nobla QlId magi 10 A T(Qdia, other timl'S he will Olrry 
Q single serf. If Ihe passengers particllwrly plt#Se 
him, IMy muy dinrat his stl'llnge Ilnd wvndrous b:zble 
ill Arald.ii:l (where pigs Qrt tIllen which ~Illivt 
rzICh morning Qf/tr tlttyQrt s/Qughltrttl Qnd. til/en lhe 
prtviolU lIight}. MQllllnlllln is Q skill/tll warrior, who 
wields Ihe Axurdamw swvrd, impenetrQble magic 
QrmDr, Ilnd. Q IItlmet whidlglillls lib! lhe 511n on llu 
WIlier Qnd. blinds his foes. 

UkL QI/ MnKS fISSOCiIIltd with lilt Sf'/I, MQlIIIlI­
NlII is quile fick~ Ilnd. Sllbject Iv whim. PolilentSS 
Qnd palience will ~ lIS likLly Iv will his favor as 
/wish gifts or displays of ~r. Thrmts are Q 
particularly bad idm, si1lCe he is much mort ~rfu.1 
IMn tvtn the most powerful mugus. 

the needs of the other f",en!.'$. Generally, mortals will 
rarely encounter the Tuatha and the faerie gods will 
almost never come into an An Mo.gica saga. If they ever 
do, the character had better be cautious "'5 the Tualha de 
Danann would as soon destroy their guests when they 
tilt' 01 them as ask them to leave. 

Faerie Might: 45 
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The Daoine Sidhe (Numlna Tumul6rum) 
The Sidhe have tribes in both Seelie and Un­

seelie Courts. The Seclie tribes are tall, pale, golden­
haired faeries. 'They are master craftslloe" and artisans, 
and the knights and ladies of the Sidhe teplesellt the 
classical "'white faeries'" of k-gend . The Unseelie mem­
bers of the Danoinc Sidhe cannot stand the sun of the 
mortal world. They die or tum to stone if touched by 
the sun's rays. All Sidhe have the powers of invisibility, 
infatuation and glamour. Many individuals have the 
power to enchant objects, change shape, control mortals 
by gaze or fly. They are accomplished healers and 
musicians. 

In physical appearance, they are tall and slen­
der, usually having pale hair and eyes which may be any 
color except brown or black, including such rare colors 
as ~Ilow and violet. 1neir skin is always pale, without 
marks or frockles, and in some it may look like living 
porcelain. The long. slender faces of the Sidhe have a 
disturbing non-human quality and are strong and finely 
made, with high cheekbones, prominent eyes and strong 
noses. Their demeanor can vary from smilingly radiant 
to roldly beautiful. 

1nc sidhe al'(' the nobility of the High Faeries, 
and as nobles, they are the faeries who are most con­
cerned with the faerie coum and their interactions. 
Many faeries are content to live their immortal lives one 
day al a time - eating. playing. and interacting with the 
occasional faerie or mortal who CIOS!kS their paths. 
However, as with aU nobles, many Daoine sidhe have 
larger ambitions. 

They frequently engage in games of power and 
status with one another. The magical, martial, verbal 
and fashion contests of the sidhc have very real conse­
quences for those Involved. The status and power of 
those involved in these "games" depend on their 
outoome. Aside from politics and the courts, most 
Daoine Sidhe follow the pastimes of nobles everywhere: 
hunting. feasts, festivals, dances, entertainers, gamc-s of 
chance and ski ll, and, of course, magic. 

l1-.e most powerful sidhe soInCtimes use their 
magic to create elaborate castles within their realms, 
which is the home of a high queen (or king). All matters 
of intrigue and politiC'S swirl around its corridors" all 
times of the day and night. However, in many areas, the 
sidhe lords swear allegiance to no higher ruler - they 
care nothlng for anyone or anything outside their small 
realm. They may create a small magical castle, but most 
commonly they live with their subjects within the forest, 
valley or mound. TIlough they may be somewhat rustic 
in comparison with their kin. these faeries are still quite 
eccentric and strange, with unusual hobbies or pastimes 
ranging from causing all the plants in their realm to 
grow in complex intel ,elating patterns, to elaborate 
games like faerie (or human) chess with live playing 

DAOlNE 

pieces. Such realnu are best avoided unless o~ is either 
well-informed about the inhabitant(s) or very powerful. 

Faerie Might: 38 

Abiliti(!5: 

Invisibility 

Infatuation 

GI~our 

Some individual Sidhe have magical abilities, 
largely in the fonns of Herbam and Animal. 

The TyIwyth Teq (Vinclnl Bonl) 

The Tylwy\h Teg are known as the "good 
neighbors" and they lead lives somewhat like those of 
mortals. 1ney are between three and four feet tall, with 
a very slender build. Their hair and skin tend to be 
darker in rolor than that of the Daoine Sid he, and !lOme 
have animal features, such as canine ears or tails. llIe 
good neighbors arc responsible for the majority of thefts 
of ehildl'('n and goods from mortals - most changelings 
come from them. 1ney try to mimic the lives of mortals 
in every way possible, going as far as to SC<!m to age as 
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mortals do, and to steal children so that they can pretend 
that the children are their own. 

All Tylwyth Teg have the power to create 
illusions that will fool the senses of sight. hearing and 
touch. lllcy can only becast on an existing object which 
roughly ~blcs the illusion to be crt'Qtcd. Such 
illusions can last for several days, but are not pc. t .. anent. 
illusioN are often used to create the appcaraoce that a 
stolen penon or animal is still in the mortal world, or 
that a changeling looks like the stolen mortal child. 
Some individual Tylwyth Teg may use non-Hennctic 
magic spells. enchant items (usually garments of invisi­
bility or flight), or control mortals. All can increase or 
decrease the fertility of crops and livestock. 

1lIcy frequently live in the faerie realm ncar a 
human, village, and may even live within a village that is 
nearly ,dcntkal to the mortal one (with a few significant 
differences, such as cottages made out of living trees and 
thatch made out 01 living gTass). Sometimes they go as 
far as to pretend they are the villagers, and will spend 
much time spying on their counterpart so as to make 
their role perfect (which they never seem to do - there 
are just some things they cannot understand). Their 
obsession with mortals knows no bounds and they arc 
capable of doing anything in their inunortal study. 

Faerie Might: 36 

Abilities: 

JIIu.iolU 
Power over the fertility of crops and livestock. 

Sprites 
Sprites arc tiny faeries, a few inches tall at most. 

1bcy wear dOlhing of leaves and flowers, and make tiny 
s~rds, armor and fine goods. Their court is ruled by a 
king and a queen. sometimes called Oberon and Titania. 
n.e queen'. home is often given as Mab. All sprites can 
fly, though only SOrrc:' have visible wings. They have tlx> 
power of invisibility. and some have animal features. 
pa~icu\arly those of winged insects or birds. They 
t)'P1Ciilly serve as the court of the otl'x-r High Faeries, 
and willsomctimes even do as they are bidden. 

Faerie Might: 10 

Abilities: 
Righi 

Invisibility 

Remllnche 
F~~ Mig"': 10 
Siu·5 Qik+5 Pr~ +l 

Dt-.r+3 Prt+I Pn+2Corn+3 

Braw +3 
Frierufly +3 
Tirly rapin: 1st +9 Alk +8 Dam +2 
Fgt+2 Def+T3 SookO· 
Body levels:·J, -3. lncapacilaltd 
.+J ,ul1lllgt from iron weapons. 
Rmlancht is II sprite groul t",tL indte; WI. Ht 

has wrgt color{lll buttnfly wings. II long rgllikl faa, 
gtul ngkd pink Mrs lind lIli/' OI"mD~, Rmul/'Icn i$ 
cowrtd wit" soft siloery Illr. H~ ClImes tl long silver 
,u,ning rrttdlt, C111efully Jilltd with tl cross IIImd/e, 
which Sf, utS /U tl mpitr, atullDl!llrs a IIIrgt flopping 
grUII lull with II tiny frothn in IItt blind. Rmllmche 
considns "imstll tl sWGShbuckler and g knigh/·in­
training, and constantly seeks out morlill company in 
1wpls of bring tlCCtpttd somewhne AS a sqUirt . Foe­
mancht has Iht power to turn any non-living objtcl 
or group 0/ objtcls up to his own siu into lint silver, 
by touch , tlnytimt lit de;ire; 10 do so. 

" fAERIES: A Complete Handbooll oi the Seelle 



THE UNSEELIE COURT (Numina 

Indecorll 
In decreasing order of faerie might. the faeries of 

the Unscelie Court are: the Unsedie Lords. the Kia­
Sidhe, Hags and Ogil~. the Host, and the Imps. The 
Unscelie Lords are the counterpart to the Tualha and 
will rarely be encountered by mortals. They will not be 
dealt with here. 

KJa-Sldhe (daemonJa) 
The Kia-Sidhe look juSllike the Daoine Sidhe, 

unless they choose 10 assume olhcr shapes, and have 
similar powers. All the Sidhe have the same kinds of 
powen. though the Unseelie tribes tend to change their 
shapesor appearances more freely. 1be major difference 
between the two types is thai the Unseelic Sidhe are 
vampiric. The Sidhc of the Seelie Court arc not always 
happy about their dependence on mortal vitality. and 
they do not always treat mortals w!!l!. However, they 
accept the traditional forms of faerie dependence on 
mortals. The Unseeli!! Sidhc work more directly. They 
drain the blood of mortals, usually those they have 
infatuated or defeated in battle, to gain mortal powers. 
This also replenishes their Faerie POWCT. 

Faerie Might: 44 

Abilities.: 
Invisibility 

Infatuation 

GI;unow 
Shapechange to Animal 

Shapechange to Object 
Vampirism~ Drinking one pint of mortal blood 

boosts the Faerie Might of an Unseclie Sldhe back to its 
maximum. 

.Sotre individuaJ Sidhc have magical abilities, 
largely In the forms of Herbam and Animal. 

Og:res 
Ogles are powerful Unseelie Faeries of 

enormous size (+2 to +5). They have no magic save their 
supcmaluraltoughness and strength. Ogres are often 
permanently in attendance as guards to other Unscelie 
Faeries. Ogles may be male or female, and they re­
semble Ul'oCOuth or deformed giants. 

Faerie Might 21 

The Host (terrkulamenta) 
1be Host are the rank and file faeries who 

follow the Unseelie Lords. 1bey are much smaller than 

Morgatl Le Fay 
Fllffie Might; sa 
Siu OInt +5 Dex +4 
Pre+S Com+5 
Unforgiving +5 
Anti-Dominion +5 
Fat n/a De[ +12 Soak +15· 
Bcdy levels; OK, 0/0, -1/-1, -3, -5, Incaplcilatcd 
·+2 damage from iron weapons 
Powers: Inflltulltion; shape-chllnge self into 

hoodtJi crow; specitllizing in Imdgo1lD1l, Men/em, 
Muto, Rego up 10 lewl sa; Fturie Sight. She. suffers 
no pma/ty for sponwl1MIIS sptl/S. 

Morgan Ie FllY is II faerie noble of lhe. highest 
1'Iink.. She is OM of fhrt:!! sistas, lhe others bring 
NnnAn (01' NimM) liM Macha. Morgan aM ht.r 
sislers lire nol tolll"y hostile to humlUl brings lIS II 
I1IIItttT of prirlCipJe; they enjoy the comptlny of mllgi 
liM othtT such mlighleneti.schoJIiTS. Their WIIr is 
ligainst the Dominion and 118'1in.s1 mortal ptJWtT mJtr 
allihe land. Mortals who rtjtet the Dominion, follow 
Iht old W/iYS.liltd lire willing to be StCond to tht lords 
offllme will find no qUllml wilh Morgan Ie fay. 
Against lhe rest, she is mtrdless. 

Morgan apptUrs mosl often AS II beautiful Sidht 
woman ~ tall, pllt lind golden-haired. In this form, 
silt Nis beI!1l stl.'n to rise oul of lhe water of cerlllin 
/akts , She ClIft IIlso IIJ¥'i1r lIS Ii blllCk hIIg, lind tnrods 
in lhe shape of a hoodril crow, /IS do ht r sisters. HtT 
prtftrtTlct is to fight the insidious conversions of tht 
Dominion /1y forcing ronoelsions to Iht foerie CIIust. 
Her usUliI wtIIpollS are I1IIIgic, diplomacy, persUllswn, 
and h", power of infatUlition. Those who fight her 
more dH'ectly, hownJtr, will find htT a ItTrible fot. 
Sht has the power 10 ,h~ II morllIl champion and 
infuse him or her with f~ might. This giues the 
champion magic reo;istllnct, jnCTtllStd slung/h, 
stllmi1lll, and soIZk rolls, lind Fanie Sight. 

A curious slory is ioU of hu. It is Sllid she Iws 
lhepower 10 summon hu sistas, Ntman lilt /71-
triguer 11114 MtM:ha/1It SlaughtertT of El'ltmitS, and 
11141 when sht dotS, the thrtc a~r /1$ 0111.'. This hils 
led many to belitfJt that they art l'Iollhree fatrU 
sisltrS at all, but three parts of 0111.' /!ting, Iht 
unimaginably power{l41 faerit Lord of Wllr, knowl'l /0 

Ihe pagan Celts as &db (pronounced Bibe). 

hu~n beings, many of them being the size of the sprites. 
The,r true appeaT3nce is difficult to determine beCiluse 
they are usually invisible. All the Host have this power 
and can fly as well. Within the! Dominion, they are 
sometimes thought of as the horde of lesser inhabi tants of 
Hell, or as the souls of mortals whose lives were so evil 
that they could be said to have losl their humanity. 
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All High Faeries can be found In great night­
time processions or nults. 1be Host typically I'ollow 
either the Ooaked Hunter or the Homed HuntCT', two of 
the Unscclie Lords, during these rades. It is something 
like an aerial fox·hunt, with members of the court, their 
horses, and their hounds chasing noisily but invisibly 
through the night air. The object of the lade is to 
frighten, sicken OInd kill those on the ground. 11'IC faeries 
themselves can bring terror, madness, visions, and 
unbalanced states of mind. If they ne riding without 
the Lords of the Hunt, however, they need mortals to 
create true physicOII dOlma.gc or death. Huma.ns found 
outdoors when the rade passes over without its lords 
will be caught up OInd carried illong. !hey are given elf­
arrows and told to shoot those on the ground or be shot 
themselVC!S. Fired by the Host of the (OIde, the arrows 
C<Il\ cause visions, mOIdness, or ph<!intom pain or paraly­
sis which diSilppe:ns with the dOlwn. Firccl by OIl mortill, 
they cause discOlsc or sudden death to the target struck. 
Mortals who report being c<lJ'T'ied OIlong Sily that they can 
sometimes survive by shooting livestock instead of 
people. Either the Host cannot distinguish easily among 
the forms of mortal life or they do not care as long as 
something mortal is destroyed. 

Faerie Might: 8 

Abilities: 

~use DrumtIVisions 

EJfshot 

Ha~s (laruae) 
Hags are female faeries of terrible appearance, 

but <Ire usually quite intelligent. TIley shun the sodal 
whirl, but will appear at the Unseelie Courts if called 
upon, which they often do to sit in judgment of disputes. 
Hags mOly have spell-like powers, often associated with 
WOlter, or mOly use Hermctic spells as well. 

Faerie Might: 17 

Imps (surcull inHnltll) 
Imps are tiny, distorted faeries which only 

vaguely resemble mortals. They arc never more than a 
foot tall. Some can fly or change shape while others ride 
distorted mounts resembling horses, goats or chickens. 
They like to poke people with sharp objects if they can 
find any that have not been blessed, made of iron, or 
protected by charms. They shoot thorns with tiny bows 
or blowpipes which cause minor pains and unfeeling 
spots on the skin. 1beir favorite tricks are to drag 
disease-ridden objects Into travelers' paths or to tum 
into a SmOll! item like a coin OInd OIttemptto lure mortals 
over cliffs. In the Dominion, they form p'oce!sions on 
ilI-omcncd days like the eve of All Saint's Day, when the 
POWCf of the Church Is weak. 1ncy can somctimesdo 
real damage at these tilreS, laming prize horses, blinding 
the pretty children of influential families, and 50 on. 
However, imps cannot resist bragging about their deeds 
and the stupidity of mortals, so anyone who can find 
their dwelling-places mOly overhear the remedies for the 
damage they have caused, and which they are oonvinct'd 
mortals are too stupid to know. 

Faerie Might: 23 

Abilities: 

Righi 
Shap«h..nge to Animal 

Numlna Manl- low faeries 
lbc Numina Mani are the faeries which are most 

often encountered by mortills, for they frequently reside 
within the Dominion (but only up to 3 aura). As faeries 
of the human world, they Inhabit places known to 
moTUls and do not automatically flee from mortat 
contact. Unlike the High Faeries, Numina Manl do not 
believe in remaining OIloof from human society. They 
fulfill their need for mortal contact not by copying the 
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mortals' world, but by becoming part of it. This is not to 
:501y that they are all friendly to morl.11, 811 of the time. 
A5 II group, the low faeries arc more likely to be well­
di5pOsed toward humans than either the High Faeril"S or 
the Numir\a DisCI t6rom. but individuals can be unpre­
dictable. They often like to 5C(! just how far their mortal 
companions (an be push«l, and don't like to be forgot­
len as faeries, diUcret\1 and beyond human understand­
ing, by these humans. 

For all of their bickering. Numina Mani all.' pari 
of the human landscape, lind without it they would be 
lost. TIle low faeries have lost much of their faerie 
Might because of the Dominion. To compensate for this 
loss, they have taken on power over the critical, magical 
aspects of human life; making fire, brewing. baking. 
farming animals, creating. building, bringing food from 
the soil and wealth from beneath the carth. Daily 
business between low facr1es and mortals can be e)(­
tremely complex, but the essential nature of the relation­
ship is simple. Many morlals depend on the Numina 
Mani for the romforlS of dvilization. Withoulthe faerie 
help, a craftsman could be ruined; without faeries,the 
cows might not give milk. For Numina Mani, the 
equalion is equally simple - they are no longer part of 
lhe wilderness; withoul mortals to harass, jibe, observe, 
aid, succor and protect, they would be nothing. 

Numil'la Mani tend to look more like Numina 
DCscrt6rum than like High Faeries. They have similar 
uncouth features and animal characteristics, though they 
are almost always human-like in shape and small in 
stature. Some are so similar to cerlain wilderness faeries 
that it has been suggested that Numina Mani are "do­
mesticated" Numina ~6rum, just as fannland is 
"domesticated" wilden! In plitCC5 where wiiderJl('SS 
and civilization are very close together, like the wild 
mounta in farms and pastures of northern Europe, this 
can be iI good rule of thumb. In places like England and 
Russia, where the fields have b«"fl lilboriously tom from 
the vil51 wiide' hcls, Numina Mani tend 10 cluster 
around the rural household. In the ancien t Ct!fI ters of 
civilization like Italy, Numina Milni have become very 
far removed indeed from the wildcmcss. In general, the 
more closely involved with mortal civilization a Numen 
Manus is, the less likely it is 10 be bothered by religion, 
bt>lls, clocks or iron. The most e:dreme cases are certain 
city faeries who live in churches, dress as religiOUS 
officials, and may even be immune to exorcism. 

However, no faetie can live in a place where the 
Dominion is complete and the Faerie Aura not pre5('nt at 
all. While they can survive iI Dominion of up to 3, they 
require the "tastc" of Faerie Aura at least on«' a year. 
However, il is quite rommon for the Faerie Aura to 
appear during certain great festivals, evt-n within a large 
city. It may not overwhelm the Dominion throughout 
the city, but in certain cellars, fountains and shoemaker 
shops, it may happen every night (where the centers of 
rtgW once stood). When the Dominion gets 100 strong 
and the Faerie Aura disappears, the Numina Mani must 
sleep, but when the Faerie Aura returns, they reawaken, 
no matter how much lime has elapsed. lhere are stories 
of cities roming .. live with low faeries during the day of 
an eclipse. 

Numina Mani, like Numina ~1t6rum. are 
classified according to their are .. of influence. For 
NumiTla Mani, these areas are: watcher, household, 
work place, field, and city. 

Numlna Viqllans-. - watcher faeries 
A few types of faeries inhabit human lives in the 

same way their cousins Inhabit lakes, mountains or 
forests. Humanity is thei r environment. They are like 
wilderness faeries in form and power and their interest -
in mortals is nOI direct or personal, as it is with the other 
Numina Mani. 

Banshees 

There are many types of Numina Vigilans who 
are able to sustain themselves in the Dominion by 
becoming a guardian to a certain family or place. lbe 
most tragic of these tutelary faeries are the Banshees, 
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which invariably ilttach themsclvesto iI ~rtain family or 
dan. It is thought that through the dedication of their 
guardianship, they ilJ'C 5O~how giwn the abili ty to 
withstand the power of the Dominion. Perhilps God 
favors those who spcncllhcir lives in the protection of 
others. 

The Banshee a n be heard wcq>ing upon the 
death of any member of tha t fil mily or diln and may 
even go 90 far as to aid tht-m in war. It is thoughlthal 
they are the ghost of a dead ancestor of the dan, a 
folbcarcr who had much filerie blood in them. 

It is unwise to offend a Banshee, for then they 
will move 10 ilnolhcr fann. If the fami ly moves, Ban­
shees hilw been known to follow, but sorretimes this 
can be very d ifficult for them if the filmily rroves to a 
place where the Dominion is stronger. 

Other guilrdian faeries are bam brownies, Jobs, 
and cellar currichlans. 

Faerie Might: 18 

Abilities: Right 

Invisibility 

Morae 

Death Wail- cur:!CS the victim so that 
they have an untimely death 

Morae are the faerics of dreams, especially of 
nightmares. 1bey can transform themselvcs into insects, 
twisb of hair, motes of dust. or rays of light to reach the 
best- protected mortals. 1ncy m~t make physical 
contact wi th the sleeper to create dreams. In addition to 
their night-time fonns, they can \Tavel with a Wilking 
person in the form o f a pel bird, riding horse, or even a 
human comp;lnion. Some morae are vampiric by nature 
and slowly weaken their victims by suffoca tion, exhaus­
tion, loss of blood, or night tel mrs. Others draw their 
chosen mortals into Arcadia through dreams which 
bc:oomc more ilnd more real. Some morae ilre mere 
dilettantes. These less powerful creatures causc fine 
dreams or nightmares out of sheer whIm. They may 
visit a mortal once or many times, can weaken mortals 
but nol killlhcm, and can be kepi away by garlic or 
chalk lines drawn around lhe openings in the house. 
The more powerful types can only be overcome by 
volunteers who sleep beside the afflicted person and 
n'ason with or bailIe the mora in a dream, or by finding 
the fonn the moera takes 10 reach the sleeper and 
destroying it. 

Faerie Might: 28 
Abilities: 

Shapl'Change Into Animal 

Shapcchange Into Object 
ProphecyfDlvlnation (in the form of dn'ams) 

Brol1achan 
Brollachan appear as shapeless, indescribable 

areas of darkness. They may have mouths or eyes, 
though usually they do not speak. They mow like slugs 
and can assume any shape that docs not require skeletal 
support. Their motives and level of intelligence are not 
known, though some mages ffiilintain they are attracted 
to sites of past or future violence. Anyone touching a 
brollachan will rc«-ive +tI damage from cold each round 
contact is maintained (Soak from ilrmor d ocs not pr0-
tect) and will experience II: vision (Storyguide's choke of 
content). Some brollachan attack by crawling over 
victims and "swallowing'" them. Others passiwly illiow 
contact or actively avoid it. They dislike iron and will 
avoid touching it. 

Faerie Might: 17 

Fatae 
The fatae are the faeries of human destiny. They 

appear as old women at the birth of children, and to 
travelers, visionaries, oracles, and those about to die. 
They know the past and the outcome of distant events 
and can prophecy about the future if they choose to do 
so. The best known are the Creek Fa tC5 and the Ger-
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manic Noms, who spin the threads of life, but there are 
many others - the ten faeries who appear at the birth of 
certain children to foretell their fates, the Old Oak 
Woman who revealed to the gods the art of writing and 
magic, the three Ancients who can be found in a 
thatched hut anywhere in the world, weaving a great 
tapestry and taking on one another's shapes for amuse­
~t. 

Faerie Might: 27 
Abilities: 

ProphecylDivlnation 

Blacll DollS 
These creatures are as large and as heavily built 

as young cattle. 1bey are completely black, headless 
and move without sound. ll\ey sometimes chase down 
people, who may be found dead the next day without 
any mark on their bodies, only gigantic footprints in the 
earth all around. The black dog's howl is said to be as 
lethal as the scream of mandrakes, but it can be caught 
in a glass bollie and preserved if a person can get within 
earshot and survive. Black dogs cannot hurt a person 
wearing a religious symbol or someone who is praying. 

Faerie Mighl: 12 

Abilities: 

Silent Movement 

Letha] Howl 

Jledcaps 
Redcaps (not to be confused with the covenant 

messengers known as redcaps) inhabit ruined castles 
and towers in empty places in the British Isles. 1llcy are 
three or four f<loet tall and resemble miniature ogll'S with 
red eyes, protruding fangs and iron claws. Each one 
wears a red cap, which is the creature's pride and ;oy, 
kept bright with fresh human blood. One particular 
Redcap lives in a Scottish tower which has the curious 
characteristic of appearing whole and Inhabitro once 
each year, on the anniversary of the day the tower's 
mortal inhabitants were slaughtered in their beds by a 
rival family. 1he Redcap carefully lights candles in the 
windows and waits for unsuspecting tTavelers to pass 
by. 

There are many other Redcaps who inhabit 
those places humans have claimed and then forgotten. 
They are particularly likely to appear to mortals who are 
the ,urvlving members of great and ancient familics or 
they can be found in places that once had some great 
significance to mortals. They are most often terrifying in 
appearance, but some resemble human ghosts. 

Faerie Might: 23 

PADFOOT 

Padfoots 
Padfool5 appear as gleen or black dogs the size 

of Creat Danes. Sometimes they attack travelers, but 
usually they pad along just behind and try to cause the 
person to meet lheir gaze. Such people are controlled 
and aftt>rwards reme",ber nothing. 1beir prcscr\CC in 
distant places, performing bizarre, mysterious, or illegal 
activities or seeming to e"hibit magical powers witJ 
sometimes be reported later on. Sometimes, a deter­
mined person can drive off a padfoot with a stick. Other 
times, they seem to be killers as efficient as bears or 
hungry wolves. 

Faerie Might: 16 

Abilities: 

Hum;rn control 

CIaclzers 
Oackers are faeries that only appear on certain 

nights al a crossroads beneath which someone has oc-en 
buried. They appear as the skull and jaw of a horse 
mounted on a seven-foot-high pole or circular wooden 
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rig. 1ncy can be found by following the clacking sound 
made by the rattling of their teeth. If addressed with the­
proper ritual (known by a few wise men and womcn or 
hedge wizards), a clacker will truthfully answer as many 
questions as there are branches in the crossroads at 
which it stands. 

Faerie Might: 10 
Abilitics: 

ProphecylDivination 

Numina Doml- household faeries 
These faeries stay close to the mortal household 

in which they live. Most of them are extremely shy and 
never leave their posts by the fire or allow themselves to 
be seen, while others are namboyant, and rome and go 
as they please (but only in the most rural ol villages). 

1'hesc focrie's forms vary according to type, and 
some change shape in limited ways, but all, however, 
share a few basic trailS. They live in or Jl('ar a mortal's 
hou5('. 1ncy like to be fed, and if they are well·treated, 

Sysiraeus 
Faml! Might: 8 
Siu -2 bIt +3 

Com +1 Qjk +1 
Mischiroous +1 (IIriOUS +3 

Fat 0, Ckf +6, Soak +8 
Body /.roeis: OK, -1, -5, rnC'llpQCilalf!li 
Sysintf!us appeArs lIS II cobalt bllll!-willSeJ 5tlpl!!rI 

llbolll {ollr frd long wilh II hllmlill faa. II/iots IIndl!!'­

Mlth Il window arch ill the 1I1chmciCIIllllboratOTJl of 
Alltiochus, t~ Pl!rsia ll aldremist-in-dlit{ 10 Ihl! Killg 
otSpilin. Sysintf!us hils becoml!a tlliTly knowleJgmble 
aldtmrist, and provides Autiodrus with the intJIIlrmble 
5f!TtJia of dtlmping Ollt dtlngtrOus IIlchmriCilI TtJIC­

lions, which it CIln do by immersing ilsd/ in the 
solution. Sysintf!us loves to talk and b Plltnt ill High 
French, Prcroern;al, SfNlllish, Gr/!t:k, Lslin, and Arabic. 
Its presence inCTt:Il5es thl! probability 0/ success o/an 
alchemical reaction (add 2 to a skill roll). 

Sysiraeus can cast al1lgnem spells at level 25. 

they bestow favors upon the household. The5c favors 
can range from preventing accidents to making the 
household's beer or bread unusually fine to doing all the 
hard labor necessary to keep the household running. If 
they are ever mistreated, they either disappear immedi­
ately or becomc dangerously malevolent. Many have 
unusually strict or unusually lax ideas of morality, to 
which they will want the household to ronfonn. 

At their best. they are Indispensable. At their 
wont. they arc tooth'grindingly difficult to deal with, 
but they are among the least dangerous of faeries. 

Brownies 
Brownies are roughly human in shape. They are 

the size of children, spindly, wrinkled, brown-skinned, 
sometimes hairy, and: usually naked. They tend 10 be 
extremely 5hy and very hard-working.. cleaning.. mend­
ing and working late into the night. They live in cellars, 
on exposed rafters, or by the fire, and do not usually 
allow themselves 10 be secn. Unlike most household 
faeries, who shun the company of the rich and mighty, 
brownies are SOlT\('limes found in great houses, where 
they usually live in the kitchen or pantry. In return for 
their work, brownies must be fed evcry day, their minor 
pranks and noi!ICmaking tolerated, and they and their 
work must never be insulted. They may become angry 
and hostile if lhese things arc forgottt'll, if their mortals 
are slovenly, or If someone does their work for them. 
Many brownies will depart for good if given clothing. 
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This 15 apparently nol an Insul!, but a treasured gift 
which ends their need to labor. Brownies do not usually 
change shape, but can become invisible. 

Other names for brownies include Hobgoblins 
(England), Bucas (Wales), Duende (Spain), Poltcr.;prites 
(Germany), and Hutchen (also Germany). 

Faerie Might: 12 

Abilities: 
lnvbibilily 

Can perform luge ~ounts of work 

House Basll1scs 

The House Basiliscs appear in the fonn of 
snakes, half-1'OO5ter and half-hen, or creatures that 
combine snake and rooster features. A few have been 
known to appear as children with claws. They are fond 
of sunning themselves and like to sit ncar running 
water. Uke brownies, they can easily become invisible 
and always do so when anyone but the family is around. 

They can ny and travel in the form of fire­
hens with fiery tails, bright streaks or fireballs. They do 
less household work than other household faeries, 
bringing good luck and gifts instead. Their loyalty is to 
their own household, however, and !lOme of the more 
raucous House Basiliscs make a habit of stealing goodies 
from the neighbors to bring home. They are curious and 
fearless despite their small size. Chicken-shaped 
Basiliscs can al90 be loud, mischievous, and demanding. 
while SCi pe"t Basiliscs tend to be more even-tempered. 
If badly treated, they will tum on the hOU9Chold, causing 
sickness or hiding stolen goods in the offending mortal's 
bed and bringing the authorities. Unlike many house­
hold faeries. however. they will forget their anger if 
proper apologies are made. It is said they have the 
power of prophecy. if they choose to use it 

Basiliscs are also known as Rarash and Aitwaras 
(Eastern Europe), Soufne (France>. Stoicheios (Greece). 
and Tsmok (Russia). 

Faerie Might: 8 
Abilities: 

Invisibility 
Right (in fire fonn) 
ProphecylDlvlnation 

Cobalts 
These household fa<!rics seem originally to have 

been forest, earth, or fire spirits. Unlike most wi lderness 
faeries, who sicken if their homes lire di$lurbcd, lhese 
sturdy faeries have more tully adjusted 10 human 
beings. If their tree was CUI to build a house, they 
moved into the house. If their fire was brought into a 

hNrth, they inhabited the hearth. This process seems to 
have taken place in al'Cils where morta ls valued the local 
faeries. In i't'ITlOtc areas, mortals still bring the faeries 
indClOt5 by cutting an image from the living wood or 
stone for the faerie to inhabit and moving it into a secret 
place within the housc. 

The most primitive robalts inhabit these images 
just as dryads inhabit bCC!S. Most, however, have come a 
long way from their wilderness anrestors. 1bey have a 
particular area of influence within the household­
hearth. bam, stable, bathhousc- depending on their 
original nature. 

Usually they appear as dwarfish, sturdy, 
swarthy men, between two and three fcct tall. TIwyarc 
always hairy, either furry all ov<!r or thick of hair aM 
bearded. All are enormously strong. Some, particularly 
those who care for animals, have animal features. They 
are opinionated but not prudish, enjoy carousing when 
thc work is done, and generally demand all thc righls 
and privileges of a member of the flSmily. In the areas 
that still welcome them (which are growing scarcer, for 
the Church frowns on such things), every fClmily has its 
cats, its dogs, and its cobalts. 

Faerie Might: 12 
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Numlna Laboris - worlitpJace faeries 
1nese low faeries are found where mortals labor. 

Some, like the mine faeries, have a natural affinity for 
such places and are willing 10 cooperate with humans. 
Others simply love to mimic human activities. 

Numina Laboris vary greatly in appearance. 
With the exception of the tiny faeries, they lend to have 
a human-like appearance with the characteristic physical 
features of their work enonTlOus1y distorted. 1beir 
relationship to humans is simple; they appicdatc those 
mortals who work hard and respect lhe o ld traditions. 
TIley have great sympathy for the hardships of the work, 
and often help those who resped them and do not 
complain too much. Politeness, for these faeries, is 
always a virtue. A gift of food from a mortal who has 
little has great value to them. 

TIley will sometimes ask mortals to perform an 
especially odious task or will aid mortals in ways that at 
first appear annoying. Those who respond with good 
grace are richly rewarded. Most Numina Laboris know 
where the owner's hidden stock of treasure is concealed. 
WcavCT faeries can spin golden thread. n.ey will never 
teach the SCC,C! of making wealth, but may share the 
results with their favorites. 

HabetTot 
F~Might; 20 

5iuO Pre -3 
va +5 Str +3 
Inl +3 Stm +5 

Kind +2 
Just +3 
Magic resistance +30 
FaIn/II Dtf+l0 500.1:+12 
Body Imds; OK, 0, -J, -3, -5, lncllpllcitaled 
HRbelrot is qUtm of the wtIWrT~. She lias 

many hollSt'S in nIIlnycountrits, but always /hesame 
"p/"fRfllnce. Habetrolshows hersdf IZS lin oUl., old 
UOI7I/ln wilh II long PiIR lind .. ptndu/ous /owtr lip 
IhIlt .. Imost touches/he ground. The ugli~ of /hese 
deformities is caUSftl by COllStant spinning .. nd 
Wf'JWing. She Ims the power to S« the {lItuTelind 
cure any wound or dislrlst. She CI.II'I wtrlVt thest 
poui'rTS into garmmts which give the wearer trisiollS 
or Fllent Sight, or shiTtslind bI:Indllgts which httll 
tht sid: or injured who put them on. 

Habrirot can lI~r lind disapp02r at will, tfllvtl 
from one place to aflOther wilhout rtgIIrd for the 
IImoun/ of til1lt the jou rney would fIOrnuilly /4kt, lind 
send othtr5 in the SlIme way. She is kind but flO/ 
foolish, liUs being fIIIl/md, is wdl disprstd toward 
morlllls, gentfIIIly, lind /oltflltes no mistTtll/mtn/. 
Sht is /ondy,~, lind grows IIngry whm 
Wguesls w ask to ItaIJt. 

Habrirot Ihies in a smllll collage which ClII'I only 
be 5«n by touching II water-rounded stone or looking 
through II slone wilh a nIlturlll hole in illlnd speak­
ing her _ t. Sht invites in some of those who do so 
and illStlintly they aPfkUr beside her cottage (though 
their «tlllll bodies do not mow). If thest guests 
plesrse her, she may tum give then .. gift, though she 
will be relue/llnt /0 let them~. When they do 
fiNllly convince her to let them go, shellngrily wishes 
them fEWtly .. nd they ttDpptiJr in their bodies. How­
ever, they will find IIuU thty may have b«n gone for 
sonu! time (YSTS in some rose<) lind that IMy were 
very sick while tMy were gone. 11 might Illke them 
several months to rtrover. 

In Arardill, sht would be equnt III tht Tun/liM de 
Danllnn in power, bill she prefrTS tht mllrtal rNlm 
(thllugh her col/ .. ge may indad somdlCJw be within 
Mead;"). 

GobUns (Pumlll) - mine faeries 
n.ese faeries usually appear as dwarlish, 

gnarled old men with bent backs and eoonnous hands. 
They wear pointed caps and old-fashioned working 
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clothes - boots and heavy caftans. They wam miners of 
impending danger by loud wailing or by throwing 
rocks. A lucky miner can follow the sound of their tiny 
silve" picks and shovels to a rich vein 01 ore. Mine 
faeries demand wages - either a full working man's 
wages or daily gifts of food. Anyone who steals from 
their wages will be found in the mine shaft with a 
broken neck. Mine faeries are tacitum and fond of 
routine, but are usually helpful to mortals. They often 
carve out their own caves within the rock for their 
homes. 

See An Magica p. 124 for statistics on goblins. 

Weaver faeries 
1be:se are among the most powerful of the 

Numina Mani. They lIsually appear as o ld women with 
enonnous hanging lips or noses, gap teeth, and spread­
ing posteriors. 1llE'y can spin and weave any substance 
and transform any household substance into spun gold, 
silver, or cascades of precious ;ewels. They are not 
egotistical, but favor mortals who speak kind words 
when they {'Ould use ugly ones. Though they live under 
faerie hills or in faerie houses, they like to visit mortals 
and are seen fairly frequenUy. Weaver faeries are the 
spedal patrons of infants, brides and whoever practices 
the arts of weaving. spinning and sewing. They are 
distant {'Ousins of the Falae. 

Faerie Might: 11 

Numtna ~ricolae - field faeries 
1l>cse faeries dwell in cultivated fields. They are 

the closest of all low faeries to the wilderness. They 
claim the nelds in which they live a!O a kind of wilder­
ness which mortals may usc only if they have the proper 
knowledge. Thieves, the lazy, and the ignorant are 
mercilessly treated. For careful fanners, however, field 
faeries can be helpful. They discourage theft, keep the 
fields fertile, and sometimes give special information to 
mortals 01 whom they approve. 

Some of them have monstrous shapes, like the 
dog-headed Sidlian field guardian whose scythe<lawed 
arms arc long enough to reach from one end of the field 
to the other. Some look like goats. CalChingsucha 
f1eld-goat brings good luck and the promise of children; 
they are among the mildest of field faeries. Others have 
human shapes. 

Numina Agricolae can be male or female, young 
or old. The fjeld-women always have long hair and long 
breasts. All can change their size at will; they arc 
smallest when the crops are sprouting and tallest neat 
harvest-time. Most can become insubstantial. Farmers 
who work in faerie-inhabited fields leave the last shock 
standing at harvest time as a gift for the field faenes. 

Aunt-in-the-Rye 
Faerie Mighl; 32 
Siu +310 -3 
1711 +2 Pre +1 
Per +3 Impalient +3 
Ukes childrtl'l +2 
Mtlgic resislanc~ +40 
Falnla Dq +12 Soak +20 
Body levels: OK, 0/0, -1/-1, -3/-3, -5, lneap. 
This ftUri~tlpptOrs as a good-looking womtln of 

indetermi1ltltt agt, dressed only in a long skirt. Sinct 
her top is /ulrt, it is t11S1j to notiet tkal her brtllSts art 
black. Sht.lives in an atrtmtly /IIrgetlnd productive 
/idd whith hils two curious f41turt:S - it ntvtr nttds 
to lit ful/(1W, lind II Itlrge wdl-~ Roman road nlns 
up 10 ont' ttlgt, stops, and resumes orr theolher side. 
Thost who use Ihis road, whith is the best rood for 
miles, must cross lhe. fitld or walk around it. WlIlking 
around it IilkI!5 kIIlf II dll!!- Those who cross it for Ihe 
firs/lime will ~ met by the Aunt.jn.the-rye. Sill will 
ask alllUlults she meets a series of questions. Women 
will be asked llbout the growing of collon or /lIIX, the 
spinnill8 of Ihretld, and lhe trUlking of c/olh. Men will 
be askd IlOOwl the proper am of food Nops. 

Those who answer poorly lire giVCI riditwlou5 
/t#tures- donkry taTS, a pig's tail, 8011' fed - which 
alii only be lelllolJl!d I7y tl /lime or by II rilwlIl per­
formed by II high officiAl of the Church. Thosewho 
a~ com:dly tlre allowtd 10 pass. MtI'I who are 
crude or impolit~ 10 the Aunl-in-the-rye ntVtr ItatJe 
Ih~ /iLld lit all. They 1m infllhlllttiJ and offemlll piAU 
at htr poisonous brtast. Women who adlhe $Orne U¥IY 
are wound~d and throwl1 from the field. Morlals who 
succud;l1 imprl'Ssing the faeri£ with their answers aM 
lheir manners will bt told a faerie sa:rel. Tht SlCrets 
aremul1dan~ but oolwzb/e - how to brtw btv from 
barley slll/b, mau flowr from llcorns, find trUlgic stones 
inside of mushrooms, whistle up TIlil1 or a flock of birds 
- tlniJ sh~ I1I!VC' gives the sam~ Strn!1 twic~. 

As faras Iht Aun,-il1-tht-ryt is conumtd. l10blts 
and trUlgi IIr~ Jhe Sll17I~ lIS any othtT morlals, only mor~ 
/ikt/y to be ignoTllnl. Pritsls art tolemled ol1ly if Ihey 
CtlI1 an5WV all her qlltslions and maintain proper 
rtSp«l. 

The wI ptople belirot it is bad hICk 10 m~ntion 

Ihe AUl1t-il1- the- ry~. They will no/ allSwer any 
questions tlbout Iht field or the breuk in tht f'OIId. 
Obstrvtlnllravellers mJly IlOtic~ IkIIl only cvltlin 
ptopl~ from the villag~ roer mter the fitld, aM/hilt 
(hildrtl'lllr~ MverIJllowtd ne<1rby. Th~ fllerU is fo .. d of 
childrtl'l, lind will in/alWlte lillY who tI'Ittr th~ fi~ld. 
Thq 11ft IniltWIIy, ~ 10 refUI?! 10 IlIftr fo""tr lives. 
As the Aunt-in-Ihe-~ dislikes both iron lind religion, 
th~ /iLld worktrs ~ Ctlrry religious symbols and 
work with /linl sickll'S, bont' shovels tlnd woodtl'l p/qws. 
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TIle field's faerie lives there through the winter, and if 
the shock is cut down before spring,thc faerie will die. 

Faerie Might: 30 

Numina Urbium- city faeries 
Unlike High Faeries, who live apart from 

humankind, and Numina Desert6rum who shun mortal 
works, Numina Mani (low faeries) kl!Cp close to mortals. 
Some low faeries have become so fond of the bustle of 
mortal life that they have stayed with their mortals as 
villages grew into towns, and towns into cities. 11\ey 
have found their own special niches within urban areas 
just as other Numlr.a Mani do on farms. Many have 
adopted some of the bright clothes and strange manners 
of mortal dty-dwellers. Their adaptations go beyond 
appearance, howeveT. City faeries have no difficulty 
with new things or customs and fear neither religion nor 
iron. They function no better in the wilderness than an 
urban mortal would, and can even enter an area of up to 
Dominion 8 before having to return once again to less 
severe climates. They are most often found in plact'S 
where cities are an ancient tradition (italy, Greece, ports 
in Russia), 01" in the oldest cities and churches. 

Numina Urbium are very rare and growing 
even more so, though on certain days of the year, they 
will be much more common than on others. It is very 
rare for them to be about all the time, for usually the 
Dominion is much too strong {even in those slX'dal 
spots where it is nol as dominant}. 

Roustabouts 
These are small city faeries who like 10 keep 

things exciting. They play pranks, steal from vendors' 
crafts, pinch good-lOOking men, whisper sweet nothings 
in the cars of pretty women, and say allihose things the 
local mortals are 100 nervous to say about the neighoor­
hood priests, wealthy townspeople, and pompous 
officials. All can become invisible and insubstantial at 
will. 

Faerie Might: 15 

Abilities: 
Invisibility 
Insubstantial Fonn 

Numina Eccleslae- church faeries 
l1tese faeries vary in appearance and tempera­

ment. All, however, live in churches. Some church 
officials try to ignore them,. but others are glad of their 
company. Some priests believe these faeries are lhe 
spirits of people or animals sacrificed when the founda­
tion of the church Willi laid. 

17re B;trabao 
FuritMighl: 15 
5iu·2 (am /.It -510 +1) 

Per +1 Com+2 
Disresptctful +4 
Rowdy +2 
Brawling lst +4 Alk +4 Dam +4 (brawling 

damage) 

Fal +2 Ikf +4 Soak +5 

Body ltvtls OK, 0/0, -1, -3, -5, Incapacitated 
TM Ba"""W aptXOirs lIS a little fill dllnliy, IlII 

dressed in red,about two ftel /all. He am, Mwewr, 
shaptshif! into Ilny {orm, Ilnimate or iFlllni11lJZte, up '0 
siu +1. He lives in Venice in the wine ullar of II 
UJtQlthy merchanl. Usually he keeps busy by turning 
into Ilsrnall piece of thrtad lind working his WIly 
down Ihe bust line of generously proportioned ladies, 
bul rtcnrlly he has found II new amusernnrt. The 
new Venetian minister of public works is an elderly 
gnrtleman known for his pompous manlltrS and his 
pride in a spotless record for personal conduct. The 
BaI'l2/:w finds the Lord Minister txlrmrely amusing, 
and has taken to a55lU11ing his liktf'1tS5 while being 
setn Slaggtring out of tatltnlS, holding animated 
ronvt1S!ltions with ladies of lhemming, and nm­
ning off willuJld pAying 1M gondohl fllre. The 
Minister is /ooIdng for agrowp of ptOfJle willing and 
IIblt 10 discover lJre idnrtityof the imposter Qnd 
restore his own good name. The Bamboo is delighted 
-II great gtrme of hidt-and-sttk is in sture. 

Faerie Might: 13 

Abilities: 

Glamour 

Shapechange 10 Animal 

Underpeople (Numina Incoqnitl) 
lllCSC are very mysterious faeries. Their nature 

and powers are largely unknown. lncy appear in 
human guise, but arc often curiously dressed in volumi­
nous cloaks or wrappings. Each lTliIy hoovc a particular 
mark lhat Identifies them - an animal eye, cars of an 
ass, one cloven hoof, or even a tail. 1bcy appear in 
strange occupations - rat catchers, feather sellers, 
boatmen, catacomb guides. Magi and those with Faerie 
Sight will know these faeries are not human, but it is not 
dear whether they are true Numina Mani, exiled and 
down-on-thcir-luck High Faeries, or humaf1$ with 100 
mud!. faerie bkIod to live ordinary lives. UndcrfX'Ople 
display a wide variety of faerie powers and limitations. 
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]ewliy White-Tail 
FllerieMighl: 12 
Siu -3 Per +3 

Prt+3 Qik+5 

Curious +5 

Fill 0 Dq+12 SoIIkO 
Body levtIs: 0, -3, lncapllcilaled 
Jtrtr1Iy is II Church Grim, II fypt of smill/, 

lmlwnk-liktchurch frlDU. Htllpptllr5 Il'lll crCllllure 
S<1mt1hing bttwttn II tiny ptrSOn lind II {ox. Ht /it1t$ 
in tilt bdl-Iowtro/ In English church IIll«htd 1011 
monasttry. !millY WIlms of Ihitvts lind imptnding 
disaslm by loudly ringing Iht church-bells. He II/SO 
follows dubious CMTIlcltr5 lind ~k who inlertsl 
him by Irrllls{orming hirnstl{ into II smIlll silvtr ball 
set with rubies. WhDr such ptoplt find this ball/ying 
0" tht {loor, Ihey uslUllly p«1rd iI, givi"g lefe",y Iht 
cJwfICt to obstrw thtm III his leisurt. Ht CII" assUf7U! 
J'IO othtr forms. 

They always seem able to come and go as they please, 
and they may have some visionary powers; their appear­
ance to an individual or group of individuals usually 
marks the beginning of great and strange adventures. 

fAERIE ANIMUS (Anlmala 
Phantastlca) 
AnimAla Phantastica Ferus - wild 
creatures 

Certain types of wild animals arc associated 
with the faeries or arc under their protection. Animals 
whose strength, fertility, intelligence, beauty, swiftness 
or rarity are notable are most likely to be considered 
touched by the faeries. Sometimes whole species of 
natural beasts arc faerie-associatcd- wild pigs and 
cattle, foxes, hares, crows and tiny roc deer arc among 
them. Sometimes special individuals are known and 
named as faerie creatures. 

The White Hart 
Faerie Might: 43 

Size +3 Cun-l 

Per +2 Stm +8 

Brave +5 

Magic rcsistance +20 

AntJcrs: lst +8 Atk +7 Dam +24 

Hooves: 1st +8, Atk +5 Dam +12 

This rare crea ture is a huge red deer Slag. white 
as snow, always fully antlerM and maned like a lion. It 
appears 10 thoS(' who have some special destiny­
young men and women who will grow to be great 
rulers, travelers on a sacred quest, great warriors before 
their final battles. It can appear to as many or as few 
obscrvl'fS as it likes. This mystic beast can move with­
out sound or scent and can outrun the swiftest horses. 
The Hart usually appears either to lead someone to a 
special object. person or place, or to lead someone away 
{rom impending disaster, and sometimes it appears 
simply as an omen. 1he White Hart only appears in 
fores ted country. It is considered sacred by Christians 
and pagans alike. 

ChIUinghams 
Faerie Might: 5 

Size +3 Stm +10 
Per +2 

Cunning +1 

Bravery +5 

Soak +16 
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These huge, slab-sided catOe have roamed the 
faerie forests for longer than anyone can remeu,bcr. 
These catUc are the only ones of their kind known to 
mortals-each is entirely white, save for a red nose and 
ears. ll'\I! herd is led by a single king. who leads and 
keeps other bulls from the ('Ows unlil he is deposed by 
anothcr. The cattle cannot be approached or driven by 
human bcings; a ('Ow will kill her calf if it has been 
louched by human hands. Cows from domestic herds 
who are bred with the white bulls produce superior 
calvcs whlch give twice the usual amount of milk or sire 
twie(! the usual number of offspring. Sine(! the Chilling­
hams cannot be approaChed directly, a number of 
ingenious methods have been invented by serfs to 
temporarily introdue(! their stock to the white bulls. The 
white cattle are also used to test the quality of ilny 
domestic stock; the animal in question will be tied out in 
the park, and inferior animals will be killed by the herd. 
Some say these "stock tests" are actually sacrifices. 

No one knows the origin of the white catUe. 
Many believe they are a lost faerie herd or the remnant 
of the stock of the departed Tuatha de Danann. The skin 
of a white bull or cow is worth 3 points of AnilTliil vis. 
They are nevCT allowed 10 be slaughtered, however, a 
local legend says thai the white cattle will kill any 
invading force that reaches Chillingham. and their 
powers of protection are universally believed. 

Anlmafa Phantastica Domt - domestic 
animals 

Faeries, like mortals, have domestic animals. 
Faerie horses, dogs, cattle, pigs and other creatures arc 
known to exist. lnose faeries who live close by mortals 
are mosllikely to have the normal sorts of animals, 
whik! wildem('5,5 faeries, if they have domestic animals 
at all, will care for the wild creatures of the area. Some 
of the dry-'dis, for instance, herd and milk deer. 

Domestic faerie animals can be identified by 
their unusual size (lar&! or small), coloring. "nd behav­
ior. All facrie stock will follow faeries in preference to 
huma.ns, and will return to faerie areas unless actively 
prevented from doing so. Faerie horses "re usually 
white or bl"ck, originate in the sea, and are very danger­
ous to those mortals who would try to ride them. Faerie 
cattle are usually while with red cars, dun (pale brown), 
or spotted. They aff' extremely strong. fertile and 
healthy, "nd can be distinguished from mortal c"ttle by 
the fact that their e"rs are round r"thcr than pointed. 
Faerie dogs arc usually white with red, green or black 
cars. Unlike faerie horses and cattle, which are superior 
to mortal breeds in every way, faerie dogs, like their 
ma.stcn, grow less powerful the further they go from 
Araodia. Fat'rie pigs are small, white, and can point oul 
symbols on rune sticks to prophesy or tell fortunes. 

Les Chevaux d'Ys 
10cse "re the horses of the faeries of the Chateau 

d 'Ys. They are large, aristocratic animals, silver in cotor, 
with blue ey15. Well-traveled adventurcn will recog­
nize lhese horses as Arabian in appearance. lllCy have 
the special virtue of being able to carry their riders 
aooss land and water alike. Faeries and mortals who 
ride them can move through water al normal traveling 
speed and cannot drown while mounted on or touching 
the horsc. Those mortals with F"('rie Sight can sec the 
horses playing amid the foam in the waves at the shore 
of the lake. Beneath the water lies the Chateau d'Ys, a 
faerie castle inhabited by Sidhe of the- Seelie Court. A 
lady of the Chateau can sometimes be seen abroad on 
the land riding on such" horse, carrying a hawk and 
asking passers-by if they can help her find her way 
ho~. 

Faerie Might! 14 

Herbae Phantastlcae -
faerie plants 

These p"'nts are commonly found in faerie 
plaCl'S and more rarely in common countryside. Some 
are rrYJrtal p"'nts that have been enchanted by faerics to 
crealc a new type of plant. 

Truffles 
Truffles are i, ,(:gular black masses which grow 

beneath the earth, springing mysteriously out of the 
roots of certain oak trees. Their rich flavor and magical 
properties make them worth their weight in gold to both 
gounnct cooks and interested magi. 

Each truffle-tree has its own special spirit c"lIed 
a truffle-gnome. The truffle-gnomc is an earth faerie 
which lives only In the particularly impressive old oak 
tlECS where truffles are found. Like most earth faeries, 
truffle gnomes arC jealous of their treasure, "nd careless 
digging or truffle thefts "re likely to arouse their ire. 
Truffle-hunters who "sk pennission before digging.. 
however, arc usually allowed to ply their trade undis­
turbed (though trainccl pigs or dogs do the actual 
digging. just in case). lnose who respect the forest and 
honor the oaks may be rewarded by the accidental 
discovery of a trume poking through the soil, or even by 
a glimpse of the Iruffl"'Snomc itself, herding its band of 
tiny black swine. 

Trumc-gnomes look much like lrumes thl.'Rl­
selves; strong. squat and black, with il"l('ft'd ibly wrinkled 
horny skin. They are roughly human in shape, though 
not alway5 quite symmetrical in appearance. 1neir eyes 
arc tiny "nd deep-sct, "nd their sense of smell is unca.l'I­
nilyaccurate. The size of the troffles on a tree is a good 
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indicator of the gnomes' size. Tiny truffles mean a 
gnome not more than a couple of feet high. while the 
fabled oaks which produce truffles the size of a human 
head would be tenanted by gnomes as tall as human 
beings. SinO! a gnome two feet tall is said to be as strong 
as a grown man, people are careful about collecting 
truffles, especially big ones. It is said that a truffle­
gnome knows the location of every truffle-bearing tree 
in its forest, but making It reveal this information is not 
unlike making a Jepredlaun tell the hiding place of its 
gold. TIle gnomes' only known wcakn{'55eS are for fine 
old oak bec!S and quality swine, which they breed and 
judge as humans do hor.le$ or hounds. 

The truffles themselves are somewhat similar to 
mushrooms, and grow completely covered by earth. 
They must be found by their tantalizing scent, by magic, 
or by following a truffle-gnome. To a noble's cook, they 
are worth anywhere from 1/5 their weight to their full 
weight in gold, depending on the market and the quality 
of the truffle. To a magus, each trufne is worth 2 points 
of Creo vis per inch in diameter. 

Destroyln~ An~el 

This mushroom is uocommon but not rare. It is 
about four inches tall, pure white with a scarlet cap and 
a pale cup, like a flower bud, where the stalk rises from 
the earth. Eating a :lingle mushroom will cause madness 
and death, yet many insist this is the most potent of the 
channs which allows mortals a glimpse of the faerie 
world. It is said that those who swallow the DestrOying 
Angel and do not die are given the virtu(' of Faerit 
Visions. Entranced, thry can not only see and conv('t'5C 
with the inhabitants of faeri(' realms, but can also 
understand their wa)'!' as no other mortals can. Like 
many fa('rie gifts, it is difficult to separate the gift of the 
Destroying Angd from its curse. Some say a smalit'T 
dose will bring the beneficial effects, but few are sure 
what dose is proper. Others say the gift only comes 
from Destroying Angel found in faerie forests and all 
oihm are pure poison. Many non-Hcr-rnC'tic magi usc 
the Destroying Angel to create special spells and po­
lions, bUllhe Order of Hcrm($ has not found a way to 
harne» its pow('r directly. Each perfect specimen of the 
Destroying Angel hasone point of riOIeT Mentem. 
IrNgoocm, or Perdo vis. The type is not know until the 
mushroom is analyzed by a magus, a faerie, or SOmrollC 
with the F ... trle Visions vlrtu('. 

To determine the ... mount of a non-lethal dose of 
Destroying Angel, make a stre:;s roll Chirurgy + In! of 
9+. A botch IT"Ieans the character thinks it's non·lethal. 
Ingesting a lethal dose requires a slress Stamina roll of 
9+ or death. Ing($ting a non-lethal dose or surviving a 
lethal dose gives the character the F ... trit Visions virtue. 

Earthstar 
1bese huge, fleshy, cream-Io-pale-brown obj('cts 

are found only in the richest 5Oil- fertile fields and 
deep woodlands. They look like! neither plants nor 
animals. Th('ir flesh has the appearance and tcxture of 
human skin, but their form is like a great star or five­
pointed flower, containing in the center a smooth hollow 
sphere. Two stories of earthstars are told. The first is 
that they are the fruits of the earth itself. When fully 
ripe, the central sph('re splits open to reveal a faerie 
child. These infants quickly grow strong enough to 
wander away into the wilderness, but occasionally 
strange infants or children are found by mortals in a 
local wood or meadow and raised in the human world. 

The other talc told of earthstars conrems their 
value as food. Properly pcpared, earthstar is thrice as 
nourishing as any other food. Trav('l('rs who carry 
carthstar among their rations lose 2 fewer fatigue I('vels 
from travel every day than those who do not. Peasant 
women who are bancn often ('at fresh earthstar raw to 
induce pregnancy, and any woman of child-bearing age 
who cats fresh, raw earthstar will become prf:'S"8nt on a 
6+ (simple die roll). The children of such pregnand($ 
are sometimes very unusual. but most of them are either 
completely normal or took normal enough to keep 
women out there looking for earthstar. One pound o( 
('arthstar contains 2 points of Crro vis. 

Faerie Rings 
In sunny places where the ground is not dis­

Imbed, rings of field mushrooms oftt'Tl spring up. 1bese 
rings are said to be the dandng floors of small Numina 
DCscrt6rum, who hold parties inside on moonlit nights. 
Entering a faerie ring is like crossing a barrier into 
Arcadia. While the tru(' landscape of Arcadia is not 
prescllt within the ring. it is an area with a Faerie Aura 
of 3 and a spiritual connection with the faerie land. 
What's more, lime of len passes differently Inside and 
outside the ring. Mortals who enter the ring while 
faelit'S are still PICSLlIt may notleav(' without the 
permission of the faeri($ who usc it, or until the next 
cock crows. TIle area within Ihe ring. when faeriC'S are 
PIC::;clll, is protected by a Magic: Resistance of 25. 

5tinbhorns 
Stinkhoms grow in unexpected places where the 

ground has bee .. turned and appear often on dung 
heaps. 1bcy have a more than casuall"CS('mblance to a 
human phallus, stink profusely, and attract hoards of 
f1i('5. Faeries who are troublesolTlC' but not truly mali­
dous often create numlx-rs of them around churches and 
the houses and fields of farmers who hav(' offC'nded 
them on nights of the great ragan feslivals. Each pound 
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of stinkhom contains I point of Croo vit. Grogs are not 
especially happy about this source o( Creo 00, however, 
as they are usually the ones who must gather it. Magi 
are not happy about the way stinkhoms ripen into black 
slime unless picked young and quickly dried. 

Cypresses 
These tall, narrow, unmistakable dark ever· 

STccns grow in wastelands wherever the weather is 
wann year round. They are faerie trees which possess a 
limited power to move in the presence of human beings. 
Anyone slccping within 15 fcct of a cypress will attract 
its mobile rools. They poke through the ground and 
touch the head of the sleeper, winding gently around 
cars or hair. Some cyp,essesare benign. A s1ccpcr in 
contact with one may experience prophetic dreams, gain 
knowledge as if the tree had been magica1Jy spoken 
with, or even awaken with additional memories or 
knowledge from others who had previously Slept 
beneath the troc. Malevolent cypressC5 steal from those 
who sleep beneath them. Memories are lost, nightmares 
are experienced, sleepers may awaken in confusion 
knowing neither where nor who they arc. Stories have 
been told of travelers in cursed forests finding bodies 
whose skulls are entirely empty except (or a tangle of 
cypress rools. An individualttcC may be malevolent or 
benign, depending upon how it is tTcatcd. Benign 
cyprC5SC$ are often u~ by local people as oraclcs, and 
malevolent ones are known and avoided. 

Mistletoe 
These dark green, glossy plants spring mysteri­

ously from the highest branches of trees. Like truffles, 
the presence of mistletoe is a sign that the tree is inhab­
iled by faeries. 1ne waxy white berries of mistletoe are 
worth one point of Herbam vis each, and can be plucked 
without affecting the planl Cuttings of the mistlel()(' 
itself are worth 3 points of Oro vis. Unless thccutler 
has been given peilluSISion by the faeries, howCVf!T, 
cutting mistletoe arouses their anger - the cutting can 
root itself in the body of anyone who touches the cut 
end, or any pieparalion made with the cutting may tum 
out to be II deadly poison. 

~re is an elaborate ritual for the taking of 
mistletoe which is still remembered in a few places. The 
ritual must be pcrlonncd at night, when the moon is 
fuJI. The mistletoe must not touch the earth or any base 
substance - usually utt"nsils and containcn of precious 
metal are used . If the ritual is COl I(:CUy performed, the 
faetics are pacified and the trre's dryas is contained 
within the cut piece of mistletoe. If treated well, the 
dryas may answer questions and give faerie knowledge. 
This is done through movements of the mistlct()(', which 
are interpreted by a trained diviner (simple die + Faerie 

Lore + Inl). If the mistletoe ever touches the ('8rth or 
any base substance, the dryas disappears and its power 
is lost. 

Mandralle 
This tenn usually refers to the root of the 

mandrake plant, a low, neshy herb that grows hidden in 
damp shady places. It is rarely found anywhere on 
ground trodden by living feet. Mandrake can be found 
in faerie forests and at places where a human life has 
been taken. 1lIc root is a tiny copy of a human being. It 
is capable of movement and blcros if cut. To be used, 
the root must be pulled whole at midnight on II night 
when the moon Is full and the plant will always scream 
when pulled. 1lIc scream is equivalent to a lcvel45 
Perdo C6rporem spell. All who hear it will die; the only 
defenses are Ptlrmat Mugiale or deafness. The spell's 
range is 15 paces in any dim::tion. Animals within the 
range who hear the !KT('am go mad. 

There is a chance that the root will break (simple 
die + Str of 9+). The piece of root pulled has 4 points of 
C6rporcm vis and no other powcrs. A whole rOOI has 4 
points of C6rporem vis for every fragment or shaving 
taken. An average rool has about tWt"flty shavings. The 
damage from a shaving can be healed with 2 pointsor 
Vim vis or a pint of blood [rom a wann-blooded animal. 
Theoretically, if the root is fed for every shaving taken, a 
whole mandrake can supply an infinite quantity of 
C6rporem vis. However, shaving the root inture5 it, so 
only one shaving can be taken per day, even if the 
damage is healed. If the rool is maintained whole, it can 
be used like mi~tlctoe in divination. Since the root 
writru-s its answers, only a trained diviner can interpret 
them (see mistletoe divination above). 

Alternately, a whole root can be made into a 
homunculus, but only if it has not already been used for 
another purpose. Making a homunculus requires a 
person with the alchemy talent or a magus with a Muto 
C6rporem lab total of 20 or above. A pint of blood must 
bctaken from thcperson to whom the homunculus will 
belong. and 4 points of Vim vis are required. A finished 
homunculus closely resembles the blood donor, and is 
lhe si.tC of the original mandrake root (Size -4 ). It can 
speak, move, and do anything else a human being Its 
size could do. It has furl~ Sight, can detect and 
analyze magic by sight, and can sec in the dark as well 
as a cat. Its flesh is deadly poison; any animal which 
even mouths it is InstanUy paralyzed. Homunculi have 
Fault Lore, and knowledge of magic equivalent to level 
20 in all forms and techniques known by the blood 
donor. They cannot cast spells, howevCT. They will 
teach magic or give advice on any subjcc1 if asked, but 
their advice is only as good as they want it to be, and 
they will not offer it without compensation. They have 
an innate permanent magic resistance equivalent to a 
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Jevcl.f5 P,Imu/ Mllgica, which they can also bestow on 
anyone they are touching at will. This is not additive 
with standard PamtQt MllgicJJe. Homunculi can double 
the quantity of coinage whkh is in physical contact with 
them overnight. Homunculi are free-willed beings who 
will do as they please. Their vegetable nature means 
they are not subjc<:t to Mentem spells, and their Faerie 
Sight renders them immune to deception by lrmgonem 
spells. They have individual personalitic$, and may 
demand payment for their services in the fonn of 
information, additional privileges, services from the 
humans, or fresh blood. 

AU mandrake TOOlS have innate magic rcsistan('(' 
equivalent to PQmu/ M~ 45, although only homunculi 
can shape this power with others who are touching 
them. All mandrake roots can move, though homunculi 
are more adept at walking. Roots have at least a rudi­
mentary intelligence. and raw roots and homunculi alike 
will attempt to overcome any barrier to wreak horrible 
revenge on those who have mistreated them. The 
Church has ambivalent feelings about mandrakes. At 
best, they are soulless travesties of individual human 
beings or strange faerie magics. At worst, there are 
priests who believe mandrake is only found in the 
possession of diabolists. 

Sea Foam 
This ,ubsla~ is very occasionally found In 

faerie woods after nocturnal high winds or on the sea 
alter storms. It appears as a finely-divided snow-white 
object, tesell,bling a lichen or a mass of branching coral. 
but very solt and cool to the touch. It is said to be either 
the foam which falls from the horses the faeries ride, or a 
kind of faerie plant which springs up from such foam. 
Each mass is worth 1 point of Creo vis. Hedge witches 
and healers can brew it into a broth which cures elfshol 
and other faerie curses.. 

In~y Caps 
1bese small pilliid mushrooms are somewhat 

common, and like stinkhoms ripen into noxious black 
ooze. 1lK'y are poisonous if eaten, though few would 
ever think of trying a taste. A persistent rumor states 
that demonoJogists use inky caps to summon black 
imps. The Order of Hermes suspects that Ih~ small, 
ill-tempered, mischievous black ~demons~ may actually 
be a kind of malicious faerie. The demonologists' ritual 
would then be another example of the ritual for acquir­
ing a toadstool faerie. The black ocher of inky caps can 
be distilled into a type of ink, which provides I point of 
Perclo vis if used to scribe a spell. 

Toadstools 
This tenn covers a wide variety of inedible 

mushrooms. Faeries, particularly the smaller, less 
human·like woodland faeries, are often found near 
places where toadstools grow abundantly. TIley may 
use the toadstools for food or sheller, or nur.;e them into 
faerie rings. Alternately, abundant toadstools may 
simply be a measure of the strange fertility of the faerie­
inhabited country. 

Hedge witches sometimes use toadstools to 
acquire familiar ~animals," which may be {aerie animals 
or small faeries in an animal guise. The fonnula for 
acquiring such a creature involves picking a toadstool 
found in a fat'rie wood. The person desiring the creature 
waits motionless, holding the toadstool in an out­
stretched hand until something arrives to investigatt'. If 
the creature which arrives takes the toadstool from the 
person's hand and cats It, il has accepted the offer and 
will become the person's familiar animal. Tht' crt'ature 
which arrives is said to resemble In appearan('(' and 
personality the toadstool which is uscd- a round 
toadstool might bring a door mouse or turtle, a black 
toadstool will summon a black CJUlture, and a very 
poisonous toadstool will bring a malicious faerie. The 
creatures which arrive may resemble normal animals 
(mice, rats, crows, etc.), strange creatures (tiny d<-er, 
roosters with fit'!)' tails), or small semi-human faeries. II 
is agreed that the supplicant must be favored by the 
faeries and remain completely motionless or no creature 
will arrive. Once the creature has accepted the toad­
stool, it is that person's familiar from then on. The 
unfortunate person who attracts a bad-tempered or 
prank-playing creature must learn to live with it. 1be 
creature always appears to be quite intelligent and has a 
mind of its own. it confonns to the rules for magical 
animal compilnions, but has the added advantage of 
Faerie Sight. 

Dodder 
Dodder is one of the deadliest of faerie plants. It 

is known as the strangler, a tiny, colorless thread which 
steals the life from growing things. Dodder resembles 
grape tendrils, but is pille and grows close to the ground. 
making it almost invisible. The faeries can send it on its 
blind quC'St for food , winding it around the prized 
garden, arbor, or young tree whose owner boasted too 
toudly or an~led the faffies. Drlce the doddff has 
louched a glccn plant, it breaks its conl'lCCtion to the 
ground and becomes a sort of climbing wonn, growing 
slowly up its host. It is said that the most powcrful of 
fa('ries can make a doddff which seeks quicker food­
cattie, horses, or a sleeping man. A whole dodder, 
which must be unwound from the ground or peeled 
cart'fully from a host, is worth 2 points of Perclo vis. 
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Ergot 
AJso known as jilck-in-the-ryc, ergot is both. 

faerie and a faerie plant Few people have ever seen its 
faene shape. a tiny. tiny man with grass-fIowCl"S for hair 
who hides in the heads of growing grain. Not many 
have seen its other form. strange purple!lCOOs in the 
plact! of kernels in the ripe grain head, but many have 
felt its ('(feels. TIlose who eat the faerie flesh in flour or 
bread or porridge are seized with faerie madness ­
visions, clfshot (sudden paralysis), terror and death. 
Millers careless enough to allow jack-in-the-rye into 
their flour have becn put to death and famlCfS whose 
blighted crops show his touch have been banished from 
their villages. lnosc few who survive the taste of this 
bread are usually marked with II\(> faerie touch - a dead 
and useless limb, madness, nightmarc5 o r occasionally 
Fault Sight. 

_ .. 

Ergot is always poisonous to human beings. 
although facrk-s give it to their half-breed children to 
give them Faerie Aura and Faerie: Sight A good aldle­
mist can distill ergot. TIle ergot used must come straight 
from the grain head, not from flour or cooked food . One 
ounce of ergot "seed," distilJcd, yields a dear liquid 
containing 3 points of ImAgonem vis and a black powder 
containing 3 points of Perdo vis. Half an acre of infected 
grain will yield an ounce of ergot "seed," but cultivation 
of or traffje in ergot in any grain.growing area is a 
serious crime. 

.... ". ," 
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Chapter Seven: faerie 
Characters 

Roleplaying faeries 
In II campaign which focuses on faeries and faerie areas, or in any campaign 

where players desire an unusual change of pace, the question of 
playing faeries may arise. Playing II full-blooded faerie who has 
always bee .. II faerie is not recommended, simply because faeries 
can be so mentally different from mortals. Similarly, playing a faerie 
magus is strictly forbidden because such II character would be much 
100 powerful. fur players wishing to play faeries, there arc two 
options. Tnc simplest option is playing II companion or a magus 
who has faerie blood which is unusually pure (sec Expanded Faerie 
Blood Rules), and the other is to play II F.terie Companion. 

Playing someone with the +2 Virtue Faerie Blood is not 
the same as playing a Faerie Companion. The former is someone who is considered II 
mortal (by all but the most prejudicro people), while the latter can more truly be called II 
faerie. The boundary bctw('('!l these two types of people is not necessarily crystal dear, 
but generally mortals with Faerie Blood have only subdued faerie characteristics. Faerie 
Companions, on the other hand, are basically facrics who have adapted to living within 
mortal society. 

The faerie Companion PC 
1bere are many different ways a faerie could have been sensitized enough to 

mortal ways to survive and even thrive in the mortal world. The Faerie Companion may 
have once been human and has become a faerie, or perhaps was a faerie child who was 
raised by humans. There are many stories of people either being kidnapped by faeries or 
wandering into Arcadia and becoming fa('!'ies, either by eating faerie food, by faerie 
enchantments, or by simply staying: too long in Arcadia. There arc also many stories of 
human infants kidnapped by faeries and replaced by a faerie child. The advantage of 
characters like these is they will have the ability and desire to Interact with humans and 
the ability to be comfortable in Arcadia. 
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It must be noted that Faerie Companions are 
quite powerful. and should be regarded as an alternative 
to playing a magus. (Editor's note: If you utilize the 
troupe style of play. someone playing a magus and a 
Faerie Companion would have two very powerful 
characters. If the other player.> are playing a companion 
and a magus each. it may be more equitable for the 
person playing the Faerie Companion to play another 
companion rather than a magus.) 

Remember. too, that while such characters arc 
quite potent when compared to an ordinary human, 
they arc of only moderate power when compared to the 
host of faerie. Faerie Companions are more powerful 
than the nonnal range of hobgoblins, brownies, and 
other Numina Mani, but they are much less powerful 
than a lord of the Daoine Sidhe. 

Creating the faerie 
Companion PC 

A Faerie Comp;mion's basic characteristics arc 
generated the same way any other character's arc. As 
they arc companions. the player may choose any agt' 
within TCallOn appropriate for their character, although 
what exactly is within reason for a faerie character is left 
up to the troupe and the Storyguide. Charactcmstks are 
rolled and chosen just like a nonnal companion's are. 
(See pages 1S-17 in An M.J.glca.) Before choosing 
Virtues and Flaws, players need to examine the innate 
abilities of Faerie Companions and choose a limitation 
with regards to iron. In addition, there are a number of 
Virtues and Flaws only open to Facric COmpanionS and 
those with Faerie Blood which are listed at the end of 
this chapter. 

Probably the most potent and interesting 
characteristic of Faerie Companions is their ability to use 
Faerie Powers. These powers are simply very limited 
Conns of faerie magic and should be selected aflCT' tM 
character's Virtues and Flaws have been decided upon. 
Each Faerie Companion .cceives a base of four Faerie 
Power Points with which the Faerie Powcn listed on 
pages 91-92 may be selected. 

After Faerie POWCTS al'(' choscn, personality 
traits are determined in the usual man!lCl'. Next, abili­
ties arc chosen. Faerie characters have 55 + a simple die 
roll in expcricntt points with which to buy abilities. 

Note: Unlike other characters, faerie characters' experi· 
ence points are not based on their age, since faeries 
are immortal and ageless. 

At the end of a story. faerie charactCfS ~iV{! 
the usual 2 expe.icnce points, just like a companion. 

Since faerie characters arc either faeries raised among 
humans, or humans who have been turned into faeries, 
they may leave their faeric areas and traV{!i freely in the 
marta.! realm, due to their connection with humanity. In 
addition, areas of Divine power affect such characters 
less than other faeries hl'causc faerie characters have at 
least some small connection to the Dominion. In game 
tcons, divine power negatively affccts faerie characters 
just as it affects magi. not as it affects other faeri es. 
(Faerie Companions use the Magic column of the Power 
Interaction Qart, page 73 of Ars Magic ... not the Faerie 
column.) Other powcrs affcct faerie characters normally. 

Innate Abilities 
Due to the s trange strength of their mystical 

blood, Faerie Companions innately have powen consid­
ered to be extraordinary in the mortal world. Their 
connection with the power of nature allows them to heal 
rapidly. r(OCQvering 1 body level per day automatically. 
This same bond with the living world around them 
automatically gives them the Virtue Way' of the Woods 
(at no cost to the player - ~ Ars Magica, page 22). 

Faerie Companions certainly view the world 
through different eyes; Faerie Eyes. Thc Virtues Faerie 
Eyts and Faerie Sight are also inna\(> abilities (again, no 
cost to the playcr- sec page 93). 

Note: The innate Faerie Eyes of Faerie Companions give 
them -3 PRS. If they wish, the may take the + 1 
Faerie Virtue, "Normal~ faerie Eyes and avoid the 
PRS penalty. 

Faerie Companions innately MVl' a Magic 
Resistal'l('(' of + 15 which is incompatiblc with a Parma 
Magial (they're not cumulative). They do not agc or 
become ill, and they will not die unless kil1ed. 

Limitations 
All Faerie Companions must take one of the fi~ 

three iron limitations (page 51·52) - discomfort. vul· 
nerability, or sensitivity. Binding is both too much and 
nol l'nough of a limitation for player charactel1l. The 
extra damage from vulnerability to iron is + I. Vulnera­
bility is the easiest limit to roleplay. since it means that 
you cannot touch iron. Discomfort is difficult because it 
means that your fellow party members must refrain 
from using iron, and sensitivity is problematic because 
you cannot attack or usc your f.JCT'il' powers on someone 
wearing iron (though you may defend yourself if they 
attack you). 

Faerie charactCB who give their solemn word 
must keep it (or dire things may happen to them, one 
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possibility being enmity from all other faerics like the 

-1 Flaw Furie Enmity). 

Virtues and Flaws 
Faerie Companions choose Virtucs an<! Flaws 

just like magi an<! companions, and may have up to +7 
Virtues balanood by -7 in Flaws. 

Note: the innate abilities mentioned above do not count 
toward these limits for Faerie Companions. 

However, these alien-natured beings may not have 
Hennetic Virtucs or Flaws, since they are not magi - it 
is impossible for them to usc any type of magic other 
than faerie. In addition, there arc iI few other Virtues 
and Flaws not available to faerie characters. Most 
importantly, a whole new variety of Faerie Virtues and 
Flaws arc open to Faerie Companions. 

Unavailable Virtues and Flaws 

Diabolic Upbringing. Magic Susceptibility, 
Offensive to Animotls, Tainted With Evil. and Demon 
Plagued are all Flaws not available to faerie characters. 
TIlC nalure of faeries (being totally alien from the 
struggle between the Dominion and the Devil) prevents 
Faerie CompaniOns from having truly Evil Flaws, while 
their affinity with the magic of the natural world allies 
them with the magic resistance of nature and its min­
ions. 

Latent Mystical Ability, Withstand Magic, 
True FAith, Failed Apprentice, Magic Resisunce, 
Werewolf, and Guardian Angel are all Virtues not 
available to faerie characters. A faerie's power comes 
from natural magic, not the codified structure of Her­
metic theory. The strength of this power precludes their 
connection with infernal (werewolves) or divine 
beings-- both assuredly unfacrie-Iikc. 

Common flaw 
The·l Flaw 0 isligured is very common for 

faerie characters, and can reflect the fact that many 
faeries have animal featuTCS, unusual eyes, or other 
physical differences from a human physique. 

Faerie Powers 
Like their brethren of the faerie realm, Faerie 

Companions have powerful mystical abilities. They can 

be so potent, a faerie character may be nearly the equal 
of a magus. Faerie Companions may have up to 4 points 
of these powers. Most of these powers require no rolls 
to usc. VVhen applicable, the form, technique, and level 
equivalents arc given for purposes of magically affecting 
or dispelling these abiliti{'S. 

Change: You may physically transform yourself by 
altering your appearance to that of anything remotely 
human. Deer cars, horns, and cat's e)'CS are all remotely 
human. You can add +1 to your normal size or dCO"('ase 
it by 1 or 2 points. An additional Size point gives you + 1 
Soak, +1 Sir and -1 Der. Reducing your Size has the 
reverse effect per Size point lost. In addition, you can 
change your basic body form so that you arc muscular 
(+1 SIr), or graceful (+ 1 Dcx). You cannot raise your 
J'tcsc, ... e by more than +2 using this ability, though you 
can lower it as much as you wish. 

Note: With this ability, you may make yourself look like 
someone else. To do this, roll a simple Per roll of 6+ 
if you know the person well, 11+ if you have secn 
them once or if you only have a picture to work 
from. 

Cost: 2 Faerie Power Points. 

FilSCination: This ability causcs tnosc who look at 
you or listen to you to ~ you as solllOOlle whose praise 
they dC5ire and who they arc inclined to obey (as long as 
any orders or rcquc-sts you make are reasonable). This 
ability effects nobles as well as commoners, though it 
may have less effect on a noble who feels bound by 
oaths and other loyaltks. This ability may not be 
dispelled by magic, but its effects on a particular person 
may be dispelled (ReMe 25). This ability need not be 
used all of the time. 

Cost: 1 Faerie Power Point. 

Flight You can fly as fast as a galloping horse. You 
fly by causing an object to fly and ride on it. There are 
two possible options for ob;ects you can ride on. TIlC 
first arc plant materials such as brooms, saw-horses or 
bundlC5 of sticks. The second arc animals such as 
horses, deer, Or any other animallargc enough for you to 
ride. You may only chose one of these two options 
during character creation. You may only fly at night, 
and you must roll 9+ (on a stress roll ptus your 5tm) or 
be forced to land if you fly over a church or within 
earshot of a ringing church bell (on a botch you fall out 
of the air). (ReHe 25).(ReAn 25). 

Cost: 2 Faerie Power Point,. 
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Glamour: With this ability you can: create an 
image, and the appropriate sounds of an object; creature 
a person up to the sizc of a horse lind rider (size +2); or 
change the image and sounds of anyone thing, includ­
ing living things, up to the size of a horse and rider (size 
+2). l1\c glamour is broken if it is shown to be false. For 
instance, a person trying to touch a glamour of a tree 
would show it to be false, or a dog which had a glamour 
of a rock cast on it and ran away would show that 
glamour to be false. You may cast a gtamour on your­
S('lf, but as with similar abilities, you cannot raiS(' your 
Presence by more than 2 points, though you may lower 
it down 10 a Prs of -5. This ability may be dispelled by 
magic. If not dispelled, it lasts until the next sunrise or 
sunset, whichever is SOOI\cr. (CrIm 25, Mulm 25) 

COS\! 1 Faerie Power Point. 

Healing: For a cost of one fatigue level, you may 
heal one body level in yourself or another by touch. TIle 
recipient must make a stress roll on Stm of 3+ to benefit. 
You can also cure diS('ases by touch in the SlIme fashion. 

Cost: 1 FaClie Power Point. 

Improved CharKteristic +4 is added to any single 
characteristic of your choice. It may be taken only once, 
bultNs may be used on a characteristic which already 
has II positive valuc. 

Cost: I Faerie Power Point. 

Invisibility: You can becorre oomplelely invisible at 
wilJ, and may pcrfonn any desired action, Including 
combat while invisible. While invisible, you wlll s till 
cast a reflection in a mirror. (PeIm 35) 

Cost: 2 Faerie Power Points. 

Lord of the Wild Forest: You can communicate 
with all manner of animals and plants. 1lICSC conversa­
tions cannot be understood by onlookers. In addition, 
the animals are transformed inlo flawless specimens of 
their type, giving them +3 to their strongest feature (a 
hawk's viSKln, II horse's speW, etc.) and causing the 
animals to become brave and confident. Plants are 
cmpowcrod with limited movement - small branches 
can whip at targets to distract them or knock things from 
their grasp. Long grasses and undergrowth can grow up 
to twice their normal size, and can allC'mpt to trip 
people. Ocx rolls of 6+ to 9+ are needed to avoid falling 
depending on the speed the person is moving and the 
thicknes5 of the 't'Cget.ation. This abllity also CaU5C5 
normal wild animals and plants to v;ew you as their 
natural leader, and they will obey all reasonable re­
quests.. This ability functions as long as you concentrate, 
but will not work on domestic plants or illlirnais. (MuAn 
15, ReAn 15, RcHe 15) 

Cost: 4 Faerie Power Points. 

Shap~ clunge: You may take the fonn of any 
animal at will. 

Cost: 2 Faerie Power Points. 

Speak with Animals: You can speak with all 
manner of animals, but these communications cannot be 
understood by onlookers. 

Note: All animals will respect you, and will probably be 
well disposed to you due to your innate W,1.Y of the 
Woods ability. 

Cost: I Faerie Power Point. 

TrillUfonn,1.lion: You may transform any small 
ob;oct, plant or animal in to another form. Common 
examples include: gold into coal, jewels into mice, 
leaves into money, wat!.'r into wine, etc. Nothing larg!.'r 
than a suit of clothes may be transfonncd (up to,1. load 
of 2). 1bc range of the transformation is touch only, and 
lasts until the next sunrise or sunset, whichever is 
SOOIlCf. l1\c transformation may be dispelled by magic 
(MuAn 15, MuAg 15, MuHe 15, MuTe 15). 

Cost: 2 Fa!.'rie Pow(!r Points.. 

Very Tough: Add +7 to all your Soak rolls. 

Cost: 1 Faerie Power Point. 

Characters with Faerie 
Brood 

Most characters who ha\'t' faerie blood will 
simply have lhe +2 Virtue as describl'd in Art M,1.gic,1. 
<page 20). However, in some exceptional mortals, filCrie 
blood will run especially strong and pure. In addition to 
the benefits already described in Ars Mil.gic,1. for faerie 
blood, these! unusual characters will have extra special 
abilities and limitations. For these characters, Faerie 
"Blood wilt still only count as a +2 Virtue, but its exact 
parameters must be chosen by the character. Characters 
who have herie Blood may choose Faerie Flaws and 
then choose Faerie Virtue. whose total balances out the 
Faerie Flaws chosen. 1bt'se characters may not have 
more than the +7/-7 points of Virtues and Flaws includ· 
ing the Faerie Virtues and Faerie Flaws and the Faerie 
Blood Virtue. Not oounting Faerie Blood, all Faerie 
Virtues must be balanced by Faerie Flaws and vkc 
V~. 
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Eumpli Gratia - Adfgar chooses Fum Blood 
lIS II +2 Virtue, IIndtM F2r1e Virtue HOm""Cllhll 
+5. She bafllnas the Fame Virtue with the Faerie 
Flaws VIIlnerability to Iron -3 and SII&aptiblt to 
Divil'lt: Puwer -2. To round out MT Flaws, W 
tIM Smllll Frllmt -2. TMUfvl't:, $he Iw.s +51·5 
FMJU Virtuts 11M Flaws, 11M +71·7 OfJC'all Virtuts 
and Fl~, the nuu:imum allowed. 

Weapons and Armor 
Some faerie and part faerie player characters 

may want to use metal weapons and armor. Since 
normal iron cannot be used by faerie folk. there are two 
options: bronze and faerie iron. 

Bronze has two disadvantages over iron; it is 
weaker and it is moreexpcnsive and lhen>fore harder 10 
obtain. All bronze weapons do one point less damage 
than nonnal iron or steel ones. Bronze armor functions 
as follo~ ("Thcr\> is no bronze chain mail): 

Protection 

Type Cuirass Hauoc-rk Full 

Ring 3 6 , 
5001. 4 8 nolused 

Plate 8 12 nOI used 

The load for bronze armor is the same as for 
steel armor of the same type. 

Faerie iron is very rare, and is available only to 
characters who are Faerie Companions. Faerie iron 
weapons do one point more damage than nonnal iron 
weapons. Faerie iron armor gives one point of extra 
protection. 

faerie Virtues and flaws 
Only charactCl5 who arc FilCfie Companions or 

those with the Virtue Faerie Blood may choose Faerie 
Virtues and Raws. 

Virtues: +1 

Farrlr Eyes allow you to 5et' normally in deep 
woods or at night. Your eyes will be unusually bright in 
color and will rciJect light. like a cat's. It is a + 1 Virtue to 
have Faerie Eyes which look nnorma[,~ though they will 
usually be an unusual color such as bright green. This 

ability has no cost if you have inhuman eyes --cat's 
eyes. eyes like grey pebbles, or white eyes f1e<:ked with 
color and devoid of iris or pupil arc all common. Inhu­
man eyes give you a -3 Prs to ordinary mortals (wizards 
and faeries don't mind). Faerie Companions automati· 
cally receivc inhuman Faerie Eyes; if they select this +1 
Virtue, of course, their eyes then look "normal" (no Prs 
penalty). 

Faerie Sight: This is the same as Second Sight (An 
MagiC.l, page 41), except that you arc automatically 
specialized in seeing {aeries and faeric things. Both 
Second Sight and Faerie Sight can see through faerie 
illusions on a 12 ... This Virtue is automatic for Faerie 
Companions as a Virtue +0 (no cost). 

Animal Ken: The charact('r may have this excep­
tional ability as printed in Ars Magica (page 401. 

Faerie Friend: You have a houS(' basilisc as your 
companion. This creature is small, fully sentient, and 
can speak if it chooses. It will havc one or more minor 
magical powers and will aid its owner. HowC'\l('r, house 
basiliscs often steal and bring the loot to their owners. 
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Anyone who is known to have a house basilisc automati· 
cally has a level 2 bad reputation as being dishonest See 
the house basilisc description for IWre details. If you 
choose to have a snake-like house basilisc (which do not 
steal), it is a +2 Virtue and carries with it no bad reputa· 
tion. 

Swuard Equipment of Bronze Manufacl11n: All 
of your equipfTll'l\t which normally would have iron 
parts utilires bronze in its construction instead, thereby 
being less inimical to your nature. 

Virtues +2 
Glamour: The power to change your appearance. 

On a roll ol9+, you can change your appearance to that 
of anything which loob even remotely human. This 
change includes voice, 30unds and accoutJell ltl,ts such 
as clothing and weapons. This ability creates only 
images and sounds, not reality. To imitate a specific 
person, a roll of 12+ is required. Once used, the glamour 
lasts until sunrise or sunllCt. Note: With this ability, you 
can lower your Prs as far <IS you like, but you can only 
raise it by up to 2 points. (Mulm 20) Specialties: facril'S, 
InCT\, women, nobles, peasants (lnl). 

Healing: For a cost of 1 fatigue level, you may heal 
one body level in yourself or in someone you touch. 'The 
recipient must make a stress Stm roll of 3+ to benefit 
from this healing. You can also cure diseases by touch in 
the same fashion. 

Sup .... lor Equipml!nl (onl! pll!c:e) of Bronzl! 
ManufaclurO!: All of your f'quipll,,"I,t which normally 
would have iron parts utilizes bronze in its construction 
instead, thereby being less inimical to your nature. One 
piece of your equipment (I single weapon or your 
armor) may be of the expensive variety. (Sec Ars 
Maglca pages 58--59). 

Virtue: +3 
Fal!rle Flight: You can fly as fast as a galloping 

horsc. To fly, you must succeed in a roll of 9+. You fly 
by causing an object like II broom, saw horse, or bundle 
of sticks to fly and ride it. You cannot fly on your own. 
You cannot make living things fly. You can continue 
flying for as long as you can maintain your concentra· 
tion, up to a maximum of half an hour. You can only fly 
at night. and if you fly over iI church or are flying within 
earshot of a ringing church bell, you must make a stress 
roll of 9+ (minus the Divine power of the church) or be 
forced to land. (RcHc 25) Specialties: during storms, 
over water, under moonlight (Stm). 

Standard Equipment of F",uie Iron; All of your 
f'quipmcnt which normally would be manufactured 
with iron has been constructed out of faerie iron instead. 
This Virtue is only open 10 Faerie Companions and not 
to characters with Faerie Blood. 

Superior 'Equipment of Bronze Manufacl11n: All of 
your eqUipment which normally would have iron paris 
utilizes bronze in its construct ion instead, thereby bcing 
less inimical to your nature. Your IIrmafTll'l\Is and your 
armor can be of the expensive type. (See Ars Magic ..... 
pages 58-59.) 

Virtue: +4 

Superior 'Equipment (one piece) of fiIIerle Iron; All 
of your cquipfTll'l\t which normally would be manufac· 
tured with iron has been construeit'd out of faerie iron 
instead. One p,ece of your equipment (a single weapon 
or your armor) may be of the expensive variety. (See 
Ars Maglca pages 58·59). This Virtue Is only open to 
Faerie Companions and not to characters with Faeril! 
Blood, 

Virtues: +5 
Homunc:ulus; You are the Howner,H 01' perhaps the 

servant, of an animate mandrake. [t has all the abilities 
of animate mandrakes described under Faerie Plants, 
and it is reasonably well-disposed toward you, provided 
that you treat it well. This is a +4 Virtue for a normal 
Magus. Note; AniTnilte mandrakes c:an leach magic. A 
very few people with the gift find escaped or naturally 
occumng animate mandrakes and arc taught magic by 
them. If you are such a "Mandrake Magus," your 
character is generated as a normal Magus except you 
cannot read or scribe Latin, you know no Hermes lore or 
Helllle5 history, and you have a level 2 bad reputation 
among magi for being a hedge wizard. You arc auto­
matically 1 member of House Ex Miscellanea (see the 
Order of Hermes supplement). It is a +2 Virtue to be a 
~Mandrake MaguSH if you still have the animate man· 
drake, and a·2 Raw to be such a magus if the mandrake 
1cft or was destroyed. See the entry of Mllndrakes (page 
86, in Chapter VI, under faerie plants) for more details. 

SUpl!rlOI Equipment of Filerle Iron: All of your 
equipment which normally would be manufactured 
wilh iron has been constructed out of faerie iron instead. 
Your armaments and your armor can be of the expensive 
type. (See An Milgia. pages ss.59J This Virtue is only 
open to Faerie Companions and not to characters with 
Fill!rll! Blood. 
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Flaw, -1 
Strong Fay NolIl\In: 1be blood of the fay is so strong 

in you that you feci the full effects of Divine power on 
your Faerie POwe!". Instead of using the Magic column 
of the Power Interaction Chari (An Maglu paSt! 73), 
you must usc the Faerie column, with its harsher effects 
by Divine and Infernal powers. Magical areas also aid 
you less, but you do get greater bonuscs in a Faerie 
Aura. 

Flaws: -2 
Minor Discomfort from Iron: You are uncomfort­

able touching things made from iron. Touching iron will 
not harm you; it is just something that does not fed 
good. You are al -3 to use any iron weapon or tool if 
you have to touch the iron to usc it. 

E:umpli gl'lllill-to ust a sword or a pair of 
blllCbmith's tongs, one must touch the iron: 10 liSt' 

an iron-hetldtd arrow or spear, ont does not. In 
addition, you IIrt at -2 on your fatigue levtl if you 
~r iron Qrmor. 

Cannot be takm if the -3 Flaw, Vulnuability to 
Iron, is taken. This Flaw is only open to characters with 
the Faerie Blood Virtue, and not to Faerie Companions. 

Susceptible to Divine Power: Your tie to the mortal 
world, especially the mortal religious world, is SO weak 
that you are very vulnerable to the power of the Domin­
ion. The touch of Holy Water, sacramental incense, or a 
cmeifh. hurt, you, and actually bums your skin if it 
remains there for any longer than a few seconds. Your 

tad: of faith and your impure (from the Church', point 
of view) nature drives you away from holy items. You 
cannot use any Faerie Powers on prople bearing items 
blessed by the Church (incense, water, hosts, possibly ill 
crucifix or cross) nor can you usc any Faerie Powers 
while on consecrated grounds (churches and cemeter­
ies). 

Flaw, -3 
Vulnenbllity to Iron; The touch of iron bums you. 

You take no actual damage from just touching iron, but 
it hurts. You cannot use iron weapons or tools where 
you must touch the iron, and you cannot wear iron 
annor. In addition, iron weapons do +2 damage to you. 
Also, your faerie blood is so strong that your blood 
probably docs not look like human blood. It might look 
like blad: ichor or while wine or whatever, be creative. 
If you have this Flaw, you cannot pick the background 
Raw of poor equipment. Cannot be taken if the -2 Flaw, 
Minor Discomfort from Iron, is taken. This Allw Is only 
open to charllcters with the faerie Blood Virtue, and not 
to Faerie Companions. 

Flaw: -4 

VulnerOllbility to the Dominion; Your lack of 
agreeability with mortal religion is so great that you fl'Ci 
the full effects of religion upon you as a full-blooded 
faerie does. (Sre pages 52-53.) This is very dangerous, 
as you will be dissipated if you enter consecrated 
ground (unless you make a stress roll +Stm of 15+, in 
which caS(' you only lose three body levels each round 
you remain on consecrated ground). 
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Chapter Eight: A faerie Tale 
The Pool of Nylasaira 

Introduction for the Players 
Three weeks ago, you sct out from your covenant to find 

and punish the magus Cierines. When he and some of the PC 
magi were apprentices, he viciously insulted them, their covenant, 
and the HOU5C5 to which the wizards belong. He would haw 
been taught a lesson then. but he was under the tutelage of a 
powerful master who protected him. Now that he has newly 
become a magus in his own righi, thc bitterness the group has 
harbored toward him over the yea~ will finally be acted upon. 

You set out to find him in thc mountains to tnc southwest, where he was said to 
be travelling.. but you have found no trace of him. Your party is demoralized, and now 
you face lhe prospect of retuming to the covl'Nnt empty.handed, with nothing to show 
for your efforts, having wasted weeks of your time, not to rrcntion supplies of food and 
silver. 

This moming you came out of the wilderness to thl' small town that thE' inhabi­
tants call 8ellaloc, where you have bought provisions for the trip home. You intend to 
spend the night in what passes for an inn, and then sct out for home on the morrow. 

But who knows, maybe you will happen across Cicrincs on the way back, or 
maybe you will find somcthil'lg else of interest to show once you have returned to your 
covenant. 

(Editor's note: This short adventure i5 most applopriatcly set after the characters M\'C 
sought revenge on an enemy, even perhaps deservedly so. This theme makc:J the 
most sense when the characters can comp.1re the vengeance of the goblins and 
Grellan to the grudges they themselves hold. The short in troduction is one idea for 
an appropriate lead·in to this story.) 
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Summary 
Bacll:qround and the action "off~ 
staqe" ... 

This tale is being told as if it these events 
occured in the Pyrenees Mountains which lie between 
Iberia and France. However, a talc like this certainly 
could take place in any isolated, mystical valley a magus 
might stumble across. 

Tucked away in one of the many valleys of the 
western Pyreoccs is iIIn enchanted pool in which lives 
Nyluairil. a waler nympha with hcClling powcn. 
Di!iCOvering the location of her pool is the goal of the 
adventure. This noble naia, will heal people of various 
afflictions, but they must pcrfonn some task for her in 
exchange. She has a dark sisler, Syrcust.J., who occasion­
ally lurks near the pool 10 scare off or slay people to 
keep them from finding it. 

While the characters are traveling to the pool, a 
small troupe of gOblins comes to Nylasairaln hopes of 
healing their chieftain. He is too proud to accept a task 
in exchange for healing. but he brings a bag of magical 
rocks as a gift. Nyiasaira refuses him, since he will not 
perform a task she ask! of him, aod he and his group 
must leave. An internal conflict break! out among the 
goblins, and !lOme of them flee, but still wait around the 
general area, consoling themselvC5 with fantasies of 
revenge. 

Meanwhile, Crellan, a blind beggar, who has 
heard incomplete rumors of the pool. has come to the 
small town of &lIaloc. He is hoping to find someone 
who can csoort him through the wildcmcss to the pool, 
where he hopes to have his sight restored. 

What the characters do ... 
1bc characte.:s, whi\c on an ulU'elated excursion, 

meet Grellan and are asked to accompany him to the 
pool. They meet the renegade goblins, lind can join 
forces with them if they wish. They then face Syrcusta 
and the remaining goblins before finding the pool. 

Theme 
The theme of the story is revenge. Play it up in 

every facet of the story, and encournge the players to 
talk about it and roleplay it out. Have the players use 
revenge in their characterization and character interac­
tions - it will make the game session that much better. 

The Inn 
The hamlet of Sallaloc, isolated as it is in the 

heights of t>yn:nees, has little need for an inn. The party 

is staying in a large private home whose owner lodges 
travelers who might come by. 1bc prices arc reasonable, 
though the service is wanting and the company is rather 
crude. The large front room scrves as the sleeping 
quarte.s for lodgers. and a collection of tressel tables in 
the courtyard serves as the local Hwatering hole.H Two 
oak IIces stand in the middle of the courtyard, and a 
number of grape vines hang from the trellis that shields 
the tables from the sun. II is possible for a character to 
reach up and pick a grape from the vine (however the 
grapes are not yet ripe and arc still very sour). 

The characters arc rclaxing in the courtyard 
when the story begins. 

Grellan the Blind 
Ten years ago, GreHan was a tough, young 

mercenary. One night he wound up on the wrong side 
of a brawl and was beaten and then blinded by the 
captain of the guard in Toulouse (or any city somewhere 
within 300 miles of the pool). Though forced to beg lor 
his food, he never has lost hope of eKacHng vengeance 
on Pere, the man who blinded him. First. however, he 
had to recover his sight. Over the years, he kepi his cars 
open 10 any infonnalion that could help him oul, and he 
once made a pilgrimage to a grotto where miracles were 
said to occur. but there was no luck for a man as 0b­
sessed with vengeance as he. Now he has pieced 
together disparate bits of news about a healing spring in 
the mountains, and over the years he has traveled this 
far. He is currently in a town nca r where the healing 
spring is said to be, waiting six months for someone who 
can take him there. 

When he hears the characters, he can tell some­
how that they are spedal people. Perhaps he hears the 
clink of armor. thl' magi's latin words. or the different 
tone with which others address them. He approaches 
them as best he can and ask! who they are, and eventu­
ally asks for their aid. 

If the players are acting skittish, don't hesitate to 
intervene and Hcncourage" them to take G~l1an up on 
his request. 

Grellan's Approach 
"Excuse me sirs," Grellan says, tntenupting 

whatever the characters may be doing. "Though I 
appear but a lowly beggar, [am in truth a brave warrior. 
and I have blessed news for those stout·hearted enough 
to act upon it. I gather that you may be such people." 

He tries to get the characters interested in him, 
and if this tactic doesn't work, he appeals to their pity. 
Once he has enough of their attention for a serious 
conversation, he tells them this: 
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'1"hough my eyes have fcltthe blade of an evil 
man. my ean arc sharp, and I have heard many secrets 
told when mcT1 thought nothing of speaking in the 
presence of a lowly beggar. Over thc long years, f have 
pieced these clues together, and have learned the 
wtoeleabouts of a marvelous spring that brings healing 
to all who visit it and drink from its waters. Much to my 
dismay, illies in the mountains where the timid will not 
tread, and that is why I am looking for those not afraid 
of the 50undS heard in the mountain nights. If you will 
guard me, I will guide you, and togcthcr we will arrive 
at the marvelous spring. How docs this olfer please you, 
mylordsr 

Hc is desperate to find the spring and will plead 
if need be, but he will not reveal where It lies, lest the 
characters go there without him. If the characters agree, 
he will ellC'Ouragc them to set out at once. 

Travelllnll with Grellan 
Crellan gives instructions for each stage of the 

journey. First, head south for the pass just east of the 
highest mountain visible from the town, which takes 
two days of hiking through the woods, because Grellan 
travels slowly. (It will take less time if they purchase a 
mount for him to ride, but thc only mount available in 
Ballaloc is an old nag with a sagging back.) At the pass, 
Crellan tells the group to head for the pass just W('St of 
the mountains that present the outline of a man lying on 
his back. (llle characters need a little imagination to see 
this image. Call for Perception rolls.) Crossing the 
intervening valley and reaching the pass takes two more 
days. The ~ is the head of a long. mostly straight 
valley heading southeast, and somewhere In that valley, 
saysCrellan,. is the h9ling spring. 

At this pass, Crellan becomes quict and nervous 
because he is about to give the characters all the remain­
ing information he has aboutthc spring. Up tin this 
point, the characters needed him for the knowledge only 
he had. Now he realizes he will be a useless burden to 
them. and he is afraid of being abandoned. But. having 
no choice, he tells them what he knows. If he thinks that 
the characters may abalndon him, he lies and tells them 
that only he knows the magic words you must say over 
the pool before drinking from it, and he refuses to say 
these words until he is at the pool. 

All CreHan knows is that the spring is at the 
headwaters of one of the streams that feed the river 
running down the valley, away from the pass, and he 
expects the characters to search each such stream for the 
spring. The magi, however, may have some better way 
to find the spring. (A spontaneous Lcvt.'1 10 inl€lkgv 
AIJIUI11I speH could detect the magical traces in the stream 
that comes (rom Nylasaira 's spring.) 

lbc fourth stream from the pass leads to 
Nylasalra's spring. If the characters scout each stream in 
tum, it will take them several days to find the spring, the 
exact length 01 time depending on the efficiency with 
which they scoul 

Once the characters have found the right stream, 
they will cncountt'r the renegade goblins (see below). 

During the entire trip, Grellan proves to be a 
dlsaggln,.ea;'ble companion. He brags of former military 
adventures, vows loudly to avenge himself 011 the man 
who blinded him. whenever he has difficulties traveling.. 
and he complains about the playcr<haractcrs when 
possible. Play this role carefully, making Grellan 
obnoxious enough to be a test of the characters' patirore 
(especially the grogs, who probably have been assigned 
to tend him), yet not so obnoxious that he is slain or left 
to die in the wildcmcss. 

You may want to let the characters encounter 
the monster (a two-headed firedrake) rumored to be in 
the mountains while they arc searching the streams. 

The Renegade Goblins 
A5 the characters travel up the stream toward 

Nylasaira's spring.. they encounter a small band of 
goblins. If only a few characters are there scouting the 
stream, try to get the group together again before they 
interact with the goblins so everyone can get in on the 
roleplaying. For instance, the scouts might spot the 
goblins without being seen themselves and return to the 
rest of the group with the news. 

If all the charactCfS are together. they should 
make Per rolls. Anyone who rolls a number equal to or 
higher than the number of characters in the group spots 
the goblins. If no one makes the roll, the goblins have 
heard the characters coming and hidden. (That's why 
it's harder to spot them if you' re in a larger group.) 

lbc goblins are on the (ar side of the stream, 
which is about three yards wide and cuts a gully 
through the ground. This distance gives both parties a 
little breathing room and should make everyone more 
willing to parley than immediately strike out in sclf­
defense. The goblins are sitting on the edge of the gully 
eating raw trout which they have caught by hand in the 
stream and are talking about their ptans to kill their 
former leader. 

If tnc goblins are spotted, it is up to the charae· 
ters to decide what to do. If they charge across the 
stream, that will give the goblins plenty of warning to 
escape into the trees. The only way to surprise the 
goblins is with spells and missiles, and after one voHey, 
the surviving goblins wi11 retreat into the woods. If the 
characters follow, they will be at a disadvantage versus 
the fleet-footed goblins who are fighting on familiar 
terrain. The goblins will dart among the trees and easily 
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evade most larger folks. The goblins will try to getthc 
characters to separate so they will be able to leap out of 
hiding.. stab the humans, and then retreat as quickly as 
possible. The struck character will only be able to strike 
back if he or she can make a Qik· Enc roll of 9+. 1bc 
only sane alternative for the characters is to group up for 
safety and let the goblins escape. 1bc goblins will likely 
be able to get away any time they please if the battle 
turns against them. 

If the characters choose to talk when they spot 
the goblins, howe~, the goblins will first dart behind 
bushes and trees and then cautiously reply. If the 
characters do not see the goblins, the goblins will call out 
to them from hiding. Any hostility seen in the charac­
ters will cause the goblins to quickly retreat to safety. 

lbe goblins are very interested in getting 
morta1s on their side of the Eight. When faeries {includ· 
ing goblins) fight. the wounds they give and receive heal 
quickly, generally within a day. With a mortal in the 
baltle, however, the wounds are more serious and do 
I"IOt heal qUickly. With the mortal presence in the fight, 
the goblins can actually inflict harsh damage and more 
easi ly slay their opponents. Since these goblins want to 
get vengt'3T1Ce on their former leader, they are willing to 
risk greater wounds themselves in order to deliver more 
grievous wounds to their enemies. They will tell the 
characters this, but their explanations may rome up 
somewhat garbled. 

"Hail, mortals,~ the leader of this band says by 
way of Sleeting. He shows just his head from around 
the tree in which he Is hiding. "Powerful warriors you 
seem to be. With steel at your sides, no? No doubt 
tromping around in the woods looking for something to 
slay, in true hero way. Well, I am Griznickle, and [have 
a meager proposition for you." 

He tho!!n explains that he knows the location of a 
wounded goblin chidwn who has a sack lull of 
maglalleaves, very valuable to morta ls, no doubt. And 
wouldn't the mortals like to help some unjustly treated 
faeric--folk (the goblins themselves) gel righteous venge­
ance against the NSOn of a priest" who did the injustice? 
("Son of a priest" is a curse for goblins.) In short, the 
goblins ask the characters if they would like to help 
them attack the camp where their old leader is. He is 
grievously wounded and can't put up a fight himself. 
and with blades of steel it should be an easy battle. In 
return, the characters will have the goblins' aid and the 
treasure that the chieftain has with him. (Magi should 
recognize "magic leaves"" as raw vis at least and maybe 
somcthing more.) 

Irs up to the characters to deddt' whether they 
trust the goblins and want to work with them If they do 
not, the goblins will retreat into the woods. If they agree 
to work together. Griznickle and the leader or speaker of 
tho!! player<haracter group will meet In th~ middl~ 01 

th~ strum to shake hands and seal the aglt'el1"l(l1l. If 
they don'l trust each other much, they may walk to-­
wards each other slowly, ready to dive for cover at any 
moment. Going down the three foot drop Into the gully 
will be dangerous, since it makes retreat more difficult. 
so Criznickle will watch the character and descend 
simultaneously with him or her, rather than going first 
and possibly being trapped. Build up the tension as the 
character and the goblin approach each other. When 
they finally shake hands, the goblins In hiding will let 
out a shouts of joy and spring out into the open, over· 
joyed al the prospect of killing their former chieftain. 

Out of happiness and generosity, they make 
their newfound allies a peace offering - flsh·heads. 
The goblins then lead the characters further upstream to 
where the chieftain lies. As they hike, the goblins plan 
lurid and ClCaggerated ways to kill their chieftain and 
make use of his corpse. Think of them as big talking. 
swaggering. ugly, olive-grccn skinned little boys. with a 
taste for the grotesque. Roleplay out their bravado, sick 
sense of humor, and ugly laughs. They truly delight in 
the prospect of killing and torturing their former leader, 
and seem to pay no heed to the idea that they could 
actually die in the baltic. 

You can play the goblins humorously if you 
wish. They are dark. or at least dusky, faeries, but this 
doesn't mean they are all bad. Here is the chan«, for the 
characters to lcam this lesson. Remember to play out 
the revenge theme. 

Syrcusta Strikes 
As the characters arc hiking upslTCam, the dark 

faerie Syrcusta sees them and tries to drive them away. 
The charact('rs first see her when she flies out from 
hctwccn some Irees and speeds through the party 
screaming i1nd wailing. Then she makes several more 
passes through the group, trying some her roore nashy 
but less damaging attacks. On later passes, she will try 
to ronccntrat(' on those that seem most fearful or ready 
to flee, working on the group's weakcstlinks. 

Syrcusta makes several passes through the 
group. She roars through the party, screaming and 
perhaps launching some kind of attack. 1nc characters 
have a momcnrs pca«' to yell orders, coordinate, and 
find cover (give them, at most, a minute); then she 
returns, screaming and striking out once again. This 
tactic should disrupt the group. as they only haw a 
momenl at a time to recover from each attack. 

Cnll.an screams in fear and falls to the ground, 
terribly frightened of this thing he cannot see. In the 
moment of peace between the faerie's attacks, he 
screams out "\-\Ihat is it? What is it? For the love of Cod 
save me!" He will only be silent if someone guards him 
closely and tells him to be quiet. 
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The goblins, if they arc with the party, 9Catter 
through the woods; SyrcuSIa doesn't bother with thffil. 
They retum silently once the danger is over. 

She will leave when she has been wounded and 
driven off or when the players seem bored of her attacks 
(i.e. she has decided that the characters are not about to 
flee). When she leaves, she goes to Mielgt=", the goblin 
chieftain, to prepare a more serious defense. 

Mler~en and his Goblins 
After Syn:usta leaves, the characte,s can con­

tinue their trek upstream. Ahead of them is a small 
goblin encampment, the one from which the rebel 
goblins fled. 

The leader of the goblins, Miergcn, is badly 
wounded. He and his group came to NyJasaira for 
healing. only to have their gilt of magic leaves spumed 
by the natas. Before the characters arrive, Syrcusta has 
told the goblins of the coming mortals, so they are 
prepared for battle. Though the best goblin tactic in the 
fight would be to scatter and harass the attackers, in this 
battle, they are protecting their chief and must hold their 

North 

ground. Whattre rebel goblins don't know is that 
Syrcusta will aid the goblins in their baltic, making the 
odds more even. 

TI\(! camp is a simple collection of bedrolls and 
packs scattered in a wooded area (not in a clearing. 
human·style). The goblins are waiting behind bushes 
and liees in the area, and Mie,gt:1l is hidden undu a 
bush that has been cut down and laid on top of him. He 
is holding the bag of magic leaves. The rebel goblins 
encourage the characters to charge in. Grellan asks to be 
left behind so he is not in danger. "And come back to 
get me when the fight is ovcr,~ he says, half command­
ing and half pleading. 

If the characters did not pin-up with the rebel 
goblins, there may be a chant{! to do some more role­
playing rather than fighting here. However, Miergen's 
group will be very suspicious, as they have been told by 
Syrcusta that these humans intend to steal their magical 
leaves. During a verbal exchange betwcrn the players 
and Miergcn, Syrcusta and/or the rebel goblins may 
seize any opportune moment to attack and draw every· 
one into combat. 

The goblins will fight fiercely, killing their 
opponents if they can. but once wounded with iron, 

• 

f. 
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lhcir morale win drop. In a tight spot. they will flee and 
leave their chicl" to his coming fate. Syrcusta will attack 
tho5c who seem to be giving the goblins the most 
trouble, perhaps the magI. The rcbcl goblins will scream 
unintelligible CUJ'S('S and launch themselves at their 
enemies, but they still don'l have the guts to stick it out 
if they're being badly wounded. (Don't take time to roll 
out fights between goblins; fudge it, or l('t some of the 
players run these goblins if they wish.) 

Half-caten fish, goblin droppings, greasy 
bedrolls and such litter the aTea of the fight. and thc 
1T'('C5 and underbrush are relatively thick her(', 50 two 
extril botch rolls are called for throughout the battle. 
(Imagine the expression on a proud warrior's face when 
he slips on a fish-head.) 

TIle advantage of iron and discipline should let 
the characters triumph over the goblins, and Syrcusta 
will give up when the goblins fall or flee. Perhaps the 
only enemy left will be Micrgcn himself. 

TIle rebel goblins know Micrgen's here and can 
sniff him oul. At first he ycllsto the mortals, "Please, 
here is a bag of magic leaves of wondrous faerie power. 
They're yours if you save me from these traitorous 
enemies of mine. w If this offer is scorned, he screams 
and generally carries on in an ignoble mannet' when 
captured. You know goblins. TIley thank the characters 
for their help, hand over the magic leaVt'S that are with 
Mingen, ilnd take their captive off with them for some 
goblin merriment. The characters probably don't want 
to watch. 

1l1C magic leaVt'S are In a leather bag (human­
skin leather. if you must know). 11lere are twenty-three 
Wlrge, purplish oak leaves that glisten in light. Eath is 
worth a pawn (1 point) of Terram vk 

After the battle, one of the rebel goblins may 
wish to learn more of mortal ways, and he couk! join the 
Saga as a companion, jf M>meone wants to run him. 
Perhaps she was originally of mortal blood and yearns 
to discover more about their kind. This is left to your 
best judgment. 

When the fighting has quieted down. Crellan 
yells from where he was left and asks that someone 
come and get him. He is very eager to keep searching 
for the healing pool. 

The Healing Pool of 
Nylasalra 

Just a few doU!n paces upstream of the goblin 
camp is the magical pool the party has hem S('arching 
for. First they will hear the gentle sound of water 
pouring into a pool, and then they will S('C a clearing 
through the lrees. AI last, they will come into a clearing 
and see the pool. 

The pool is three yards across, circled with 
large, smooth, moss-covercd stones. Out of the pool 
runs the stre;un. Behind the pool is an eight-foot high 
cliff with a small waterfall pouring down past a cave 
opening into the water below. The waterfall comes from 
a stream fed by a spring a mile further up the mountain. 
A single small willow hangs over the pool. The pool is 
very deep, but the cave is a short, damp. dead end 
(urness you have some other ideas ... ). 

Crellan is tremendously excited; he shakes 
visibly. His this it? Is this the peo11 Take me there! 
Take me!" When he comes to the edge of the pool. he 
stoops to drink, but nothing happens. (He doesn't know 
that it is Nylasaira who docs the actual healing.) 

Then the water begins to move as Nylasaim 
swims to the surface. When she surfaces, Crellan hears 
her, backs away, and yells in fear, "What's lhat? Whars 
happening?'" Before thecharacten have much chaoce to 
settle Grellan, Nylasaira speaks. 

Welcome, mortals, to the pool of NylasaiTa. 

What brings you to my waters? 

She t'Xplains thai she can heal those who arc 
wounded or m, but that each person so healed must 
faithfully perform a deed for her. Grellan quickly 
agiUs, and Nylasaira bids him come to the water's edge. 
11len she grabs ahold of him and pulls him underwater. 
If the charactCl'"S watch, they can 5('(' the two figures 
come together In the blue, obscured by Nylasaira's 
flowing hair. 

After a minute of silence, CreJ1an's motionless 
body is thrown onto the side of the pool. He is com­
pletely without signs of life, but after several seconds, he 
coughs up some water and revivC$. He can see once 
more. If questioned. he will say tha t Nylasaira has 
asked him to perform a task for her, but he has a certain 
captain of the guard to see to first. He waits around, 
expe<:ting company back to the village where the charac­
ters met him. He will not speak o f how he was healed. 

After a short while, Nylasaira surfaces and asks 
if there are others to be healed. If so, sec the notes about 
her curing magic. 

If a playcr-character is healed, Nylasaira will ask 
him or her to tell the minstrel named Ot of Bal'Ct'lona 
thai he is still welcome at the Green Duchess's midnight 
revels. This might be difficult as the minstrel is dead, 
though Nylasalra and the characters do not know this. 
If more than one character is healed, you may invent 
similar tasks. Perfonning the tasks is beyond the scope 
of this story. 

Before the characters leave. Nylasaira takes a 
special interest in any wizards.. She can sense something 
strange about them (their magical gifts) and wants to 
"heal"" them. To her, their magical abilitit>S and training 
are a more grievous affliction than wounds or blindness. 
She wiJI pick out a particular magus and say: 
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Oh, /nit you, my friend, you have II dttp wound lIS well. 
Aren't }OU longing for haling like your frieruI WAS? 
Would,,'t yow like 10 ~ haled lIS lit WIlS~ Comt 10 mt, and I 
shall fr« yow 0( your burdO/. 

She cannot describe.> exactly what the "afflktion'" 
is since she has nevCl" seen it before, but she pleads to let 
her heal the magus. She even goes so far as to offCl" to 
heal the "wound" without requiring a task in return. 
(Her heart is going out to this poor mortal.) She can 
describe the affliction in fearsome but vague terms. 

It is a deep wound, sinking to your very corc. 

II must touch and infect every part of your life, 

twn if you hswE grown used 10 it ootr Iht ytflr5. 

If a wizard allows himself or herself to be 
"'healed," he will be stripped of all his magic powers. 
(can they evCl" be regained? Good question .... ) 

If the characters talk to Nylasaira, she will tell 
them that Syrcusta is hCl" evil sister, bent on preventing 
people from benefiting from her healing magic. She says 
she rejected the goblins' gift because she sets her own 
requirements and is not moved by independent offer­
ings. Besides, they had stolen the leavcs from some 
harmless spritcs and did not dcscn'e to benefit from 
them. 

Nylasaira tells the characters lhatthcy can 
return when they havenccd ofhe!'. 

fpllollue 
l1\C characters return, possibly with Grellan, to 

Bcllaloc, and from there to Mistridge. Gre11an is silent, 
not the burden he once was now that his eyl'S arc hcakd. 
The pool of Nylasaira may be quite a boon to Mistridse 
now that the magi there know of its whereabouts. 

The othCl", hidden, bit of information that very 
perceptive players may glean from this encounter is the 
discovery of a here-to-fore unknown type of faerie. 
Although the OrdCl" has tried to describe the many 
differeut kinds of fay as completely as they know how, 
the strong diversity of the faerie folk makes this nearly 
impossible. However, a creatuTC like Syrcusta has never 
been described in Hermetic writings. As the sister of 
Nylasaira, she is also a nympha, but she Is a creature of 
the air as well. Nobody in the Ordcr has evcr linked the 
nymphae with the air, although it certainly makes sense 
considering there are water-nymphae and tree-nym­
phae. Any magus of House Mcrinita certainly would be 
interested to hear about Syrcusta. 

The Creatures fncountered 

Nylasaira 
She is a naias in the shape of a beautiful young 

woman with long blond hair, full of small water plants. 

She waits in her pool for those in need of healing. 
Occasionally othCl" faeries come to her and tell her that 
they need tasks performed, especially those that faeries 
would have trouble d oing themselves. 

Faerie Might 25 

In! .1 Size -1 

Compassionate +4 vs. Heartless 0 

Fat 0 Dcf +2 Soak cr 
~ Double damage from iron &: steel. 

Body Levels: OK, -1, -3, -5, Incapacitated 

POWCl": 
H~A1ln8 (5 points) - When she draws a person into 

her pool, she kisses him or her and fills the other's lungs 
with water. (It's a disturbing. but not frightening 
cxpcrience.) Once the kiss is over, she describes the task 
that must be performed, and the o ther person blacks out, 
only to awake on the edge of the pool, healed and with 
lungs fil1ed with air. TIle healed person regards the 
healing act as something private and will not talk 
willingly about it. 

Goblins 
The goblins arc ugly, deformed humanoids 

standing about 4' tall. TIleir skin is blotchy, pimply, and 
discolored; their limbs are disproportionate; and their 
hair is wild and tangled. Their piCTcing yellow <')'('S 

show they have some intelligence despite their homely 
appearance. They wear drab clothes crudely woven of 
flax, carry flashy bronze short swords, and have over­
sized boots on. 

Faerie Might 12 

Int -1 Size-2 

Vicious +3 vs. Compassionate-5 

Swords: Ist.6 Atk +6 Dam +9 

Fat +3 Del.8 Soak +6~ 

~ -2 on Soak rolls vs. iron &: sted 

Body Levels: OK, -1, -5, Incapacitated 
,,<,,,,,,, 
BW'5t of Entrgy {3}-- In cnmbat, the extra energy 

the goblin has translates into a +6 bonus that \I can usc 
on lst, Atk, Dam, or Ocf. 1begoblin may divide the +6 
points in any way among the different rolls, and these 
bonuses must be assigned before any of these rolls are 
made. Simple-minded goblins t('nd to put a116 points on 
one roll. Goblins arc also fond of using this power when 
dancing or partying. 

Syrcusta 
She is a dark faerie whose form is always al least 

partly ghostly rather than solid. She looks like a dark 
gray wraith with glowing eyes and nowing white hair . 
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She travels by flying. usually only a few feet above the 
ground. She can fly as fast as a human can run, and she 
does not tire. 

Syrcusta delights in using ncr powers against 
mortals, but has no stomach for combat and will not 
keep fighting against threatening resistance. 

Faerie Might 24 
IntO Size-I 

Cruel +4 vs.. IGnd-2 

Oaws· 151.10 Atk.S Dam.S 

Fat nla 
• See Raking Oaws of FJamebclow. 

"Struck only by iron, steel, & fire. 

Body Levels: OK. -I, -3, -5, Incapacitated. 
Powen: 
Grab Hair (1) - She can pull the hair from a 

person's head as if it were a wig. Only magic can make 
the person's haiT re-grow. She uses this little trick to 
scare mortals without using many Faerie Points. (Perdo 
Cdrporem ) 

Frightful 5Cftech (1) - She can put forth a scream 
that causes fear in animals and uneasiness in humans. 
Up close, it even causes pain in the ears. She can con­
tinue screaming as long as she likes without expending 
more Faerie Points. (Cm> Men/em ) 

Brush of Chilling Cold (1) - By brushing past a 
penon. she can chill them. requiring a Stm • Size roll of 
9. to avoid losing a fatigue level. (A botch means a 
body level. is also lost.) (Pmo Cdrpormr ) 

Raking Clawl ofFJame (3)-Shecanclaw some­
one with a ghostly hand that goes right through armor 

-

and clothes. The target [eels as if he or she !\as been 
raked by fiery claws. Damage Is +8, which must be 
soaked without armor. The claws can be dodged but not 
parried. (Perdo C6rpormr ) 

Grip of Life-Suckins (3) - She can wrap her arms 
around a mortal and drain away his or her life. The 
target can only fall in helpless pain. Each round. he or 
she loses a fatigue level and must make a Slm ... Soak roll 
of 9+ or lose a body level as well. (Ptrdo UJrporem ) 

GreIIan 
This blind beggar carnes a death-grudge for the 

one who blinded him. He is so resentful of his low 
status that he docs not defer and act humbly as a beggar 
is expected to. Pulling up with Crellan, for whom the 
characters are doing a favor, will be a test of the charac­
tCl1l' goodwill, especially if they arc used to saving those 
who are desperately grateful to them. 

Age 32 
Int.1 SizO 

Vengeful +3 - Forgiving -3 
Mean-Spirited +2 - Gentle-3 

Virturs 

Sharp Ears (.3 to hearing rolls) 
Flaws 

Blind 

Driving Goal-to slay Pere 

Abilities: 

AiertnHS (Ea vcsdroppi ng) +4 

• 
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Chapter Nine: A faerie 

NIGHT OF THE FAERIES 

l'ht owla idges of tht moon wtrt slowly turning blut, I2S if Ihe chetst 
upon it wert a.ging. II WIIS tlzt night for the party. Had it truly bttn ninety­
stVtn yenrs?N 

Bogemter SlIt back on his mighty chair, II /orolted pine resting 011 its 
side, lind pondered t~passagt CJf lillU!. Not lhill it mllIy maller-td, bul it did 
sttm to pass in some ptlrts of Ihe world. A smile came across his wide fact, lind 

his belly jigglcd, !/l':S, tonigh t WOlS the night. Around him, Ihe /ruries of Ihe mound IlUIde p.tplm­
lions for llu! mJdlater IMI evening. 

~l wonder if 1M magi of Mis/ridge have changed from their selfish, boorish ways.'" The 
thought intrigued Bogtmeer, fur l/zt wimrds were II slml'lge lot not givt/l 10 p/OOUrt or feasts. 

"'The revel will go all reggrd/r:ss of thtir intentions, bul perhaps the wiZRrds could be 
guests lit this feast Ttdh" lhil" pjctims. Thill would be S(1nIe/hing new, for last time they wert 
such poor sports. H 

Some young spn'tes spiraled upwards 10 greet the rising moon, O,e shimmering cclo~ of 
their wings d#ncing amongst tilt motes of starshine. 

MWe frurie; know tht best way to unilm;tand all animal is to crawl around i/!Side its skill for 
II while. Maybe I should give illl try. M He chua/ell to himsetf lind wilh II 5tgh of cclltenhnenl 
settltd back i/llo the boughs of the Irn {or II moment. ~Hmmm, / wo/lder wlult it would tau to 
juin those wiZllrds r Risillg to his fnt, he slretchtd Ihe stiffness from his limbs. uperhaps a little 
trip to JIlUitl/e WDuld do the tril:k. M 

His /aughter filled the lIight /IS the sprile; continued 10 dance IImid the grovt of trees. 
NThis promises to k a /lighl of Tl!f.Ielry grraler than any before.~ 
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Introduction 
The story takes platt In Val du Bosque and is 

intended for use with Mistridge covenant as detailed in 
An Magica (p. 132). Howcver, with only a little effort, 
this story can be adapted to any ongoing Saga, since the 
details of the story are not solidly tied to any SpcciflC -. 

The story ('mphasiZCS diplomacy and rolcpl.ay· 
ing over combat and straight-forward lactics. This is a 
story about whimskal, good natured fun and is perfect 
for a !iCSSion in which the troupe is not in the mood fOT a 
more serious and involved story. Make sure everyone 
in the troupe realizes that this is not a straight laced, 
serious story, and that they are in for an evening of light­
hearted fun. Let them know that, if they do not sue­
cred, there may be serious consequences for the cove­
nant, but that a lack of success could be ev('T\ more fun. 
No one should die in this story, but the covenant could 
be trashed by hundreds of faeries partying al1 night in it. 

Setting the Mood 
Set a frantic, non-stop pace throughout the story. 

Never lei your players grow bored or have time to think. 
Any time things slow down, throw something new at 
them, either of your own invention, one of the miscella­
neous encounters, or a lead to one of the more major 
encounters. This (CC'ling of excitement will accent well 
the f('('ling of the night of the faeries. 

Faeries reflect the passionate aspects of human 
existence - they take our emotions and go with them. 
Theycan be outrageous, dangerous, spiteful, whimsical, 
wonderful and wacky. Roleplay them any way which 
feels natural to you, but remember that this story is 
intended to entcl1ain the players, not educate or frighten 
thM\. It is a special night and the faeries have been 
unleashed from their forests and mounds; they roam 
about the entire valley in perfect freedom. These faeries 
are experiencing a whole new world, and they're having 
fun - a heck of a lot of fun. Make sure the players 
understand this, and roleplay it out as much as you can. 
The more you play out the delight and wonder of the 
faeries, the better everything will go. 

Theme 
Chaos, absolute chaos, is the true spice of life. 

Even the most serious people who have great dutil'S and 
arc engaged in great cnd9VOrs musllightt'n up eveT)' 
now and then. They may resist at first, but if they don't 
loosen up, they may not like what will happen to them. 

Synopsis 
In this story, the charactcn are warred about the 

imminence of an enonnous faerie revel which, if all 
accounts can be believed, is going to be held at the 
covenant and could possibly destroy it. It seems that 
Mistridge is built upon a site of great faerie POWeT, bring 
the spot of an immense faerie celebration every 97 years. 
Indeed, it could be that these parties are responsible for 
giving Mistridge ils magical aura. 

Somehow the covenant is warned that they 
have until the moon has turned completely blue (there is 
only a blue edge at the beginning of the story) before the 
faeries will invade Mistridgc. The covenant's only 
salvation is to find the faerie prince Bogcmeer and try to 
convince him not to hold the party at Mistridge (a 
difficult task indC'Cd). On the way to Javielle, the group 
runs across a traveller being tortured by some dark 
faeries. After a daring rescue involving some dark spells 
and a hive of bees, the traveller asks to accompany the 
group for safety's sake. Upon reaching Javielle, the 
troupe finds the place in an uproar. The faeries have 
taken over the town and arc frolicking and cau5ing 
mischief while awaiting Lord Bogcmecr's can to the 
revelry. As the moon becomes bluer and bluer,the 
party scarches the town (perhaps even visiting Sir 
Guifre's manor house outside of IOwn) for the elusive 
Bogemeer, whom it seems they just miS/i all the time. 

Mostly good-natu~ faeries arc encountered, all 
awaiting the call from Bogcmccr to start the revel. 
Finally. the group has to give up sinC(' they are nC'Cded 
to defend tht- covenant from the faerics' arrival. Taking 
the traveller they rescued back with them in hOJX"S of 
gleaning from his knowledge of the faeries, the group 
prepares fOf" the faerie onslaught. As the moon turns 
blue, a loud trumpeting is heard from the towcr of 
Mistridge and all the faeries in the valley arc summonoo 
to the prcscncc of our fK>OT traveller, othl'TWise known 
as Lord BogcIJ1('('l". If the magi have been good to the 
radKs and Bogt>"IL-er in particular, they wilt be invited 
to join the revelry and no intentional hann will be done. 
On the other hand, if 1r.t'Y have been poor company, the 
faeries do their best to tear apart the covenant and it will 
be years (if ever) before the covenant returns 10 norma\. 

Playlnl/ the faeries 
The sheer variety and number of the faeries 

leaving their forests and mounds to take advantage of 
this special night is mind-boggling. It would be nigh 
unto impossible for us to document every faerie the 
party could encounter - be limited only by your 
imagination as a Storyguide. If someone asks you 10 
dcsclibe a faerie for which you have no due, iption, 
make up something wilh a lot of whimsy, adding 
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human and animal parts to create an especially vivid 
character. Anything mythological is ideal. Simply 
roleplay out whatever first comes to mind. Don't 
hesitate, don't think, just roo When necessary, combat 
sta ts are given for the faeries encountered. Since the 
goal of this mission Is diplomatic and roleplaying is 
being encouraged rather than combat, these instances 
are few and far belween. 

Mosl faeries have a main power or two listed, 
along with a brief physkaJ description, rootives and 
thoughts, and any roleplaying tips we fee-I are ~ry. 
If combat ensues with any of the friendly faeries, you 
will have to improvise. Figure that most small faeries 
have one body level, at most two, with the larger of the 
faeries having the equivalent of five or possibly even six 
for the la'"SC5t of the tmlls. Combat stats will be low for 
the more friendly faeries, while the dark faeries are 
usually martially oriented and will thus have higher 
scores in combat related skills. 

Bogcmecr will dislike any combat initia ted by 
the troupe with good faeries and this will weigh heavily 
against the covenant when the tirre for the party comes. 
Remind the the players that they are diplomats and the 
prince they are looking for will oot be amu$cd by dead 
subjects. 

Advice to the Storyguide 
You shouldn't attempt to have your players do 

everything. unless you will play this over two roleplay­
ing sessions (or one very long one); you should pick and 
choose from the various scenes. Don'l bother to do it 
ahead of lime, but as you guide the story, use your own 
judgment to decide what the players would tike 10 do 
next. Milt and mingle the various sorts of scenes so there 
will be a feeling of flow and the players never get bored. 
Certain players will like to do certain things (some will 
want to talk to elves, some will want to throw trolls 
down chimneys), make sure every player &Cts a little of 
what they want. 

Above all, keep up the action.packed nal\lre of 
this story. Don't stop for anything and keep things 
moving; as soon as one !Cent' even starts to seem like it's 
running oul of steam, have something happen which 
dramatically carries the characters into the next scene. 
For each seene we provide an idea for lhis "carrying 
device," but it is up to you to make it work. Just 
remember to neVCT give your characters time to think, 
and as soon as they start to do something dramatic. 
Make this night seem as chaotic and wild as you possi­
bly can - you may even want to ponray that chaos in 
your Storyguiding style by being arbitrary, unsystematic 
and inconsistent - yet deny that you art". 

It's best to have a lot of munchies around for 
this story, and if you're of age, beer can't hurt either. 11 
can add a lot to the party flavor of the story. 

Prelude 
During a special wizard's council, the magus 

Crimgroth (or an appropriate character in your cove­
nant) tells the covenant that he has seen a blue nimbus 
around the moon as of late. This evening. he was on 
Mount Tieme, and began to watch the moon rise. As 
time passed, he saw a blue tinge around the edges. He 
infonns the magi that when the moon turns completely 
blue, he thinks the faeries of the valley will march upon 
Mistridge and hold a huge party there. Much of the 
covenant would be destroyed after a faerie pany of this 
magnitude. One of the older covenant diaries refers to a 
night when the faeries held a party at Mistridge. The 
[",eries were led by a prince named Bogcmeer. The TlCxt 
few pages are torn out ",nd the next read",ble entry 
describes the horrible clean-up after the faerie revelry 
(one of the faerie mishaps after the party WillS the disap­
pearance of these pag .. ·s), This should get the magi to 
want to seek oul Bogemeer before he and the faeries 
descend on the covenant. One or two of the magi may 
have tx!cn young apprentices at the last revel and don't 
remember the destruction too well. Others don't believe 
the story at all. Allow the magi 10 make whatever plans 
they want to try and protect the covenant. No matter 
what else they d o, make sure that somehow pan of the 
plan is going down to Val du Bosque, when the moon 
starts to tum blue, to !!CaTCh for Bogerncer. Let them 
know 5Omchow that the faeries start their party in the 
surrounding villages while they are waiting for Boge­
mecr 10 call them. The old magus tel1s the group to 
return before the moon I\Irru completely blue, mission 
accomplished or oot, to help with the defense of the 
covenant, if the defense is possible at all. 

On the Road 
On the way to javiel1e, the characters encounter 

some faerie ruffians humiliating and beating up an older 
gentleman. As the group arrives on the sa-ne, they sec a 
troupe of black horseman riding away. The leader of the 
remaining faeries is a member of the Unseelie court at 
the Moaning Oaks. lbe dark [aeries have tied the old 
man by his feet from a !Tee- branch and are pouring 
honey down his body and in to his beard. 11"lCy sec", to 
be torturing him for the sheer fun of it, with one facric 
threatening him with a beehive held in the air over him. 

When the faeries see the characters, they willtcl1 
them to bug off and mind their own business. The poor 
traveller will beg for mercy and deliverance. If atlacked, 
the one (aerie will throw the bec-hive down, releasing 
bees to attack the traveller (remember, honey attracts 
bees in the paradigm) and the party. Smoke, water, or a 
good Animal spell should do the trick with the bees. 
The other faeries will command two boars to attack the 
characters while they atlempt to destroy the character's 
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clothing.. armor and weapons with Perdo Animal and 
Hcrbam spells as appropriate and using Rego and Muto 
C6rporcm spells to hold and mutate the characters. The 
faerie rufftans will be cha!M!d off rather easily, bullies 
being bigger in bravado than bravery. 

When the charactcf!i rescue the genUeman, they 
will find out that he is a scholar from Foix who has an 
intCt\SC intclest in faeries and was coming to Val du 
Bosque to altemptto see a faerie revelry first hand. He 
was tricked by the faerie ruffians and the characters saw 
the plight that got him into. When and if the characters 
either reveal that they are magi or cast magical spells, 
the gentleman, Marlin, will fain surprise and interest. If 
you haven' l gue55ed by now, thisgcnUeman is really 
Bogemccr, the faerie priocc. He wants 10 see how far the 
magi have progressed sioce the last time he trashed their 
covenant, some 97 odd yeaf!i ago. The magi back then 
lacked humor, compassion and a will 10 join in the party, 
90 the faeries had a good time at their expense. If the 
characters can conviroce Bog(1Joeer, urn, Martin, through 
their actions that they have changed for the better, they 
will be invited to the revelry and the covenant will not 
sustain ,."I/ch damage. Marlin will try to get the charac­
ters to take him with them Nfor his own protl'Clion" and 
will promise to provide them with any pertinent infor­
mation that he can. 

Concealing Bogemeer's True 
Nature 

As the group encounters more faeries and asks 
them where Bogemeer Is, they will usually break out 
laughing or some other silly thing. and then say SOlriC'"" 
thing cryptic like, "Qh, he's nearer than you think" or "I 
think he's Mck the way you came a littlt ways'" after 
which there will be more silly laughter, dancing, et al. 
Speak in puns and innuendo. Through all this Martin 
will Slay at the back of the group, watching.. and not 
calling any attention to himself. If asked questions, he 
will answer guilefully, but with a sincere voi~. Martin 
will accompany the group, watch their reactions to the 
fun loving faeries, and then try to get the characters to 
take him back to the covcnant with them, promising 
them just about anything and preying upon their 
sympathy for a poor stranded traveller or greed for a 
knowledgeable scholar. If the magi take him with them 
to the covenant, he will be able to call the revelry by 
blowing upon his silver hom, which he will keep hidden 
until then. The faeries will appear at his side, most 
likely right In the middle of the covenant and byp;o.ssing 
any magical barriers and defenses the magi may have 
erected. 

If, for some reason, the party decides not to help 
this poor traveller or bring him with them. then Boge-

meer will have to insert himself into the group in some 
other way. As a last resort, he can tum invisible or 
become an insect, and thus enter the covenant with the 
group when they return later. Of course, Bogemcer will 
not be at all pleased with the covenant at this point and 
he will grow more and more mischievous. In order to 
get the most enjoyment out of this story, it is essential 
that the character's take Bogemecr with them. Do 
everything in your power as a Storyguide to achievt' this ,"", 

With BogemE.'ef now firmly (hopefully) en­
trenched in the group as Martin, the party will sct off 
down the road to Javielle to search for him (ironic isn't 
it, but that's faeries for you). 1ne encounters described 
hereafter can be used in any order you find suitable. 
Some are tied to a ct'1'tain location and are thus encoun­
tered when the characters investigate that location, but 
most are tied only to the whimsiral wanderings of the 
faeries and are thus at your bR:k and call whenever you 
feel the need for a little fun. 

The Blue Moon 
Remember that the characters have until the 

moon has turned completcly blue to find Bogemeer. U5C 
this as a plot device to inspire worry and stress in the 
party. They should get more and more desperate as the 
blueness slowly creeps across the moon and they have 
come no closer to finding the faerie priroce. There is no 
"official" till\(' frame for this adventure, pace it to fill up 
your allotted time, allowing as much time as the troupe 
wishes for the faerie revelry. If you wish to stop the 
troupe from wasting time, describe the condition of the 
moon and we guarantee that they'll be on the ron before 
you finish your sentence. 

Ja"lelle 
1ne nearest village to Mistridge is Javielle, the 

largest village in the area, boasting 300 souls. It is only a 
mile away from Mistridge covenant, but a river cuts 
between them,. and the nearest ford is three miles 
downstream For more information on Javiel1e, sec the 
Saga ChaptCf of the 2nd edition An Magica roles. 

lnc Dominion is almost completely gone from 
the countryside except around extremely holy locations 
such as the stone church in Javiel1e and the shrine to 
Santa Fabia, just to the north of town. 1llC Faerie Aura is 
+2 In al1 areas where the Domiruon used to hold sway. 
Near the holy places, the aura will go from the +2 Faerie 
to +5 or +6 Dominion near the altar of the church. 
Adjudicate the relevant aura as the situation arises. 
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The Scenes 
1hcre arc many different St'CI<C3 you can use in 

this story. we suggest that you pick and choose from 
these (and make up YOUT own); it isn't nE:'CeSSary that the 
charactcis go through each encounter. Use the ones 
which strike your fancy! 

The Vif~e Square 
1hc faeries here are Qui to drain the entire 

alcoholic contents of the town's open air tavern. Music 
seems to drift upon the breeze and sprites dance through 
the air, the ground, and the treetops. The fun-loving 
faeries will invite the' characters to join the bash, chaJ­
lCilging them to drinking contests (a chance for the grogs 
to show om, inviting them to;am with them musically, 
and ofk>ring to swap stories. This Is a good chance to 
introduce future story lines and develop friends for the 
covenant to have among the faeries. If nothing clse, 
loosen the group up with the sheer fun of it all . Note: It 
is rumored thai drinking faerie beverages and eating 
faerie food caU5t'S strange rcactiol'l5 in mortals, !lOme­

times losing Ihcml (orever to the realm of faerie. Most of 
the food and drink the characters will encounter in 
Javicl1e is mortal, but you can I\('ver be quite so sure 
about anything the faeries may give you. 

The Vllla~e Church 
Father Uo~ is out in the church yard, chant· 

ing pntyttS and swinging an incense thurible lllI he 
walks circles around the church. Trailing behind him is 
It small sprite, sucking up the incense smoke as it trails 
out behind the good Father (it set:llI' thai the sprite is 
Nsmoking'" the holy incense smoke). Father L1oren~ 
believes that the wizards have something to do with this 
night and sees it as a fulfillment of the prophecies in the 
Book of Revelation. There are a number of the town folk 
in the church,. praying for the Day of Judgement. The 
Father, normally very cold to the magi, will be down­
right angry, evoking God's wrath on the evil-docnl and 
condemning them before all mankind. AI your option, if 
the troupe is belligerent and bullying to Father LorCIl<;. It 
minor miracle could happen, even though the Dominion 
is preSEnUy very weak in the area. Note; the Dominion 
is still very strong in the church and within the circle 
inscribed by the incense. This is Father Loren(, home 
gmund and a fight with him would probably be a 
mistake - even If a miracle did not save him. the 
political backlash from such a fight would be invnensc. 
T 

The Mill 
If the magi go I\('ar the village milt. they will 

hear the 50und of crying coming from within. A knock 

Faerie Food Effects Iroll a stress did 

1 Bdch wnlilswnrise nan-stop. Tht mort 
yow try to slop. the more you btlch 

2 Spttlk only in nowns until sunrise 
3 Cryu>hen yow·reMppy./augh when 

yow're angry. etc. 
4 Think tvtrything artlllnd yow is a 

hal/ucination, but think that ludluana 
tions (or what ptfIple tell )(Iu) is rt:l2lity. 

5 Giggle inces5llnliy 

6 un't stop talking, and even when you 
stop ~ make some kind of sound 

7 Ttll people around ~u all of your 
dIXptSt secrets and gTelltest {t:ars (Ihe 
player nury have 10 in«lll5Ome, bul 
as soon as he or sht dOts, it's parI of the 
,haracler's PffSOnalily) 

8 Lips lum blue and begin to pucker. If 
~w don't kiss something, they bursl. 
causing 8+ damage. Until Iwnrise, 
yow have to kiss sOIIIething r:very 
minute. 

9 Start growing /trlWS and if you stay 
still for too long. you take root and 
become a plant -atitnSt until sunrise. 

10+ No effect 
Botch Go to live with the faeries for 7 yam 

on the door will bring a very frightened Poul, the miller, 
peeping out. He will actualJy be glad to sec the magi 
(the magi, like everyone elSE in this valley get their flour 
from Poul's mill). The crying CO!l\E5 from Poul', wife. 
Before Poul can get a word in edgewise. she will blurt 
out that their youngest daughter, Alba, has been mi$Sing 
ever since these horrible, strange events started to 
happen. Poul has been too frightened to go out looking 
for her, but will implore the magi to search for her and 
promise them almost anything for his daughter's safe 
return. 

Poul's daughter is playing with some water 
faeries upstream from hcr father's mill. Her tx>lief in the 
faerie magic has allowed her to walk on the water and 
the group will find her skipping merrily up the swiftly 
moving stream. riding the water like a moving carpet. 
The faeries are dandng around her and will shyly dive 
into the water if at all threatened. Alba will call fOr her 
friends 10 come back and actively search for them. If 
any adults sound worried about her walking on the 
wat(>f or tell her that she is in a dangerous position, her 
faith in the faerie magic will waver in the light of adult 
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reasoning and she will begin to sink inlo the waler. The 
more she panics, the quicker she sinks, all the while 
being swq>1 towards the waler wheel and the rapids 
below it. It will be incumbent upon the characten al this 
stage to save the young girl from what is almost ct'rtain 
death. This shou1d be an abrupt change from the 
whimsical tone of the rest of the story - a break from it 
if you will. This Nserious" diversion will only accentuate 
the whimsy of the remainder of the story. 

The Smithy 
A terrible acddent has happened here, terrible 

that Is for a faerie, for it would mean an end to an 
otherwise Immorwlife. It seems that two young 
quicklings wen- playing tag through the streets of 
Javielle when their merry little game led them to the 
smithy. While dodging around the furnishings in the 
smithy, a table was knocked over and a pile of scrap iron 
fell upon one of the poor little faeries. With the iron 
dampening the quickling's power to move through 
nonliving material, the little guy is effectively trapped 
by the Iron. His paJ is frantically trying to help his 
friend, but can't get nca.- the iron. Realizing that only a 
non-faerie could free his friend, he has gone out Into the 
night in search of mortals to help. You should have the 
little quickling buzz up to the group, run a few quick 
drclcs around them, and then lead them off to the 
smithy (think of a dog trying to get humans to come and 
help its master). Any speech by the quickling is unintel­
ligible due to its high frequency and rapid emission, 
being beyond the capabilities 01 human hearing for the 
most part. Therefore, the quicklings will communicate 
in sign language when ne<:es5ary. If the characters free 
the Uttle fa(>t1e, the Injurt!d UIl\:! will bt! too wCilk tu IlVV\:!, 

but will recover enough to leave the party in an hour. 
During this time, the characters can carry the Uttle 
fellow, all the while being attended by the other quick­
ling. At the Storyguide's discretion, these little friends 
of the covenant can show up at a later game session and 
extract the troupe from some precarious situation. 

The Cooper 
While outside sometime near the cooper's, the 

characters will hear a rumbling noise. Hurtling toward 
them are four wooden barrels. Make the characters roll 
dodges to avoid being hit by the barrels. Use the 
character's marching order and a little bit of whimsy to 
decide who is threatened by the careening barrels. It 
should be obvious to the characters that they are just in 
the wayof the barrels by happenstance. The bamls 
bounce off objects like trees and house comers, making 
their way generally to the other side of the village, the 
purposed finish line. One of the barrels could break 
open on the side of a hut at your Choosing. Inside, a 

dusty hill goblin (a type of faerie who lives in mounds in 
the mountains) will swear profusely, brush himself off, 
scowl at the CNTaCters, and head off after the retreating 
barn-Is, saying all the while, MGosh Bogt:mccr can throw 
a good party." 

The Carpenter 
A game of "Launch the Mountain Troll" is in 

progress at the carpenter's house. The carpenter and his 
family are thankfully not home, having taken refuge in 
the church. The faeries have set boards on some of the 
cooper's barn-Is, much like a teeter-totter. A mountain 
troll sits on one end of the board. Then the contestants 
jump out of a ncarby tree, sending the mountain troll 
(tucked Into a little ball) through the air, and, hopefully, 
down the carpenter's chimney. Each contestant gets five 
attempts, with the most sUCC'CSSCS determining the 
winner. The mountain trolls are very resistant to 
physical damage, and. they actually like flying through 
the air. In fact, It was a mountain troll who invented the 
game of "Launch the Mountain Troll." Betting is going 
on amongst the faeries present, though not for money. If 
a character looks interested in participating in thi, little 
game, a short faerie with grayish pink hair and flowers 
growing out of hi, ears will challenge him, with the 
winner taking the loser's hair - all of it. The faerie's 
hair is worth 5 Herbam vis. An Athletic5 + Per roll of 8+ 
will allow the character to realize that where you jump 
on the board will dele. nunc the leverage for propelling 
the troll skyward. The first jump will be an Athlclics + 
[)ex case factor of 15, with each subsequent Jump 
redudng the ease factor by 2 until an case factor of 9 is 
reached. If a player figures out an intelligent strategy for 
pldyillg tile &,llIe, give them a bonus \0 their mils. 

The Reeve's Cott~e 
An old, cronish faerie has decided to i'ttIccorate 

Joaquima the Reeve's house - from the outsidc. She 
has used her Faerie Power to cause the wooden house to 
sprout new branches, leaves and even froit. At the 
moment, Joaquima's house looks a lot like an overgrown 
garden. Many small sprites aT(' playing amongst the 
vines and branches. Anyone who makes a Per + Car­
pentry roll of 9+ will notice that the weight of the new 
plants has weakened the walls of the house and it will 
collapse soon if nothing is done. Talking to the sprites 
playing on the house willicad the characters to the old 
crone. She will be reluctant to remove her plants, being 
swayed by the pleading of her childish charges, but can 
be reasoned with and will tidy up her jungle, lalving a 
neat house-top garden in its place. If the troupe can't 
wk her out of gro",!,ing her plants, the house will 
collapse, leaving the faeries unscathed but p<lS5ibly 
harming or even killing the mortals inside. 
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Two Drunks 
1bc5e two drunks seem to have attracted a lot of 

faerie attention, perhaps due to the fact that they are so 
drunk thatlhey don't believe anything that they see. 
Since their "'hallucinations'" haven't gone away, they've 
decided to make the most of them and have some fun. 
They're dancing and singing songs with about twenty 
faeries as they travel from the tavern to their homes, 
wherevCT those are. Of courge, they won't believe that 
the magi are real either and will laugh at, make jokes 
about, push around, and otherwise abuse the different 
characters in the party, not for an instant believing thai 
they are in any danger. Doe of the drunk! has a gripe to 
pick with the magi and will take this opportunity to 
relieve some of that built up tension. The magi may 
even learn something of interest on how the villagers 
feci about them and what things they are concerned 
about that might affect the covenant. 

The CoronatIon Procession 
The sound of chanting assaults the character's 

ean. Coming into town from the north is a large proces­
sion. TIlC faeries are wearing bizam and outrageous 
costumes, with hats on backwards and. colors clashing 
horribly. They have attached the Village Tavern's sign 
to a staff and. are using it as a standard. 1'hc chanting 
comes from some dwarfish monks. If someone listens 
closely to the words, they will realize that the monks arc 
really singing a drinking ditty, in Latin, Gregorian chant 
style. 1lIc words go as follows: 

Off we go to drink 5Oll'IC rum 
And sit in gutters like a bum 
Some get drunk to sit and think 
But we get drunk to puke and stink. 

(it would be great if you could Sing it for your 
players, using a Gregorian chant of your choice as tnc 
tune) 

The cause of the proces.sion is the coronation of 
the new king and queen of the Revelry. Incredibly 
enough, the future king and quren are none other than 
the village mud larks, Marius and Marti, fraternal twin 
orphans. 

Having no place to hide, they attempted to run 
.. way, but were quickly rounded up by the faeries. To 
their surprise, they have found the faeries more accept­
ing folk than their own people. To be treated like 
royalty is such a treat for th(om that they are foolishly 
gorging themselves on faerie food, and acting rather 
pompously towards any who speak with them. If the 
characters shoutd attempt to have a word with Marius 
and Marti, they will have to first gel permission to 
approach them from one of their Satyri bodyguards (and 

that will take a reasonable - or not SO reasonable­
excuse). 'The twins will not realize who is speaking 10 

them, and will treat the character with a profound Jack 
of lespt-ct. 1ney may refuse to even speak unless the 
characters gel something for them,like another navored 
ire. 

JOe procession will wind through the village to 
the open air tavern. 1nere, the coronation will take 
place, with crowns of ivy being placed on the new 
nobility's heads. 1lIcreaftcr, court will be held in the 
tavern, with any grievances being brought before King 
Marius. If the characten do serious hann to the faeries, 
they may be brought before the child "king" to be 
judged. This royalty status will only last until daylight, 
but until then. the two mudlarks are on top of the world. 
1bcy are not likely to ever forget this night, though they 
may eventually come to regard it a5 o nly a dream. 

Dual Trouble 
TIll' party encounters a small group of iriltc 

men-at-anns, who arc covered from head to IUot with 
rotten vegetables. When they see the party, they look 
angry and move to surround them. If they can actually 
complete this maneuvCT, they will tcllthe group that 
they are under arrest for the humiliation of the Baron', 
troops. JOe soldiers were assaulted a short time ago by 
a group of faeries who have decided to imitate the 
players' party and see how much trouble they can cause. 
It will be difficult to persuade the guards that the group 
didn't pelpetrate the crime that they are accused of 
doing. Just before a real confrontation results, the group 
of faeries, looking exactly like the characters, will arrive 
on the scene, act extremely arrogant, and accuse the 
characters of being imposters. The faeries duplicate the 
group exactly, except for the ract that Martin has not 
been duplicated (a possible clue to Martin', id('Tltity as 
Bo~mccr). 

TIll' guards, at this point, will be so confused 
and befuddled as to practically be out of the picture. 
1lIc faeries will move to attack the characters, each faerie 
engaging the character that they are imitating. The 
guards will attack if they are attacked, but will otherwise 
move into a defensive line well away from the feud ing 
partics. If a character is killed, the imposter faerie will 
try to stay with the party as if they were the original 
character. 1bc faeries will not hesitate to use their 
magical powers during the melee and this might allow 
an obsci vet to tell the difference between two otherwise 
identical combatants. The faeries who resemble the 
wizard{s) cannot cast the wizard's spells, but can only 
uS(> their own miscellaneous powen. If the party has not 
added Bogemcer at the beginning. this might be a good 
time to insert him. When the combat is over, the guards 
will apologize to thecharacter5, state that justice was 
doroe to the perpetrators of the crime, and then beat a 
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hasty reheat back to the Baron's castle. As they disap­
pNr, rotten vegetablcs will pelt them all the way out of 
town from faeries drinking on top of the village's roofs. 

Who's Lal1l!hln~ At Whom? 
A high, contagious laughter seems to come from 

nowhere and everywhere at once. The characters need 
to make Serious rolls of 6+ to avoid brealdng out in 
uncontrollable laughter too. Other personality trails 
could be mad£' instead if you deem them appropriate. 
The pel petra lor of all this nonsense is a wayward 
leprechaun, far from his home on the Emerald Isle. He 
was captured and brought here by a fTlilgus who moved 
10 th£' covenant of Val- Negra, 10 lhe south of Mistridge. 
When the magus tried to U9C him in an experiment, the 
leprechaun used his ability to cau9C laughter to escape. 
He has been living at the Moaning Oaks for the past few 
decades. He will continue to pester the magi out of spite 
for their Idnd. When imitating the leprechaun's laugh, 
usc a nauseatingly high pitched, mocking laugh. 

The VlIIll\Ie Idiot 
The troupe COl1'lC$ across Pcp, the village idiot, 

holding an animated discussion with a number of old£'t 
Daoine Sidhe, und£'t the graceful boughs of the willow 
hl1?S by lhe riv£'t. This is surprising because Pcp is a 
dumb mute, having been unable to hold an intelligent 
conversation since his visit to the Moaning Oaks, ten 
yea'" ago. Now it sccms, with the rise of the Faeri(' 
Powers for an ('vening. that his senses have returned to 
him. He can be a soure(' of unlimited gossip fOf the 
magi, since most people talk around him without fear, 
feeling that he is unable 10 pass along any infonnation 
h(' may overhear. He also knows a lot about the Fa('ri(>5, 
having a Faerie LDre of 4. How much he imparts to the 
magi depends on how they have treatoo him during past 
adventures. If qU(>5tioncd about the faerie Lord Boge­
rroCCl, he will looked surpri!ll'd, point back the way the 
group had just come and say, "Why he's right ..... , at 
which time his tongu£' will go dumb again (BogeTTlf.'('r 
had to keep him from blowing his cover). Staring al the 
group, his eyes will go wide with fear and he will bolt 
away as if all the demons of Hell wer£' on his tail. For 
the rest of the evening, the group will see Pcp avoiding 
them as if they had the plague. Future encounters with 
him after this night will find him just as mute and dumb 
as ever, as well as sad. Any questioning aboul this 
evening will bring tears to his eyes and he will blurt out 
his favorite phrase, H AgI- agi- agiflum. ~ 

Sir Gulfre's Manor 
If the troupe seeks help from Sir Guifre, the 

magi encounter a horde of faeries making mock attacks 

on his castle. (This could be a mixture of whimsy and 
horror at the same time, to play up the faeries' differ­
ences.) Spritcs drop flowers on the warriors manning 
the walls, and satyrs throw a javelin or two and then trot 
off to drink some more wine. The faeries are recreating 
the epiC battle in which the 13 tribes of Celts defeated 
them and drove them to their forests and mounds 
centuries ago. ll1C pain of that defeat is strong. and this 
group of faeri(>5tak(>5 out their anger in this mock attack 
on Guifre's manor. If magically attackoo, the faeries flee 
into thE' woods until the magi have \eft, whereupon they 
return to resume the si£>gC. If any faerie is caught and 
askoo where Bogemcef is, they will respond that he is in 
the village down the road from here (Javlelle). If asked 
why they aren't there too, they will respond lhat they 
arc waiting for him to call them to celebration ridge. 
They can't be any more specific about the details, but 
they are looking forward to il. If physically attacked, the 
faeries will dramatically play out the scene, attacking 
grogs, companions and magi with more intent to humili­
ate than kill (though we all know what Mom saY' about 
playing like this, " If you' re not careful, someone will get 
an eye poked out, or worse!!!"). Sir Guif~ and his men 
have locked up lhe castle and are manning tlK> walls.. 
The servants and wo..-nenfolk are in the Chapel praying 
and singing litanics. No amount of noise can get them to 
open up the gatE'S until daylight. Some drastic means, 
which won't put the covenant in good standing with Sir 
Guifre, will have to be used to get an audience with him 
and little information, except that It\£' siege startoo at 
twilight, can be obtained. 

Returnlnl! Home 
When the moon almost tums blue (that is, when 

you decide it is almost completely blue, and teU the 
players that), the characters will no doubt wish to 
hightail it back to Mistridge to help defend against the 
onslaught of faeries that is expectoo, since thE-if own 
mission was a failure. ll1C faeries will hail th£' charac­
ters, saying such things as HSCC you in a bit," "'Hide your 
jewels, it'll be more fun that way,"or even, "Hey, make 
sure no one else gets to that magic your enchanting 
before I do." Many of the faeries wi11 be seen making 
their way towards Mistridge and huge numbers will be 
seen encamped all around thE- ridge. OiherwiSl', there 
will be no opposition to the characters making it back to 
the covenant. Let them make whatever preparations 
they wish to protect their labs, etc. Let them catch their 
breath and worry about the onslaught they are probably 
expecling. 

The Party 
Once at MislTidgc, BogCI'fICo£'T will lake !he 

opportunity to sneak off and ascend to the top of the 
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tower. There, oncc the moon has turned completely 
blue, he will blow his silver hom. Only if he blows the 
hom from the top of the tower can the party begin, and 
the faeries can pass through the Aegis of the Hearth. 
However, Bogemeer is magically powerful enough thai 
preventing him from doing so would be very difficult. 
There will be a rumbling in the sky, bright colors will 
flash, and then, flying through the air and galloping on 
the ground, in a rush of color and sound, will come the 
f"elks from all directions. Magic will have no effect on 
the faeries until the revelry is over (the power of 
Bogemcer's spell prevents this). Once in the covenant, 
all the fae: ies will con8't-gate in the coundl chambers of 
the magi, which are buill upon the fOiIhEf site 01 
Bogcmccr's throne and feast room. His ~Iver hom will 
grow larger and larger when he sets it on the floor, and 
all kinds of exotic food and wine will spill forth (this is 
the original hom 01 plenty). The party then ensues in 
full force, occupying the entire covenant. The council 
chamber will have been magically changed for the 
duration of the night, seeming many times larger than it 
normally is and being decorated appropriately for a 
royal party. Bogemeer will hold court in a place of 
honor, while the King and Queen of the Revelry have 
secondary places of honor. 

If the magi imprcsscd BogetnC'('r, he will wel­
come them to the revelry and invite them to participate 
fully. He will also warn the faeries not to harm the 
covenant, but genially tells the wiurds that ~accidents 
can happen.~ 

On the other hand, if the magi were rude boors, 
they will be refused admittance to the initial revelry in 
the feasting hall (counci l chamber) and anything is fair 
game. 1lIcre arc hundreds of faeries who are especially 
strong on this night, SO the magi will be hopelessly 
outnumbered and any ideas they have on retaliating 
against the faeries should be discouraged and stopped 
summarily if they arc initiated. If tnc \Toupe has been 
exceptionally good, Bogcmccr wit! give them a token of 
his friendship, thus making him a strong ally of tnc 
covenant. This could be a bell which could call any 
faerie within 1 mile to the magi's aid for as long as the 
sounds of the bell last (about half an hour). The revelry 
will be raucous and can be roleplayed out if you wish. 
TIle party involves faeries of both the Scelie and Un­
scclie courts, and for the duration of the feast, there is a 
truce. They are joined together in a cacophony of 
celebration. 

The Morning: After 
In the morning. all the faeries will be gone and 

the covcnfolk will have the task of cleaning up after­
wards. Some things might be missing and strange 
events can happen from time to time in the years to 
come. A few faeries remain hidden in the cracks and 

crevices of the covenant, to rome out on occasion for 
mischievous purposes. The amount oJ strange events, 
and missing or broken items, is totally depcrdent on 
how friendly the faeries were with the covenant. Use 
your imagination; many future stories can arise from 
this night's events. 

Too bad it only comes once in a blue moon .... 

The Creatures Encountered 
Lord Boqemeer the Outr~eous 

Appearance: Bogemccr's eyes are pmctrating. and 
their steel-grcy color sparkles. When this immense 
fellow laughs, his enormous belly jiggles and his eyes 
gleam with uncontrolled glee. Around people, he is 
very easy going.: his demeanor is non.threatening. 

Even Lord BogCillt'Cr has forgotten how many 
years he has hosted the faeries in Val du Bosque - since 
faeri es do not measure life in years as humans do, time 
loses all meaning to immortals. Hosting this party is the 
greatest power and the most bastc responsibility of thiS 
famed and mighty faerie. Feasting is all he does, it is all 
he is, and he is very good at it. 

Bogemccr is the fcast king. the host of good 
occasions, the prince of pleasure. His immense status 
among the faeries is granted only OOaUS(' he is so fun. 
He amuses them, so they (no matter what court they 
come from, Seclie or Unscclie) accord him respect and 
will obey his wishes if they think it has to do with 
having a fun party. 

People like him, he is fun and friendly, .. nd isn't 
very threatening. It is easy to laugh around him. it is 
easy to have a good time. He innuences the emotions of 
those around him to such a dc-g.ce that it is impossible 
not to have a good lime (even if your labora tory is being 
tom apart). Play out his genial, likeable nature (think of 
him as the ghost 01 Christmas prescnt- fat, jolly, and 
very mtiiY, yet with a deeper and more serious s ide to 
him as well which only exists within his own mind). 

Bogemcer is an extremely knowledgeable 
fellow. He likes to spend time living among the mortals, 
learning about them. In this story, his goal is to see if the 
magi have matured enough to be S('(!n as allies and 
friends rather than as nuisances and enemies. The 
wiurds amuse him with all tMir seriousness and their 
interest in arcane matters. He would like to lighten 
them up a little, liven up their existence and have them 
as friends of a sort who would attend his parties (to give 
them a little more flavor). So far however, they have 
been such dreadful bores, and worse. 

As Martin, Bogcmrer should remain in the 
background, being mostly forgotten until the characters 
remember him and ask him something or confront him. 
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Though he looks and acts much the way he usually 
docs, he is not as imposing or charismatic as Martin. 
With the characters, he will be a )oIly fellow, who seems 
preoccupied in observing the faeries (though actually he 
is watching the characters). If the players ask him 
questions about the faeries, he will gladly give them 
whatever iruonnation he can - much more than a 
nonnal "'scholar'" should rightfully know. 

This is not the only party that Bogemeer hosts, 
though it is certainly the largest. Periodically he hosts a 
party at his mystical pine grove in a hidden vale in the 
mountains ncar Val du Bosque. It is quite an affair and 
it attracts guests from Facrieland itself. Perhaps the 
wizards might be invited if they are able to make friends 
with this strange, inexplicable and powerful faerie lord. 

Faerie Might 40, Size 0 

Powers - Hom, calls the faeries to parties, and 
provides the immense and delicious feast at the party. 

Bogcllw:er is probably the most powerful 
individual conTll'Cted with Val du Bosque - though his 
only interest is in hosting parties and having fun. 

Roleplaying Tips: Always have a sly smile on your 
face, and a twinkle in your eye (even as Martin, so the 
players have an extra clue). Speak with a decp, round 
voice. Think of the ghost of Christmas prescnt, only 
even mort' boisterous and rotund. 

Faerie Ruffians 
These gnarled brownies have been told that tkey 

are part of a ruse to be played upon some humans. 
Being particularly fond of tricks and jokes, these Un­
scclie brownies do their part of this con job with vigor 
and unconcealed glee. 1lw:y have been lold to nee at any 
greal resistance, but to make it look good. Humans are 
not to die, but accidents can happen. 

Faerie Might 10, Size-l 

Sook ... 

Can cast any combination of Rcgoand Muto with 
Anirn&!, Herbam, and C6rporcm of up to Icvel20. It 
COSIS 1 Faerie Might point per 5 levels of the spell cast. 

Boars 
lbe brownies command 2 magical boars, and 3 

more are waiting in the bushes in case the brownie's 
lives arc in danger. 

Size 0, Cun +2 

Pcr-1, Stm+5 

Fat +2, Dcf +1, Soak +10 

lst +4, Atk +6, Dam +12 

Body levels: OK, 0/0/ 0/-3, Incapadtated 

Each boar has 3 points of AnimAl vis in its tusk. 
These are fierce and bad tempered beasts 

Men-at-arms 
These six warriors from Sir Guifre's manor were 

caught outside during this faerie night. They are 
confused and angry, having been humiliated frequently. 
1nc characters are the first ncar human folk they have 
met and they are determined to sec justice done to 
~~. 

Leather Hauberk: Soak +5 

Body Levels: OK/0/-1 / -3/-S/Incapacitated 

Two-handed Spear: 1st: +12, Atk: +6, Dam: +9, 

Pany: +4 

The Faerie DoppIeqanqers 
These powerful faeries have decided to imitate 

the wizard's party to cause mischief. Bclorc they 
changed form, they wert' Silvestria Numina. No matter 
who they imitate, they have the following statistics: 

Faerie Might: 8 
Soak: +7, 1st: +5, Atk: +6, Dam: +9, Dcf: +4 

Body Levels: OK/O/O/.l/-1/lncapacitatcd 

1l\ey are also able to cast miscdlancous spell-like 

powers up to level 15. These cost 1 Faerie Poinl/5 
levels of the spell. 

HID Goblins 

lbcse stench ridden, dusty, filth covered mon­
grel faeries are often the least favorite faeries of most 
mortals, though they are not ncttssarily of the Unseelie 
court. With their tight brown skin, scrawny litt1e anns 
and bald bumpy heads, they do not appear to be very 
fonnidable warriors, and indcccl they are not, but in the 
game of stealth and ambush they arc supreme. 1l\eir 
strangest feature is their long eye lashes. 

Faerie might: 7 

Daolne Sidhe 
These spry and thin little men with steel grey 

haIr, cold grey eyes, and solemn faces are the most noble 
of all faeries. Though they never smile, they CIlgage in 
the revelry as much as the other fames, though in their 
own way. "They like 10 discuss things, and talk about 
inteUcctual matters. They arc typically both knowl-
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edgeable and wise, and make for excellent conversation 
partners. Their wit and verbal adroitness make them 
highly difficult to debate however, and they are known 
for their evasions when it comes to questions about their 
own lives. 1bey are much too powerful to be trifled 
with, and they are invariably surrounded by dozens of 
animalUke servants, guards and rourti('IS. 

Faerie might: 45 

Water Sprites 
With their translucent blue skin and spry little 

bodies, these sprites are at home in the water and spend 
all of their time frolicking in it. They cannot leave it for 
long. for they will dry out. Water seems to always drip 
from them and they from it. Whether they arc of the 
water, the water itself, or something else entirely is not 
rea1ly known. 

Faerie might: 10 

Qulcl>liD\!s 

lnese diminutive faeries (under 2 fect high) are 
of an alabaster complexion and sport tiny wings on their 
backs. They have ovcl"5izOO heads, short alabaster fur, 
and pcnnanent grins. They can fly through most solid 
ot>;ccts at the cost of I Faerie might point. They are of 
extremcly curious and inquisitive natures. 

Faerie might: 15 

Sprites 
These beautiful, sylvan creatures are never more 

than a foot high and have gossamer wings and chime­
like laughs. They are the most gtccful and playful of all 
the faeries, though they om be as mischievous as 
brownies. 

Faerie might: 5 

Roell Trolls 
1besc obese and wart-covercd creatures are the 

smaller cousins of the enormous Mountain Trolls. 
These more diminutive kin are only three feel high or so, 
and are much rNlre playful. 

Faerie might: IS 
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II. 

Chapter Ten: A faerie 
Nightmare 

THE SHORTEST DAY 

The haze drifted over Ihe forest gloom in If pondCTOU5 effort to 
bring romp/de darkMSS 10 Ihe gathering dusk. The gray />esIrJ of lilt 
wiZArd GrimgTOlh hung wilh ice and his purple clOAk Nul mcslly disap­
ptlIIrttJ under.<l heavy burrJrn of slwdOUJOtd snow. His !ired figure tnulgtd 
onward, sttp by step through tht ice Ilnd snow, hlroriously pulling himself 
{orword with his omaltly-am:ted slilff. His romprmion$, trpuIlly mrbur­
deMI wilh tht snow, loyally tailed behind him, with 1IIlry II word of 
frustration or comp/Ilil'll. 

Grimgrolh rubbtd his bt!tlrded chin as he watched the sprite's 
/Ast magic $pC1I fade to dust. How was M sUpPOSed to beat If faerie 011 ils home ground in 0 ron/est 
of magic? In front of him, II hosl of bi1Jlrn fAeries {orrnti1 II semj-cj,clttuw watched him in/tnt/y, 
and Wy lkllDntia, their host at this festival. gazed al him sltlldily. He glanced to his sidt to s« 
how his comptmiam wert doing. They surntd IlrIIwstD, lind Torkn uw giggliJ'lg. Too drunk on 
fanU wine, dangrnJusly drunk. But drunk enough 10 appr«illtll JilllegDme. 

Wilh II f~ words 11M II flourish ofll Nl1Id gesfure, Grimgroth CIIlltd up II grMt wind to pull 
Torlm i1110 Iht lIir, Spill him, 11M I.l1Id him Ilgail1 in the center of thedMring. Torlen's SC1"eIlming 
/Jddell immensely to the effect. Thm WIli /J pause, and then an olltburst of laughter from aI/those 
arownd, Tur/en's giggles rising aOOvt- the rest. 

"Noll¥ld, ~ thought GrimgroOr, smiling to himself. 

This story involves an enrounlCr with a group of enigmatic faeries. It is largely 
a roleplaying story, but some trying combat will occur, during which the characters 
might not have the benefit of their armor and weapons. The faerie forest will be a 
strange and mysterious place where wild and whimsical things happen. This is a story 
to have fun with, we hope you enjoy it. 
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Summary 
Tn this story, the characters attend a grand festival 

celebrating the winter solstice. It Is hosted by Lady 
Bellantia, a beautiful faerie of the Scelic courl who reigns 
over a portion of a faerie forest. Their object is to learn 
about faerics and to gain gifts from them. Ouring the 
day, they delight in beT company, but at night. the 
faeries of light depart to their places of sanctuary and 
the dark faeries emerge (members of the Unseelie court). 
Properly played, this sinister dichotomy can bounce the 
characters back and forth between comfort and fear, 
relaxation and anxiety, cclooration and combal The 
characters uncover and (hopefully) foil a plot by the 
dark faeries to make the day shorter and short~, and for 
the night to last eternal. 

The story can take place in any faerie forest in your 
Saga, preferably one that has not already been thor­
oughlyexplored. (But then what faerie forest is ever 
fully explored?) The Lady might rule over the entire 
forest if it is small or over one section if It Is especially 
large. Mundane woods surround the faerie woods and 
serve as a buffer between humanity and the "gentle 
folk." The story takes place in winter, SO be sure you 
describe the cold and perhaps the snow, as they are 
appropriate to the local climate. 

Plot Outline 

First Day 
First Night 
Second Day 
Second Night 

ThIrd Day 

Theme 

Introductions and Storytelling 
Seeing the Ritual 
Festival continues 
Finding the Spy, 
Climactic Battle 
The Lady's GUts 

lhis story is about dichotomies, dual ity, and 
how one per50n can actually be two dirrerent people. 
Acrording to most of the world's great religions, all of us 
contain both good and evil. Though we labor to do 
good (at leasts most of us), we still have evil within us, 
and we still do evil things. Who hasn't succumbed to 
temptation, who hasn't taken something that wasn't 
ours, who hasn't had thoughts so evil and disgusting 
that we wondered what kind o( person we really were. 

In "lhc Shortest Day," we tackle this issue 
straight forwardly. lhis theme weaves around the plot 
as a whole, as many of the details also involve it. 

To better portray the [aeries, the Storyguidc 
should indulge in whimsy and imagination whi le 
running the daytime 9l:e.k!S, and emphasi:re the dark 
and mysterious while running the nighttime encounters. 
On«- the characters enter the foresl, nothing should be 

taken [or granted, [or it is a strange, magical place where 
all the capridousncss and whimsy of the faeries becomes 
evident. 

During the day, don't try to fiJI every moment 
will action or description, occasionally let silence speak 
for you and let your pau5CS add weight to what you say. 
Use a Storyguiding style lhat is more somber than 
hyperactive, less broad than it is deep. 

During the night, try to make things seem 
sinister and dangerous, and give the players a (eeling of 
eeriness, a feeling that things are not quite right. 
Throughout lhe story, try to build a feeling of wonder 
and awe. This is not meant to be an action pacbld, wild 
and wacky faerie adventure. In this story, we are trying 
to get at another aspect of the faeries, to get a feeling for 
their oihcrworldlincss, for their strangeness. The faeries 
are like humans, they copy us, yet they are fundamen­
tally different; and in those differences the characters 
can discover themselves. 

P reparations 
TIlcre arc three leads to this SIOry, thai should both 

be introduced in prcvious adventures: 

1) TIle Talc of the Faeries' Midwife 

2) The rOM! of Lady Bellantia 

3) 1be characters are told about faeries attacking 

f'"""" 
At some point in their adventuring career, the 

characters should hear the Tale of the Faeries' Midwife. 
It Is a perfect talc for them to overhear In some tavern, or 
to have told to them by some old hennit. It is a local 
legend telling the story of an actual woman said to have 
lived eighty or so years ago. She was an excellent 
midwife, and one night a group of v('ry ugly fames 
came to call, asking her to help birth one of their own, in 
exchange for some gifts. Wisely, she consented, and was 
led into the woods. The labor was long and strenuous, 
and when sunrise came, the mother faerie had not yet 
given birth. All the other faeries went underground, 
leaving the mother-to-be alone with the midwife, who 
now realized that she had beUi dealing with the dark 
faeries of the night. When the babe was bom. she 
grabbed him and ran away, leaving the mother behind. 
She laid thc child by a pool where she hoped a good 
faerie of the day would come and find it, to take It as her 
own; and then she fled the fon:-st altogether, (('arful of 
being trapped there for eternity. 

(Thi, story describes thl.' birth of HenT\Onc, on<' 
of the faeries that the characters will meet in the adven­
ture. The players should not reali:re this until some 
point late in the adventure.) 

At some point in their travels, probably in a 
respectable city lavern somewh('T(', the characters will 
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encounter an cnIeebled old man, who speaks at length 10 
other patrons of his younger years, his years of glory. 
His name is Sir Velgarde, a bachelor knight who once 
served in the household of a local baron. A patient 
character will hear many well told ballads of honor and 
warfare. In each slory, the knight tells how the memory 
of a beautiful woman named Lady Bellantia gave him 
the strength and courage 10 persevere. An Int + Folk 
lore roll of 8+ will tell the characters that at one time, he 
was a troubadour of no small repute among the local 
nobility. 

If he is asked about it, Sir Velgarde wHi tell the 
characters about the one Immortal day when he was a 
guest at the Court of lady Scl1antia, the most beautiful 
woman he ever met, a magical faerie living in the nearby 
forest who gave him gifts and a memory of loveliness 
that has lasted unsullied for nearly fifty years. He 
composed a love ballad for her just before he left , and 
she was $(I Iouched that she promised that anyone who 
ever read it near her woods on the day of the winter 
solstice would be invited to the grand festival just as he 
had been. Sir Velgarde will readily recite it for the 
characters. 

When Sir Velgarde came back from the forest, his 
priC51-confessor strongly warned him againsl <,vcr 
retuming 10 the evil haunts of the faeries, where his soul 
wu al risk. However, since tnat day, he has carried a 
passionate longing for Lady Bellanlia's company. 

If the characters show an interest in the poem, Sir 
Velgarde will encourage them to go the festival, going 
on al some length as to what a marvelous and magical 

thing it is to behold. If they seem like they might be 
inclined to attend, he will, in private, beg them 10 bring 
him along. He would like a sccond chance to stay with 
Lady Bellantia. 

Sir Velgarde also will mention lady Bellantia's 
generosity toward her guests. The promise of free gifts 
might interest the characters if the idea of partying with 
faeries doesn't already. He will readily show them the 
bronze ring Lady Bellantia gave him (which increases 
his longing for her), but under no circumstances will he 
sell it or even take it off. 

The Poem: The Shortest 
Day 

A Lady sweet, queen of pure light, 
Invited me to Arcadia one nighl, 
To ease the pain of my mortal plight, 
And she welromcd upon the Shortest Day. 

She gave me h<!r hand, and offered a meal 
A feast 50 bountiful, it rould not be real 
Oh, such great joy my heart did feci. 
As we laughl'd upon theShoncst Day. 

A gift I brought, a blue spruce bough, 
It drank from her cup. I know not how 
But the branch did grow. It towers now, 
And we sang upon the Shortest Day. 

TalC5 we told as the sun dipped ].ow 

An evening of beauty, I could not go 
My joy at this lady I attempted to show 
We spoke of love on the Shortest Day. 

1be Shadows grew, she pulled away. 
The table were cleared. She would nOlstay. 
Her gift. a bronze ring.. I have ti l this day. 
And we wept upon theShortcst Day. 

As darkness began 10 gather might. 
The Lady's IC!ars did blur my sight. 
She turned on heel and made hcr flight. 
Alone Qt last, upon the Longest Night. 

The Poem of L~y Bellantla was written in honor of 
this beautiful faerie queen in the style of the French 
troubadours (who invented the concept of romantic love 
as we know it today) and speaks of the author's love for 
her. The poet, then a lusty young knight, composed the 
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poem while celebrating the first days after the winter 
solstice with her, the first days of the year that are longer 
than the ones before them. (It is this event that the 
characters will be celebrating as well.) When he left after 
the festival, Lady Bellantia told him that anyone who 
comes to the forest and recites that beautiful poem will 
be welcome at her court. Over the years, a number of 
curious people have traveled through Lady Bcllantia's 
faerie forest; perhaps the characters themselves have 
passed through it. But a scant few have ever been 
welcomed to the Lady' s Court as the characters will be. 

TIle characlcl's arc also told o f how fae-rin are 
attacking fumen at nlshl In recent years, the serfs 
have been expanding their holdings into the forest, 
cutting down trees one by one. The faeries of the night 
have struck. back and are killing farmers, and dark 
wolves have been stalking all those foolish enough 10 go 
out at night. Yet lheday faeries are very friendly and 
kind, and have given gifts 10 those hardest hit by the 
excursions of the night faeries. 

Setting off 
TItc decision to travel to visit Lady Bellantia 

must be made by the players themselves; try not to use 
any fann of rocrcion. lhe curiosity of the characters 
should be aroused by the tales they hear, and lhe enUre 
adventure precipitated by their decision to venture to 
the forest. The characters should expect a festival of 
50rne sort and perhaps some unpredictable faerie antics, 
but there is no reason for them to expect a lot of combat. 
Make it dear to the players that this will be a roleplay­
Ing adventure. 

If some other way of getting the characters to the 
forest is more suitable 10 YOUT Saga, usc it. You could 
have a friend request thai they retrieve a handful of 
herbs thai grow only in the depths of the faerie forest. 
Or perhaps these characters may have done a favor for 
one the faeries from Lady Bellantia's Court, and in 
return they are rewarded with an invitation. 

The journey 10 the foresl will be greatly slowed 
by Sir Velgarde. if he is brought along. He is an old 
man, suffering from old war wounds, and ovcrly used to 
spending his days siting on a tavern bench drinking ale. 
He can be crotchety and requires help with almost 
evcrything. He would like to ride his horse, but it 
would react badly to the wizards, so some other ar­
rangements will havc to be made. Perhaps the grogs 
can cany him. as he is unable to walk to the forest on his 
own; he is simply too weak. 

The First Day 
Following Sir Velgarde's advice or personal 

guidance, the characters hike into the woods and reach 

the point where it begins to bcwme magical. Have each 
of the players desoibe one thing their characters see 
which makes it magical and. mysterious, which g ives it 
the glamour of the faerie. Branches move without a 
wind, nowel'S arc found in a SflOW drift, trees take on 
strange shapes and may look like something from the 
characters' past. If the characters continue 10 walk 
about. they eventually find. themselves back where they 
started, even if they have lhe assistance of an astute 
forester; they cannot enter the faerie area of the forest 
simply by walking in (these effects arc similar to the 
spetl The Shrouded Glen). Only when one of the 
characters recites the poem aloud can they gain entrance. 
(Have a player actually read the poem. They had beller 
become accustomed to hamming it up if they arc going 
to get along with the faeries.) 

Within a few minutes of the poem being read, the 
faerie Zacarus peers oul from behind an o.ak tree and 
calls out to them: 

.N Wdcoml!', morlll/s, 10 the Illnds of Wy &lIllntiR. 
Follow me now, or you'll be Iollt for tht /tstivlll, Illle for tht 
festival. N. 

He is excited to sec mortals, especially those who are 
going to be at the party with him. 

. wRight this way, oJr do follow ml!', irs nol much Jilr/Iln 
now, don' lgti impatil!'nt, I'm not lUI/king too fost for ~u am 
I, here, this WQ1j, up this hill now, iI's nol faT,~, ytS, I'm 
Z«atuS, /Iy the lJJ(jy, do you comt from faT away? ... W -is! 
nauseam. 

It is hard for him to stop talking long ('I'ough to let 
the characters answer any of his qUC5iions. When the 
characters have gone a mile or so, Zacarus suddenly 
stops and gracefully spins on one toe to face the them. 
In tones of reverence he $IYs: 

. wWt art apprwdringlht Court of Iht Mostll/uminous 
LmJy Bd/anIM. I. Zuarus.lAdy Bellolntill's personal spoAzs­
mIln, will formally announct you 10 tire courl, but I will need 
to know your names - Ilnd your titles of courst. N -

He then tries to memorize the characters' names (as 
well as any litles they might provide). but wilhoul great 
success. He misprooouoces some names and mixes 
others up. Try to gel the players as frustrated with him 
as possible. 

Zacarus then leads them further inlo the forest until 
again he stops and whiris about and, looking a bit 
di5gustcd and a little embarrassed, says: 

.N And you'lIlurot to do something Ilboul. .. well about 
that horriblt bark you arl!' wMring.w . 

He is looking at one o( the characters wearing lots of 
iron armor or carrying a large iron weapon. Faeries find 
iron (and steel) o(fensivc as well as harmful, and 
Zacarus will nol take them 10 the Lady's Court if they 
wear or carry iron with them. They will have to think of 
something 10 do with their annor and weapons, such as 
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putting them all in a bundle and leaving the bundle to 
the side when they get to the Court. If they arc very 
clever, they may think of a way to sneak it with them, 
but faeries arc very sensitive to it, and they are likely to 
be discovered. Warrion might feci exposed and vulner­
able without the weapons and armor they are accus­
tomed to - hint to the characters that this would be a 
good thing to roleplay out. 

The Lady's Court 
Soon the charactel s rome to a clearing about forty 

paces across where winter's touch is felt in a very 
magical way (describe it like something out of a Christ­
mas card). The surrounding trees, though bare of 
leaves, are covered with a layer of glistening frost and 
the air is wann and moist with only a gentle breeze. 
Throughout the whole glade, soft fluffy snow is falling. 
Uchcnous rocks of aU sizes fill the area, and these serve 
as seats for the Lady's Court. At the far end of the 
clearing is a large, broad, flat rock with a mound of moss 
piled on top; it is the throne of the Lady. However, the 
falling snow obscures it, so the characters cannot sec 
who is scated on ii, Ihey can only tell that someone is 
there. 

PTopc!' staging and description can greatly 
develop the mood 01 this sa!nc; you must introduce 
lady Bellantia in the right way, so that the players truly 
feel a sense of wonder and expectation. Therefore, don't 
introduce her right away, have them first meet mE'ITlbeI-s 
of her Court, Ol'lc after another, building up to the point 
where they finally get to Sl"(! her. 

Seated out on the rodcs about the clearing are 
eight other faeries, and six more can be seen s tanding 
around hCT. 1bcrc arc shy fauns and gayly dressed 
elves, tiny pixies and gossamer wing«:! spri tes, but don't 
try to desciibc them all at once. 1be faeries all face the 
newcome.s and in surprise slare at them. As long as the 
characters do not act rudely or threateningly, the faeries 
simply stare at them for a minute o r so. For thosc 
moments of silence, the beauty of the glade, even in 
winter, becomes deeply apparent. It is a deeply magical 
place. (The aura is Faerie +8.) Those wearing par7lUl(: 
magiau do not sense or experience the beauty as 
strongly. 

Duo ibe the scene with as much loving detail as 
you can muster: 

-&frJrt: yau is tltt MlUlifulLAdy Btl/anlill sitting regally 
lIIop her throne, her skin is SO smooth and milky, and Ittr ~ 
art: so blut tlult you /ldieve you hat>t nn.>er tJ4or~ me/someone 
so beautiful. Crouchtd beside her is an ugly dwtlrf, holding 
~ harut aruJ clipping ~ fingmwiis with a pai, of silver 
scissors.. (later he will scc.elly pockelthe clippings.) 

ZacaT\.l5 takes several steps forward, bows to the 
queen, and says: 

·~Our /Ielovtd Luiy Be/Ian/ill, she who causes the wtlmr 
winds to blow and the fI~ 10 bloom, who pro/ecls Iheg/ow 
of dayand who soon sJuUl drive /lack Ihe dark night, mistrf5S 
of tltt sun and lady of Ihe /Iounliful frvit, may t p,tstnt you, 
esteemed guests, who hold you in almost as much tstmn as do 
L .. " · 

At which point he attCTl'lpts to introduce the charac­
ters. If he gets any of the names wrong. 01" switches the 
names of two characters. the faeries will call them by the 
names Zacarus gave them, forever, even if the characie.s 
come back here years later. After all, the Lady's offidal 
spokesman has spoken. 

In any casc, Zacarus docs not introduce the charac­
ters in any particular order, as one would expect a 
human to do. Crogs and magi are equally important 
from the faerie perspective. Warriors might even be 
seen as more exotic than magi because they usc so many 
tools of iron, while magi's spells are nothing special in 
the laild of the faeri<'S. 

Then bcarus says to the characten: 

• wAs surely you hat>t sumrised, yon bMwly (an be none 
olher than the splendid l.Ju!y Bellanlia, emd wt, Ittr humble 
(our/. w

• 

Then he turns towards the Lady, gives a deep, slow 
bow, and backs away till he is standing to the s ide of the 
throne. The characten may greet the faeries In what­
ever way they find appropriate. Encourage them to be 
ostentatious. 

Aftt'!' they have introduced themselves, Lady 
Bcllantia will thank them for coming to visit her, and 
will invite them to attend the festival of tt\(> shortest day. 

When the formalities begin to get tedious, the 
storytelling begins. 

If Sir Velqarde Has Come Alonq ... 
Lady Bcllantia rcrognizcs Sir Velgarde instantly and. 

ushers him to her side. With a touch. she restores him to 
the age of 24, his age when he visited hcT the first time. 
He will enpy himself immensely at the party and always 
sit at Bcllantia's right side. He retreats with her into her 
tree each night and ~artily eats and drinks the faerie 
food. Knowledgeable characters rcali:re that these 
actions will prevent him from ever leaving the forest. Sir 
Velgarde also knows this; he has abandoned the mun­
dane world and endangered his soul, all for the sake of 
his lady love. He mostly ignores the characters (unless 
they offend the Lady) and spends his time aSSOCiating 
with the faeries. 

StorytelJln~ 

Lady Bellantia stands and speaks 10 all who arc 
gathered: 
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"Ltf us rome to know our gut$ts, Qtulltt them come 
to know us, thTOIoIgh talt$ shared. Tell 1015, Zourus, Q tille 
wotulrous QII4 Mlutiful, that OUf visitors may learn ~ 
thi"g of us. ~. 

With this acarus, the portly spokesman, tells a talc 
of irnicre, a young faerie who was lost in the strange 
wilderness beyond the woods. 1bere he sawall manner 
of bizam! things: fat, ponderous creatures with homs on 
their heads that made the sound of a bell as they walked 
(cows with bells about their necks), a tree that had been 
bent into strange shapes whose leaves were all thin and 
yellow and dumped atop it (a hay wagon), a field that 
grew stones instead of bushes, where people without 
their bodies roamed at night (a graveyard, the faerie 
could see its ghosts). Finally, as the sun was returning to 
the sky, a horrible clanging sound coming from a huge 
flat bouldeT (church bells) filled his ears and sent him 
hurrying back to the safety of the gentle forest. 

When he is done, Lady Bellantia asks the characters 
to tell a story of their own. They might recount one of 
their previous adventures or tell a story they heard from 
others. If one tells the story of the mona] midwife 
taking a night faerie to the world of the day faeries, 
Hermone will recognize the ta1e and discount it. "Such 
p .. ~posterous things these monals say of us. No child of 
the night could live with those who relish daylight!" 

If the characters do not tell a story, they wilt seem 
rude. A very I»d fITS! impression (subtract 3 reward 
points). If they tell a good one, they well be very well . 
I«eivcd during the coming days and the storyteller Will 
gain a special gift from Bcllantia (sec Bellantia's Gifts). 
If one player tells a story, and it is boring you as well as 
the other players, then it is likely it is boring the faeries 
as well. Have Hermone interrupt the storytelling. and 
ask another player character to Utell us a good one." 

Alter the characters have told a story, the sprite 
Marnice teUs one. She is a young faerie. and does not 
yet reaUze that faeries must hide much of what they 
know from the mortab. She starts to IC!1l the story of the 
characters' visit to Lady BeI1antia as if it had alll'ady 
happened. She might say, for example, MOnee upon a 
time, six monals came to visit Lady Bellantia, thinking 
they were jUst coming for a pleasant visit with our kind 
lady. One was a wizard of fire magics, one a simple 
warrior who had never put his sword to the proper 
lest .... M Make up details to describe the characters. If 
one of the characters has a secret of some kind, she 
might mention something about that, such as NOne of 
the visitors became as a wolf when the moon was full .N 

She then recounts things that have not yet happened. 
"On the first day, when the sun sct, they were taken to a 
place o f safety to protect them from the dark lady's 
minions." If you feel panicuJarly nasty, you can say. 
"But that night the protection proved insufficient, and 
one of them was slain." II you predict anything like this, 
try your damndest to make it actually occur. 

How 10 Storyguide StOTyltiling 
lts not tIlSY to achange storits during 

Q rolepUrying session. You not only haw to maU up 
Ilnd tell Il stcny well, blll)Oll ~ to do il while 
roleplaying your cllal'Qder. Y tt p!lrlUloxiuUy, this 
malcts it tIlSier as well, part of the i"tert$t of the 
story u" be how you explore your character as your 
character tells the slory. For instana, if Q knight 
/lUb about a ptJSt /:>altle, that bailie un help explain 
who that~" is to the other players. What's 
more, haw that knight tdls the story am provide 
insight as well. 

Hert's II little IUlvict that am hdp you 
haw II good storytelling sessio": 

-Don't QSh plgytr to ttlill story lind 
then jusl sit bact Build up to it,ltt them know 
tMy're going 10 Iuroe to lell Q story, and lhen keep 
talking 10 giVt! them time to preptm, Qnd while 
you're tali:ing, give them Q few idtas for II story to 
tell. For illSlallCe, you could have Hennonl ask Bob 
to tell a story. then you could Iuwt Hermonl talk 
about how wonderful il is to haUl: gut$ts from the 
outside world, II world so filled with strange perils, 
QM weird wonders, dc. 

-You should lellthe first story. If you 
mAke your story good, tltt plIlym will try to do tmI 

belter. To mllke yo"r story good, prtlctitt it tlhtlld uf 
time. or Qlltast figure what e/emerrts ~u will 
illClude in it. You'll rretd a good opening liM, 
something either very dtseriptivt, sqmtthing action 
packed, or sqmething mysterioUS that makes people 
curious. You'll Wtlnt to build up the mood. 

-If somOOIlt' seems to be at a /OS$ at 
how to continue their story, and it Wl3S a worthwhile 
story, you can always NWe Onl of the fatrit$ inter· 
rupt and IIdd something to it - tIS if Ihey.blew 
what Ike story ialS about. Try not to Itt your 
plllym fail at storyttlling, bmluse ollCe tkty fail, 
it'll bea cold day in the Amazon before Ihey try 
tlgai". 

At this point. the other faeries prevent Marnice from 
continuing. She is revealing too much. Lady Bellantia 
apologizcs for the improper story and has the Faun tell 
one instead. 

This story conccms an adventure the characters had 
some time ago, though at first it will not be obvious to 
the players. slowly they will begin to realize that the 
story is about themselves. Try to tell the story from the 
faerie perspective, in the way that they would look at it. 
If the story concerns the abuse of faeries or of nature, 
then Lady Bcllantia will look unfavorably on them and 
they will have to work harder to impress her (take 3 
reward points away). 
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The characters can keep trading stories with the 
faeries as klng as the players are having fun. But stop as 
soon as the player.; begin to seem bored. 

If the Characters Cause Trouble 
You should make it clear to the players that it 

would not be a good idea to threaten the faeries, to fight 
with them, or to, in any way, insult Lady Bel1antia. The 
magical power of the faeries is thoroughly spoken of in 
legend and lore, as is their fondness for vengeance 
against those who an.' ungracious and disrespectful. If 
the characters do cause trouble, the lesser faeries all nee 
in panic, but Lady Bellantia will stand firm and tell them 
to leave her court forever. If they do not leave, she will 
retreat to her large oak tree which stands just behind her 
throne, and withdraw all her aid from them. 

The winter winds will feel like blades of icc, and 
the woods will stretch on seemingly fo~vC!'. Gelling 
back to the safety of the fannlands or the covenant (the 

home of the wizards) will be extremely difficult. Fur­
thermore, at night the Unseelie faeries may well attack. 
It wilt not be a pleasant )oumcy home. 

II the characters troly abuse Lady Bcllantia or 
her subjects. she can curse them so that the woods will 
always be hostile to them. Forests will be, for these 
characters only, colder, hotter, muddier, thicker, and 
more exbellIC, and in every way more dangerous and 

HulllOT Imd Fmr 
Tkt faerit woods of day and night ofttr 

Iht charac/tTS tht duma to txperitnct light htQrttd 
humor, and II senst of peace a/fmgsidt IInxitty, ftllr, 
and possibly dotth. This story is purposely con· 
structtd with that dichotomy in mind, I think il will 
IIIid II grmt detU of dqnh to it. As tht Storyguidt, it 
is lip to you to IfIlInipullllt I~ fetlirlgs of your 
players to thtst ends. If tht IIllytimt SCt1ItS becornt 
too IIMurd, lou thtm down, but lit IIll rosts k«p 
thtm light lind full of good fttJings. If tMy'rt 100 
mundllM, throw in somt /1m or lin IlCt of good grtUt 
on tilt. part of OFlt of 1M faerits (throw irl lots of 
~nn fuzzits). Irl tilt. nighttimt scenes, howttltr, 
tlrtrt shoulll be no jay, no levity, no humor, orlly II 
grim stnst thai dnlth could lurk brltind IIny tr«. If 
lilt. plll)!tTS would tllke IIII)' of Iht dtillils of tht 
njghltim~ scenes as silly, or if ~u am'l par/Til)! 
Ihtm seriously, dl/mgt Iht dttai/s 10 match tilt. 
mood. Tilt. ~I$ of Ihis story wt'Tt not writltn thi5 
_y b«IllUt' ~tha1'5 lilt. UIIIy it r('.lllly lllipptru w but 
b«a1lSC we UIIInt toprodua a gillt" tfftCt in the 
htfIrts Ind minds of tht pUzytrs. H~, sina 
you know your players ml, clrangt IIny IIt/1li/llllil 
rl/ru coUrlitr 10 tht t{ftt:1 you ihsir~. 

uncomfortable. FoI't'St animals will hate the characters, 
and will be much more prone to attack them. (Make it 
so bad that those characters will never want to adven­
ture into the forest again.) PCThaps the characters would 
be able to lift this curse by returning to lady &lIantia 
and performing a service of penance for her. 

Welcoming feast 
Aller the storytelling. Bellantia says; 

• w Ltt our gUtsts /.it wdcomt lit our IIlblt, and l~t 
Ihtm shIlrt in tilt. joyous bounty of our fortsl. w

• 

She rises, touches a oo'!'J'CI\ ha;reilTee, and within 
minutes it sprouts Icaves, and then luscious fruits of all 
kinds; apples, pears, berries, d ..... ics and several others 
the characters are not familiar with. Faeries climb and 
ny to the fruit, picking it, playing catch with each other, 
engaging in mock fights, and eventually canying it firsl 
to Bellantia, then to the guests, and finally to each other. 
No faerie cats food that il has picked itself. Hermone 
eats no food of his own; he only cals what Lady 8cllantia 
has left of her food and he particularly enjoys the cores 
of apples. 

The characters may realize (by making a Faeric 
Lore + Int roll of 6+ or Legend Lore + Int roll 019+) that 
eating faerie food can be dangerous, or Sir Yelgarcle may 
wam them. In extreme cases, one can be Irappc:d in the 
faerie world forever, though some have &lten 01 faerie 
food without ill effect. With this knowledge, the charac­
ters can decide to cat or not to cat, as they see fit. The 
faeries think that refUSing food is rude, despite any 
explanations off~, but willioleratc their guests' 
behavior. 

Should anyone indulge in the food offered, roll 
on the following chart, and do SO again each time a 
human eats the food at this celebration. Let the players 
give their characters bonuses up to +3 (if they eat liltie) 
or penalties up to·3 (if they eat a lot), but don't let them 
see this chart. A character with a penalty also gets an 
extra botch roll using a stress die. 

No maliC!' what the result, you must somehow 
weave it into the story. If a character grows a long nose, 
encourage the other characters to make fun of them, and 
certainly have the faeries tell a joke or two, NMy, what a 
long proboscis!W 

Nil/btlall 
As darkness begins to fall, the mood of the 

festival qukkly changes. The faeries make their way one 
by one to the trees inside which they will spend the 
night. 1bey fear Cicrtina's power and do not dally 115 
the sun begins to set. n.cy will not, cannot, crroClge 
until dawn. Before Lady Bcllantia goes to he\" IT'('(', she 
gives each character a living leaf from the hazel and tells 
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Fauff Food Chm (roll dlO) 

Roll Efffct 
botch The character will get sicker and sicker 
as they leave the faerie forest, and if they do not 
return,. they will die. 

o or IcssSeverely Disoriented, the character 
hiCdlp510udly, sings off key, babbles 
incoherently, and generally has a great 
time. Indefinite duration. 

1 Granted Faerie Sight until nightfall. 
This means the character see's things in 
a spiritual way as a faerie would, but 
can't see things nonnally. Everything 
seems transitory and non·real, and you 
begin to sec Ihe ephemeral nature of 
reality. 

2 Random animal sounds Instead of 
human speech emerges from the 
imbiber's mouth for the duration of the 
stay in the foJ'('5t. Magi suffer penalties 
with spoken spells. Have the play!.'T 
roleplay it out. 

3 Forest Affinity - the charael!'r becomes 
comfortable in forests and can survive 
in them easily through intuition. 

4 Special curse relevant to the character's 
nature or background, for d uration of 
stay. 

5 Character gains an intense love of the 
forest, forever. 

6 Character gains an intense devotion to 
Lady Bellantia, forever. 

7 Some feature, such as nose or fingers, 
grows or shrinks until nightfall . 

S The food and drink bring deep 
satisfaction to the character, they may 
doze off and dream beautiful dreams. 

9+ No effect. 

them that it will protect them from the Dark Lady's 
magic. 

H£'ITJ'\One, realizing that they will be in the Dark 
Lady's land that night, and anxious to keep the charac­
ters from being discovered by her, and from them 
finding out her plot and his part in it, ensures that he is 
the last faerie left outside. Feigning concem, he tells 
them: 

.~you must comeaWtltj from htre and go to a place 
0/ refuge. Whm lhe sun sets, all mannt:l' of vile, vicious, 
bfoodlJri1Sty CTOltures rome 0111 of the ground, and you will bt 
sWn withoul Qur prolt:clion. ~ . 

Hcrmonc takes the charactcn a hundred paces 
from the court to a ring of mushrooms ten feet across 
(the ring. not the mushrooms). II is up to lhe charactcrs 
to remember to collect their discarded steel and iron 
equipment. Then he says: 

. ~Stay hm in this frrem ring, 11114 you will bt 
prottc~d from Ihe Dark Uuly's miniMS. But i/ you step out 
Qf /h~ ring, rotn so much as Q/It: little /Qt:, you will surtly die. 
Very wdt then, you wQn'/leave, wilt you?~· 

HennonI.' is lying. because he docs not want the 
charactcn to leave the ring and possibly witness the 
riroal that will take place. He lies with great effect, only 
a Guile + Per ron of 16+ would let a character guess that 
he is lying. This roll should only be made if the player 
asks to do 5/), and it should actually be rolled by the 
Storyguide. 

The first Nil/ht 
On the first night, the characters see the ritual 

that Cierrina is using against Bcllantia. The most 
profitable course of action is to wait in the fa!.'rie ring 
until the ritual is over, investigate the site, and then 
retum to the faerie circle for safety. 

Hcnnonc leaves them in the faerie ring and 
tnmdles back towards the court. If the characters have 
their armor and such, they can put it on now. In the 
twilight, the forest is stil t and the bitter wink.or winds 
pick up again. Characters see no movement and hear 
only the eerie creaking of swaying trees. 
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Soon, however, they notice dark shapes crawl· 
ing out of the ground and moving about the trees. These 
are the dark fae. ies. As long as the characters remain 
within the faMe Circle, they will not be noticed, even by 
creatures within just a few feet of them. Nor will the 
faeries of the night enter the circle. Thus the characters 
will haw the chance to see a few interesting creatures 
without being attacked. The assorted imps spend much 
of their tiilll! pulling sadistic pranks on each other and 
teasing the weakest among them. The silver wolves 
simply prowl around aimJessly, their noses stuck to the 
ground. ()ccasionally, they will spy a rabbit and 
pounce on ii, after which a fight will invariably ensue 
between the wolves over the carcass, sometimes with 
nothing being left 01 the Tabbit afterward. If you want to 
encourage a fight, have some of the imps discover the 
character's trove of weapons (assuming they hid them 
and didn't retrieve them as night approached), pull out 
one with a wooden staff, and then fight over it. The 
owner of the weapon might find it hard to keep in the 
circle; it could take severe commands by the magi to 
stop them from running out. Use your imagination and 
make up a few weird things they might 5('(>. Some of 
them might even be darkly humorous. One fat little 
faerie in particular sits up in a Irci! branch eating fer­
mented berries and laughing every lime someone gets 
hurt. 

If anyone looks back toward the court, they will 
sec much motion there, but in the dark it is hard to tell 
exactly whal is going on there. A spell to sec farther 
than normal would let a character see that dark elves, 
imps, and hags are cong.cgilting where the Lady had 
her rourt during the day. Near midnight, the place will 
be imbued with a silver glow, as tnc ritual to the powers 
of the night and lhe moon romcs to its high point. After 
that. the gathered partiCipants depart, leaving only 
random dark faeries wandering around, playing a brutal 
fonn of tag, plucking the remaining leaves off trees, 
cackling insanely, and so on. 

Ji\ .-

En"ollnt~rs 

1·5 Ominous noises and undefined shapes 
in the distance, but nothing threatening 

6 A murder of large, noisy crows that call 
out HCaught, Caught, Caught!" as they 
fly circles in the air over the characters 

7 A dark elf spots the character(s) and 
tries to talk to them, with a fiendish grin 
on his or her face. He wants to know 
who the chaTactcrs are, why they're 
here, and so on, and adviSC5 them to 
leave well enough alone. Sounds the 
alarm if the characters continue loward 
the ritual. 

8 or 9 An imp, who screams "Lady Cierlina! 
The sacrifice has arrived, Lldy 
Ciertina!R and tries to hold the 
characters at bay with his knife; but 
flees if seriously threatened 

10 A huge silver wolf, which attacks on 
sight 

Ideally, the characters should find some way 10 
see what is going on at the site of the ritual aflCr the 
ritual is ended and it is safe. If the characters heed 
Hennone and refuse to set fool out of the ring. you can 
find some way to draw them out, such as having a lone 
imp take a nap just outside of the ring. It won't be a fun 
adventure if the characlcnl spend their night! cowering 
inside the ring. 

Investig:ating: the Site 
Any character who sneaks out of the faerie ring 

to investigate the ritual while it is in progress stands a 
good chance of getting caught. On the way to the ritual 
site, there is a 5O'L chance that they will scare up a 
murder of crows that flics in the air around them calling 
oul "Caught! Caught!" 

Even if the charack'Ts are not found out by the 
crows, they will have to make Sneak + [)ex· Size rolls of 
8+ to get a clear sight of the ritual without being spotted 
by those attending. If charaders are found oul either by 
the crows or the ritual attendees, they will be attacked 
by a formidable force. Getting back 10 the faerie circle is 
the safest course of action. 

If they spy after the ritual, having the alarm 
sounded on them only means that they will be attacked 
by a few si lver wolves and imps, enough to make them 
fight and lei them know what they're up against, but not 
so many lhatthcy'rc a rcallhreat. A silver wolf or two 
charge in from different directions, ('ager for a kill, whill!' 
imps gather at a distance until there are several of them 
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before attacked en masst. Once these opponents are 
defeated, the characters will be safe, unless they spend a 
great deal of time snooping around and/or talking 
amongst themselves. A few imps will watch them from 
a distance, and eventually Ciertina will arrive after 
gathering a strong fighting force. 

Fighting in the forest in the dark during winter 
is tricky stuff. Apply these modifiers: 

two extra botch rolls 
-4 on Attack rolls with pole axes, halberds, etc. 

-2 on Attack rolls with other weapons 

-2 on Fatigue rolls 

When they investigate the ritual site, the charac­
ters will see Lady Bellantia's fingernail clippings, which 
Hermone provided, on the throne rock, but there are no 
other physical signs of the ritual. The clippings will 
disappear at dawn if they remain on the stone. 

The Ritual 
Every night, Clertina gathers the Witches of 

Dankmar to perlonn the ritua1 of Deepening Night. 
They gather in a circle around the flat rock that serves as 
Bellantia's throne during the day, and which also serves 
as Ciertina's center of power at night. Hermone comes 
out of the tree he went into at dusk and offers Lady 
Bcllantia's fingernail clippings, which al'(' necessary for 
the ritual, to Ciertina. It is obvious that he is very fearful 
of her. Then the Witches of Dankmar begin their 
chanting. while Ciertina sings and Hermone skulks back 
to his tTCC. At midnight, the light of the moon shines 
forth from the flat stone (and reflects off the icc on all the 
trees), and the ritual is complete. The next day will be 
shorter than the one before it. As the characters have 
come just after the winter solstice, the days should be 
getting longer again, but within this faerie forest, the 
days are getting increasingly shorter. Eventually, the 
day would become only half an hour long or so. If the 
ritual is interrupted, the next day will be longer as 
Nature tries to right herself. 

Dawn 
A$ the gray sky above the eastern horizon 

slowly turns pink, the dark shap:-s that move about the 
woods stop and sink mysteriously into the ground. 
During the twilight, at first the forest is silent, then the 
birds begin to chirp and sing.. and: finally the daylighl 
faeries climb out of their trees. 

Second Day 
On the second day, the challlocters can start to 

understand what is happening bctw«>n the two Ladies 

of this forest but Bellanlia is mainly concerned with 
throwing a good party for her guests. Continue the 
storytelling. initiate a few faerie-character conversations, 
perhaps have Bcllantia ask the characters to think up a 
game for everyone to play, and encourage the characters 
to confer with each other as they try to deal intelligently 
with the faeries. 

Character Options 
_ Question Hennone about why he said that 

they wOlolld die if they stepped out of the faerie ring 
(provided they did indeed leave the ring and survived), 
He says - ~11ul/'s what /lnngs fear to you mortals, righa 
Death? 1 tried to use thai quaint fear of )'>urs tD mp you in 
the faerY ring. I UIIU afrpid for ~lIr $llftty.w_ 

-Talk to the Lady about what happened 
during the night She I'('piies, 

_wPlf7lSe try to enjoy Dllr little ftstioo. Not all that 
happe/lS in these woods is plt:IlSing ID the hearl, lind 1 would be 
an IIngmcioll5 host 10 bll rden you wilh news lhaldoes not 
concernYOII.~ -

If pressed for information, she says, 

. wYOli would also be IIngraciolis to force sad u»rds 
from my mOlilh. ~ -

She will not discuss the Dark Lady's ritual. 

But other faeries arc likely to overhear the 
characters' attempt to gel infonnation, and they will 
want their help. lne faun will take one or more charac­
ters aside, out of sight and earshot of the Lady's Court, 
and here Ihry explain thallhe days are still getling 
shorter (!Yen though it is time for them to begin getting 
longer again. He begs the characters to do what they 
can to stop the ritual and assures them that the Lady will 
be very pleased with them if they do so. Have the 
faeries choose characters who have been less involved in 
the story, so those players have something important to 
do. 

-A$k Lady Bdlantia for mo~ gifts by which to 
protect thtmselves from the Dark Lady and her min­
ions. She says she will gTant what she can to them 
befol'(' night falls. As twilight nears, she gives a gift or 
two from the list of Bellantia', Gifts (sec below), which­
ever ones you think are awropriate. She gives special 
gifts to those who have shown themsel\lt'S especially 
good company during the party, such as any who 
played an instrurrenl for the faeries 10 dance to. A few 
minor gifts are more than enough, unless the characters 
arE' definitely outclassed by the dark faeries. 

Party 
Most of the day is taken up in song. dance, 

stories, games and feasting. The characters can partici­
pate however they want, and the revelry should be ad 
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libbed as appropriate. Choose a faerie or two, and fed 
free to invent some of your own, to play out more fully, 
and have these fllCrics involve themselves with the 
group more than the others. 

If the characters eat or drink faerie food or wine, 
have them roll on the Faerie Food Chart. 

Be sure to involve those characters who would 
otherwise be outside of the action. If a certain character 
simply wouldn't get involved, have the player roleplay 
one of the faeries. Whatever you do, Jet the game rules 
slip during the festival. and try to get everyone in a "Ict5 
have fun'" mood. TIle liberal employmt'nt of Whimsy 
Cards or Storypaths Is certainly advised. 

The Arrival of Sir Penaire 
At some point in the day, one of the faeries yells, 

"Look, look, it's Penaire! He's come back." The faeries 
(and the characters, no doubt) tum to sec a three foot 
high faerie knight riding toward the party atop a mid­
sized buck. He carries a lance from which flies a bright 
blue pennant. All the faeries but the Lady and Hennone 
run and fly to Penairc, greeting him with laughs and 
shouls, welcoming him into the Court. 

When he comes in, he regally greels the lady, 
and then asks her, In a voice meant to be overheard: 

.~My prtdous lady, why do you slain your (llm­
lions by su{ftring tltt prlSll1Cl of iron-forgtrS, of 1~1011trS, of 
pr1l}P-mtUers, of morlR/s?"· 

Lady BellanUa commands Sir Penaire to accept 
the characters as friends at this gathering. After that, he 
treals them honorably, but he makes no move to get to 
know them. If pressed for conversation.. he will become 
very annoyOO with the characters. If they ever make fun 
of him because of his size, he becomes enraged and 
challenges the insulter to a duel. 

If the characters try to get Penaire to join them in 
their journey to Lady Ocrtina's land, he looks very glum 
and says .~/C4nnoljojnyow.~. Afaeriewhosccsor 
hears about this explains that Lady Gertina has stolen 
Penaire's heart, that she wears it in a bag around her 
wrist, and that she will destroy it If he ent(>rs her land 
again. Destroying his heart would kill him, naturally. 

At one time, he used to do battle with her 
regularly, and now waits helplessly for the time when 
she will casualJy kill him or perhaps try to force him to 
do her will. 

The Wizards' Duel 

Ouring this day, Siamosel, a blue sprite, chal­
lenges one of the wizards in the party to a wizards' due\, 
and !heother faeries ridicule the character if he or she 
declines. The character likely thinks that the duel is 

going to be dangerous, but for the fun-loving faeries, a 
duel means a contest to see who can put on the best 
show. Once this aspect of the duel is made clear, the 
wizard should have no qualms about accepting. 

1bc mortal wizard goes first, as Siamoscl 
explains that she is new at magic and wants an example 
to copy. lbe mortal magus is expected to cast some 
showy spell to delight thc onlookcrs. and Siamesel will 
try to match it. For each spell that Siamoscl casts, roll on 
the chart below. If the spell is nature oriented, Siamosel 
gets a bonus of up to -+3. If it is anti-faerie in any way, 
she gets a penalty of up to -5 and extra botch rolls. She 
may refuse to tty to duplicate any spell that Lady 
Bcllantia would find offensive. 

After several spells, o r after ilny disaster of 
Siamoscl's, the contest ends, and the audk?ncc chooses a 
winner. PJay it by car. If the wizard has bcen a per­
former in addition to being a spell-caster, he or she is 
likely to win. 

Siamose1's Spells 

Roll Effect 

botch Disaster, possibly life-threatening 

o Sputter, fizz, pop, but no effect 

1-3 Small version of the spell, with a strange 
side effect. 

7-8 

Passable but inferior version of the spell 

Equal version of spell, with extra side 
,ffod 

9-+ G lorious, showy, exciting version of the 
spell, a show-stopper 

Vlaroche's Offer 
The tiny sprite Viaroche takes an interest in one 

of the characters. He is inquisi tive, jovia l, cnt:igt:tic, and 
as fun-loving as even a faerie can get. He will try to 
interest the character in various games, such as lag and 
hide-and-seek. He also appreciates simple tricks and 
ja""-

If it fits the story, Viaroche will quietly offer to 
come with the characters to the Htwistcd land of the 
biller Lady Ciertina." The characters might not apprcct­
at(> the magnitude of this offer, but other faeries who 
hear of it wi11 gasp in surprise and fear. Many of them 
will tum toward Lady Bcllantia as if to see what she 
would think, but none of them will tell her what they 
have overheard. If the characters accept, they will have 
a valuable ally with them, but they wlll also be risking 
the life of a delightful little sprite. 

If Viarochc offers and the characters accept, he will 
hide until all the o ther faeries have gone into their trees, 
and then will join tke characters in the faerie ring when 
the sun sets. 
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The Second NII/ht 
Once again,. the faeries quiet their festivities as 

the sun nean the horiron and slip into their trees as it 
sets. Hermone will make certain that the characters 
retreat to a distance, since he doesn't want them to see 
him come out of his tree and join the dark faeries. 

If Viaroche is with the party. he becomes very 
scared. He will spend most of his time in the \eft ear of 
the person he has bch iended, but then that character 
cannot wear a helmet thai covers the car. 

To the characters, it will seem that this night is 
much like the one before (provided they were not 
spotted then), but the traitor Hermone will tell the Dark 
Lady thai there are mortals about who may try to stop 
her ritual. Hcrmone would like to see the characters 
slain since they are the ones most likely to endanger his 
position. 

Within the realm of reason, try to orchestrate this 
nighlso thai it will be a dimactic battle in which the 
characters discover that Hermonc is the traitor. 

Ciertlna's Str.te~y 
Cicrtina's strategy depends on what $he knows. 

If the characters were not caught outside the faerie ring 
last night and if they move toward the court just lifter 
sundown, Ciert:ina will not worry about them (though 
she docs know of them), thinking they will not leave the 
faerie ring. If they ~ in a fight on the first night, 
Ciertina will be prepared for their return, and will have 
imps hiding in shallow pits and behind trees between 
the ritual site and the faerie ring. Silver wolves will be 
around II hill off to one side but ready to race in when 
the alarm is sounded. The ritual will proceed as it did 
the night before. 

The strategy of the ambushers is to drive the 
charact~ back to the faerie ring after possibly killing 
one or two of them. Ciertina wants survivors who will 
spread stories of her power rather than useless corpses. 

The Characters' 5trateQY 
If they play it right, the chilrac te, s have the 

chance to find out that Hennone is the traitor. They can 
slay many of Ocrtina's minions, but they probably 
cannot hann her pcnonally. Finding out about Her­
mone Is sufficient to counter the ritual, as he willthcn no 
longer be able to provide Cicrtina with the fingernail 
clippings she needs. Unfortunately, the characters also 
have II good chance of being killed if they're not subtle. 

First, they should spy instead of attack. Spying 
can give them the information they need to move about 
safely, and frontal assault would be needlessly hazard­
ous. Cautious characters should reconnoiter a bit before 
attacking an unknown force. 

Spying also lets the characters sec that th('T"(! is 
an ambush being laid for them. Detection spells or 
Viaroche's aid will do the trick niC<!ly. 

Ultimately Cicrtina has an exrensive supply of 
imps and silver wolves to throw at the charactc:ts, given 
time to gather them from throughout the forest. They 
should realize that they are on her home ground, and 
that trying to stand up to her attack is very dangerous. 

Vlaroche's Aid 
Via roche can scout llhead for the players, very 

handy for giving them just the information you want to 
give them for the story's sake. He is especially handy at 
first when he can report that there are imps and wolves 
waiting in ambush for the characters and deKl ibing a 
safe path around the enemies. He might also be able to 
investigate the ritual and sec that Hermone is the traitor, 
but ONy if the characters won't be able to see it for 
thcm!iclves. Ii's more effective for the story if they see 
Hermone with their own eyes. 

Unfortunately, Viaroche is weaker than normal 
during the night, and he risks being snatched up by a bat 
or bird each time he flies to investigate something. TIle 
first time he flies away, a bat flies past the characters in 
the same general direction Viaroche went. This should 
remind them how dangerous spying can be for the little 
sprite. 

Each time Viarochc spies out an area, roll a die 
and compare it to the case factor you set. Make the ease 
factor 2, 3, or 4 (or higher if that suits your fiendish 
purposes). If he fails to meet or beat the case factor, the 
characters hcar Viaroche squeal out the name of the 
character befriended and that is the last they sec or hear 
of him. 

Viaroche can also help in a battle by alerting his 
friend to surprise attacks and things approaching from a 
flank or the rear. 

OrchestratinQ the Battle 
At some point, the characters should be caught 

while sneaking around, and this will signify the start of 
the battle. Failed Stealth rolls and such might indicate 
being caught, or you can pick an appropriate tim€' for it 
to occur. 

To keep the battle moving. there's no need to 
know where all the imps and wolves arc at cach m0-

ment. Reu.., .. ,ber that there arc lots 01 them roaming 
through the wocxb, and that they are disorganized but 
numerous. At any convenient point, a few of them 
might come charging out from behind some trees. 
C iertina and the witches will remain at the ritual site 
throughout the battle unless somehow OVti powered. If 
the battie becomes too long and the players know that 
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Hermone is the traitor, speed things up by throwing a 
massive imp horde at them. or by inventing some 
hideous creature called up by Ciertina that chases them 
back to the faerie ring. Via roche's pleading can also 
hurry them back 10 the faerie ring if that helps pace the 
action. 

Players often dislike having their characters run 
from danger, even though it is the most logical step to 
take in these circumstances, so make it easier on them by 
giving them ooc last set of combatants to fight while 
they flee. For instance, if. huge mob of imps if chasing 
them., they head back to the ring,. sct a 5ITliIll group of 
Imps in the way so they can defeat thiS smaller band and 
feel like their last combat WilS a victory rather than a 
rout. 

The Third Day 
On this day, the characters can reveal 10 Lady 

BelJantia who the traitor in her Court is. At first she will 
not believe them, but when she see's Hcrmone cringing 
and almost in tears, she looks down at him for a time, 
solemnly oods her head, and summarily banishes him 
from the forest. nne char;r,cters may meet him someday 
wandering the outside-world, stripped of his faerie 
powers.) With this knowledge, she c.n protect herself 
from the Dark lAdy, stop the completion of the ritual, 
and eventually restore her land to beauty. HOwevCT, 
sinct' the festival is over, it is time for the guests to leave, 
and the faeries do not avoid malcing this dear. 

Gifts 
Lady Bellantia is probably gratcfullO the 

charact~ and gives them various gifts its a reward. 
Give gifts that fit in with the themc and scope of your 
Saga and with the Idiosyncrasies of your characters. If 
you use some other game system than An MJlgICil, you 
may have to alter the powers of the gifts we list below. 

These gifts are not simply laid out on the table, 
Jlnd the characten are allowed to choose, Lady Bellantia 
will offer a number of things. in her own gentle way, 
thanlcing each character for their help. She will offer 
each character something she thinks they desire <your 
call), and if they decline, she will OffCT them something 
el5e until they do accept Every charactCT will get at 
least one gift, evl:!n if it is only an oak leaf. 

'The number and value of gifts given depend on 
what the characters have done. Each relevant activity 
has a point value associated with it. Add up these 
points and choose gifls whose scores add up to this total 
(give or take a few points). 

THE GifTS 
l/person Healing _ Lady Bellantia will heal a 

Poinl Value Activity 
1 For each character who participated in 

the festivities 
1 For each character who ate and drank 

faerie food and wine 

2 

• 
12 
5 
1 

-1 

varies 

For each notable perfonnance (story, 
dance, game, etc.) 
For bringing Sir Velgarde along 
For revealing the traitor 
For rescuing Penaire's heart 
For every act of kindness 
For each rude incident 
If Viaroche dies in the Dark Lady's land 
For destruction of trees (such as by fire 
spells used at night) 
For gifts already given (subtract point 
value of gifts) 

character of wounds incurred fighting the Dark Lady's 
minions, even grievous wounds. 

l/day Tuchlng - Lady Bcllantia will explain 
the ways of faeries, worth 2 expe~ points In Facrie 
Lore per day. Lady Bcllantia might be able to teach 
other things as wetl. 

1 OU Leaf - This is a magical leaf, and It gives 
the posses5Or the power 10 shelter three people from the 
weather (sun, rain, snow, etc.) for twelve houl'S. It may 
be used while travelling, but does not make the Icrrain 
any easier to pass (i.e. the snow blocking a passage still 
prcvcnlstravel). The leaf disappears after the twelve 
hours pass. 

3 Romance - Lady Bellantia will allow a charac­
ter to pay suit to hCl", and will dote upon him in mum. 
If the character has sufficient charm and social grace, it 
could develop much further. This could incur the wrath 
orSir Velgarde. 

1 Sun Beny -If you throw ooc of these small, 
golden beniesinlO the air, it will noat there for an hour, 
shedding gentle but thorough light in a twenty foot 
radius. Usable once. 

2 Her Ring of Copper - Anyone who calls 
Bellantia's name while wearing this ring will vividly 
n:-mcmber her beauty and kindness, granting the charae­
ter strength of heart , which translates as +3 on roils to 
resist fear, mental domination, despair, etc. A character 
who overuses this power might develop a deep longing 
to return to Bel\antia and 5('rVe her. On1y the person 10 
whom aellantia gives the ring can U5e this power, and 
the power does not work in the Dominion. She has only 

'"'-
3 Crown of MisUetoe - The wearer will not be 

attacked by any animal unless the wearer first attacks 
thai animal. The mistletoe will stay fresh unless kept for 
a long time in the Dominion. 
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4 Greater Hwing - She touches and heals a 
character of an old wound, such as a missing hand or 
ear. Do not do this if it will ruin the character's image. 

S Branch of Transform .. tions - By striking an 
object or being with this branch, one can tum it into 
something else. The character must choose the new 
shape, speak a simple poem (at least two lines) about the 
transformation. and strike the target with the branch. 
TItis has the transforming power of up to a 30th Level 
spell, such as turning a person into a badger. The effect 
is permanent. The branch remains alive (and grows 
leaves in spring. loses them in fall, etc.) until it is used 
three times, and then it dies. Bcllantia has two of these. 

6 Stag" Heart - This heart is to be exchanged 
with that of one of the characters. Lady Bellantia will 
sununon an enormous white stag with a huge rack of 
antlers and officiate over the ritual that will exchange 
the two organs; the stag's heart for the character's heart. 
1be stag's heart provides the character with great 
bravery (+3 to Brave rolls), a supernormal ability to leap 
and jump (add +5 to appropriate rolls), and a mighty 
endurance (+3 to all endurance rolls). What's more, 
wheTlCver tnc character is in great need and is in or ncar 
the forest, the stag-kin who now possesses his or her 
heart may come to the rescue. At some point, however, 
the character may feel a strange need to come to the 
stag's aid as well. 

8 Great Cudgel of Smiting the Wicked - A two"" 
handed oaken cudgel with magical properties. Its basic 
scores arc Speed +5, Attack Bonus +5, Damage +10, 
Protection +3, Str 0, Load 1, and Space 3'. Against dark 
faeries, it docs double damage, and against other things 
tnat would be secn by Bellantia as wicked or vicious, it 
docs +5 damage. One's ability to use this weapon equals 
one's two-handed mace scores. On command, it c<ln 
grow into II giant oak tree, but it cannot revert to the 
cudgel form. The owner can direct the growth of thc 
tree to make roots shatter pavement and branches break 
walls and such. She has only one of these. 

Lady Bellantia and 
future Stories 

Now that the characters have made friendly 
contact with Lady Bcllantia, they can return repeatC'dly 
to her Court. Her home in the fon'St can become a kind 
of delightful hidden sanctuary deep in the forest, a 
wonderland where they can occasionally escape the 
rigors of the adVenturing life. Bellanna can be a source 
of valuable information, adventure opportunities, 
strange magical items, and unique roleplaying opportu­
nities. 

Of course, there is always the night to survive as 
well. Ciertina is not likely to be forgiving. 

Daylight faeries 
Encountered 

Bellantia. the Lady of the Sunlit Grove 
This beautiful maiden is as tall as a human, lithe, 

and fair, dressed in a flowing. shimmering, silver gown. 
She is the epitome of good grace and fine manners, she 
is a regal faeries of the noblest sort. Lady Bellanlia has 
many great powers which she rarely uses but that would 
serve her well if she were directly threatenC'd. 

Faerie Might 38 

Size -lint +2 
Gracious +5 vs. Vulgar-7 

Act of Kindness, 1 - Whenever Lady Bellantia 
bestows any sort of kindness upon her subjcl;:ts or 
guests, the person involved will feel especially blessed 
and self confident, and for the remainder of the day has 
double their effective self confidence. 

ROleplaying tips: When roleplaying her, make 
your gestures slow, gentle and graceful; use your wrists 
and hands a lot. 

Hermone. the Lady Servant 
A four-foot human-like faerie with a squat torso 

but disproportionately long arms. His nose is long and 
reddish, and his checks are rosy but crumpled and pock­
marked. He wears a blue tunic and pantaloons of bright 
green. A cap with a large, white feather is always on his 
head. His voice is high and sharp. 

Hermone is the faerie of the night who was 
taken by the mortal midwife and left in the land of the 
daylight faeries. He is acting as a spy for Cicrtina. He 
loves Lady Bellantia, but he fears that, should she find 
out his true origin, she would cast him from her Court. 
Ciertina has threatened to reveal his proper station ifhe 
does not help her gain more power, and Hermone 
would rather scrve Lady Bellanna while betraying her 
tnan not serve her at all. He is, aft('f all, a dark faerie at 
heart. 

Faerie Might 8 
Size -2 [nt -1 

Deceitful +6 vs. Honest -5 
Fat nla Def +6 Soak 0" 
Body Levels: -1, -5, Incapacitated 

• Iron weapons do +50% damage to Hermone. 
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Roleplaying tips: Make your actions very 
differenllhan Ike o tker faeries of tke day - you are 
crude, rude and rather ugly. You pick your nose, often 
forget to dose your mouth while you eat, and always 
hunch your should('t'5. 

Zacarus. the Lady's Spoli!:esman 
Portly, five-feet tall, and cheerful, dressed in 

bright clothes with ruffs and a few bells. His personality 
is half clownish and half dignified noble. He has a 
bronze sword at his side, and could put it to good use if 
he needed to. 

Faerie Mig ht 15 

Size ·1 Tnt 0 

Regal +4 vs. Silty +2 

Sword: 

Fat nla 
lst +3 Atk +7 Dam +7 

Ocl +8 Soak +5~ 

Body Levels: 0, ·3, -5, Incapad tated 

• Iron weapons do +50% damage to Hermone. 

Roleplaying tips.: AlwaY" swell your chest and 
be full of you~lf. 

Viaroche the Sprite 
He is the size of a bee, and his transparent wings 

create a soft buuing sound when he flies. He is very 
energetic and friendly. Though he speaks in a whisper, 
his voice is quite loud. 

Faerie Might 6 
Size -5 Int 0 

Fat nla Def +14 

Body Levels: None, any damage destroys him. 

~ 1be touch of an iron weapon, even if Soaked, 
destroys him. 

Marnice. the inexperienced FaerIe 
She is a sprite aboullwo feet tall, garbed in a 

light, flimsy, green tunic Dragonny wings sprout from 
her back. 

She is very curious about the mortals and not 
skilled in the dt'a!itful waY" of dealing with them. 
Faeries have to censor her words a nd actions around 
mortals, and Mamice hasn't quite learned this yet Give 
anyone who speaks to her for any length of time an 
expeiience point in Faerie Lore. Also, make up some 
tid bits of gossip about the Court to pass along. 

Faerie Might 4 

Size -3 Int -2 

Siamosel. the Wizard Sprite 
Two-fret high with butterfly wings, clothes of 

shifting colors, and a small magic wand. She is learning 
how to cast better and better spells with her wand, and 
she will take interest in the magi of the party. Each time 
she casts a spell, she loses 1 point of Faerie Might for the 
rest of the day. 

Faerie Might 17 

Sizc -3 Int +2 

Sir Penalre. the Tiny Knillht 
Though he is only three-fret tall, he has regal 

bearing and an impressive demeanor. 1ncre is nothing 
comic about him. He will defend the Ladys honor by 
word and by sword. Sir Penaire is immune to al\ magic, 
unless a part of his body is held by the spell caster. His 
armaments are made of a brillia nt-hued bronze. His 
sleek stag steed, Ferimere, is unhesitatingly loyal and 
obedient to him. 

Faerie Might 20 

Si:re-2 Int +1 

Sword: First Strike +6 Attack +9 Damage +12 

Fatigue +5 Defcnse +8 Soak +6. 

Body Levels; 0, -1 , -3, -5, Unconscious 
• +~ damage from iron &: steel 

Other Faeries of Dayli.ght 
Also attending the celebration are various 

faeries of all shapes. Some look like large butterflies or 
colorful birds. Some are DIlDine Sidhe (!;Ophisticatcd 
and wise), while some are nymphae with satin wings. 
1bcy interact with the characters however you wish. 
Try to develop one or two additional personalities of 
your own to throw into the fray whenever thing3 slow 
down or gather ideas from the Bestiary chapter. 

The Moonllllht Faeries 
Encountered 

Clertlna. Lady of the Benillhted Forest 
She rules the night woods, and now, thanks to 

the help of the Witches of Dankmar, she is gaining 
power over her arch-rival, Bellantia. 
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She is a tall, thin, pale woman wearing a flowing 
black robe, trimmed in silver. Her footsteps make no 
sound and she has a habit of tightly clenching her hands 
togctheT. Move with short, harsh motions when you 
roleplay her. 

1bc hazel leaves the characters have protect 
them from her magic. Otherwise, they would be dead at 
her hands in a matter of seconds. She is extremely 
powerful. and one of the mOSI magical of all the faeries. 

Tied around her left wrist is a small leather bag 
containing Penaire's heart. A dramatic and daring 
charactCT might succeed in snatching it from her. 

TIle numbers listed for her powers are the points 
of Faerie Might temporarily 1000t when the spell is cast. 

Faerie Might 35 

SiU! -1 Int +4 

Calculating +4 vs. Impulsive 0 

Powers: 

Deflect Wood, 1 - Instantly, at will, she can deflect 
any wooden weapon, including arrows in flight, so they 
veer hannlessly to one side. She uses 1 Faerie point per 
weapon. 

Invisible Stride Among the Treu, 1 - She can 
walk behind or into one tree and immediately walk oul 
from behind anollK-r up to seven pares away. She can 

do this up to six tiIl)(lS per round (once per second). She 
cannot use the same tree she came out of to take her next 
step. Those watching her see her walk behind a tree, 
then walk out from behind another tree, walk behind 
another nearby tree, and then walk out from behind a 
fourth tree still farther away. She uses this trick to escape 
or to sneak up on opponents. 

Snape of the Wolf,S - If desperate, she can tum 
in to a silver wolf to escape. 

All of her more aggressi ve powers are protected 
against by the hazel leaves. You may wish to kave her 
try to cast some nasty spells at the char(llctcrs, (lind be 
surprised when they fail. 

The Witcbes of Danllmar 
These old women, mortals all, arc helping 

Ciertina cast the magic spell that is making night in­
creasingly longer instead of shorter. TIley are highly 
magical, but they kave little strength to help in a physi­
ca.l fight. They are evil through (lind through. As long as 
all seven of them are together, they can pcrfonn thcjr 
various Chants, but as soon as one is threatened by 
imminent attack, hit with a spell, or so on, they will 
disappear in smoke and a dap of thunder to !lOme 
distant place of safety. 
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~ arc all exa.oedingly aged, with deep 
wrinkles. toothless mouths, and gray hair. They are 
draped in ragged clothes of black and brown. The 
characters will most likely never sec them move about, 
as all they typically do is stand and chant. They were 
once serfs but now live in the deep forest together in a 
musty cave. They seck to gain power over those they 
hate. The characters, as a result of this story, may well 
fall inlO that category. 

Witchly Might 28 

Size -1 

Soak -2 

Int +2 

Body Levels: OK. -1, ·3, -5, Unconscious 

Powers: 
Chant of Burning. 2 points each per round - If a 

battle is raging near them, they chant a monotonous 
series of nOl1scn5e syllables. Each round, they focus 
their attention on one of the characters, who is then hit 
by the ill effects. All can hear the chanting in the back­
ground, but the one on whom the malignant power is 
focused can hear it pounding in his or her cars. The 
heart of the targers body feels like it is burning, and the 
hands, feet, and spine tingle, but no actual damage is 
done. lbe target must make a Stm roll, and if they do 
not get an 11+, they drop everything they cany, faU to 
ground, and writhe in pain for two rounds. 

Chant of th~ Wheel of FIam~s, 3 points each per 
round _ The witches can form and control a huge 
floating wheel of flames, thirty feet in diameter, which 
spins slowly and has thirteen spokes. When it is first 
fonned, it is over 100 feet in the air and it will take at 
least three rounds until it can come to the ground on top 
of the characters. The flames only hurt living, breathing 
matures; trees, plants, clothing and all accouterments 
will be unharmed. Any peT50n engulfed in the flames 
takes +20 damage per round. 'The names can never get 
closer than I fOOl to the ground, SO if a person lies flat, 
they can avoid being injured. 

Imps 
Most of Cierlina's sub.il'cts arc stunted, misshapen 

imps of wildly varying features. Almost the only thing 
they have in common is that they are vaguely human 
looking and tend to be ugly. The imps have gray to 
green skin and wear poorly tailored black linen clothing. 
1ncy fight with large (for them) tarnished, bronze 
knives, but they arc not stalwart warriors. Any Imp 
strock by iron will certainly flee rather than stick around 
for more excruciating pain. If they botch their Attack 
rolls, their brittle knives break. 

Faerie Might 8 

Size -2 Int -1 
Knife: 1st +6 Atk +6{+n" Dam +9 

Dodging: Fat +2 Ocf +6 (+9)· Soak .1-­

Body Levels: OK, -1, -5, Unconscious 

• Higher numlx-r for when the imp uses the Stealthy 
Sidestep. 

n +4 damage from iron & steel 

Powers: 
St~althy Sld~st~p, 1 Faerie Point - The imp 

appears to be a foot or two from where it really is. It 
works on as many people as the imp cares to affect, and 
costs 1 Faerie point per round per pcT50n affected. In 
melee, this advantage gives the imp +3 on Ocf and +1 on 
Alk. Those affected suffer -4 on missile weapon rolls 
against the imp. 

Silver Wolves 
These fierce beasts are Ciertina's major fighting 

force. They fight without fear lind completely without 
mercy. Once one has made a kill, it stops for one round 
(if it is not being attacked) and howls. Their purple eyes 
reflect no ligh\. Once they arc killed, watC!' pours from 
their wounds and the characters may discover that their 
hearts arc made of ice. If the hearts can be prevented 
from melting, they are worth 3 Ani~l vis each (wizards 
and alchemists would pay well for them) 

Faerie Might 12 

Size 0 Cun 0 
Bite: 

Fat +4 

lSI +5 Atk +6 Dam +8 

Dcf +7 Soak .5· 
Body Levels: 0, -1, -3, -5, Incapacitated 

• +50% damage from iron Ie st1X'1 

The Host 
Crows, dark shapes in the distanre, giant bats, 

and dusky elves wander around through the dark TIley 
are not part of the Ritual of Dccpelling Night, and they 
are not particularly interested in the charilcters, but they 
add a bit of color, fear, and unknown to the setting. 

Furi~ Might 
Use tht fatrit Might SCOTtS for magi{ rrsis14nct 

rolls Ilnd /1'IIIgic pczeh1ltion rolls. II 41 /Il~ s M ighl 
is reduced through spell-use, tilt resislllllCt slilys III 
Iht maximllm 'rod whitt 1M ptm'lriltion bonus drops 
to lilt IMI of rtmllining Faerie Might Points. 
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Chapter Eleven: A 
Treasure 

faerie 

The Golden Ship 

The ship rolled slightly on th~ gmlly tossing WllVI5. Mist tumbled 
otJI!T the {ortdtx:k as Slen slaggntti 10 regain his balance. \'Vhrn tlull ftli/ttl, he 
slumped against the {orteas/le and belchtd. With II bottle of rum clutched 
Slro'lgly ill this righl hand, he stilTed out across the UIl 10000rds Ihe mJjirz/and. 
Fog obscured his view Imd brol/glrt Q new wave of ntI~. Crawling /ClWtIrd 
lire railing, Sltn's rtlil!lring of his stomach was brought up shorl. Slidng 

silently through lhe OCll7n amu II golden prow Ilngling directly {or The QUMI', &!¥nse. fhe 
golden dragon had scrmmm out a silent thal/lngt, lind the striped, squart maillS4iJ rippltd in II 
nonai:;lml b,«u. His =m ~ silenctd 4S an arrow look him in tilt- IlmKlI. pitching him inlo 
the 00II11. The Nomvln ship shllddaed as/he ghost ship collided wilh it. Icy waler poured 
through the "rnch in the hull as the silent warriors of lhe lit/lICking ship Ir.apllo tltt tltck of The 
Queen's RtM1~, Ihtir ske/da/ hands 81ipping andel! wt!Ilpons of bronu, the leather of fhdr 
AmiOT cnu:ud with age. In a few minutes it u.IU DVtI'". TIlt QIIM!'S Raot:ngt slowly slipped 
helMth the sm's /rigid WIlters, Imd tht ~ siltnetd the $(:Tt:IIInS of dying so/dim. 

An old man sat amidstlhe ruins. He had $«II the ghost ship maleria/i~e from the cliff 
face, ilS golden d«ks manned by ils skeldal crew. Ht Iuul san the unholy glow in the CQp/ain's 
eyes as its flUe uu.<llit by Ihe ruby light from Ihe g= mounled where the tillu should have been. 
He had chuckled 10 himsdf when Ihost Norman INIsla rds Iuul gom! to Iheir graves. Yes, he Iuul 
san every glorious detail of it. He thankd whatever gods had aolled him forlh to sa this spec­
tacle. It had not been of his 0"W7I volition that he had made the Qrduous jouYnty from &/Iyswtlg; 
IIrduous, thaI is, for lin old man like he WIl5. No, tilt voices had whisptml to him of the nighl's 
roenl$ lind he Md come, struggling lind whecing up the st«p cliffs. With II contented sigh, he 
lIlid brId lind ld the stilTS guide him into II dttp slnp. 

~ knock on the d(J(1r brought Tlln)*' from tht depths of her book. The door swung open to 
_lone of the unslu/ibl"llnans. He Mnded her /I mts5flge in sl1tnee lind backed out of the room. 
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Sht unnwdtd the scroll wilh II practiced twist of her turistlmd 
rtRd its stat/s. A smile crept. IICross her filet liS she rerol/ell 
lind ssW Iht scroll, placing it in a scroll nooK. The rumors 
~ Inlt 111m! 1I/00ktd likt a ;ourMJ 10 /ht magi of Asiltn­
rUt wzs in order, for of all IMcOVll1Jlnts in Hibernia, Iht 
}'\lung magi of A.'lhenrut: wert 1M most/iktly 10 IlClupon htr 
in{oT1fllllion. Vigi/llnd Circulus Rwberwert' /DO sedmlllry 
and non-inltrvenlioniSlic to help, ElKs Run WQ5 pro-Normlln, 
l.Qmba,d WIIS /DO aggressive lind violenl, lind Cliftkarl WQ5 

reputttl 10 hold diabolists. No, it WQIIld Jurvt to bt Ashmrist. 
Wilh a swish of her robes, Tllnya lqllM room 10 btgin her 
plal1$ fo, tht trip IICr05S Hibernia to Don.!gQI. 

"The Golden Ship" was designed for use with one or 
two magi, one or two companions, and five to six grogs. 
Death will probably take its 1011 In Ihis story. The story 
takes place in Ireland around the beginning of the 13th 
century A.D. If you are running a campaign elsewhere, 
some of the details will have to be changed. The Vikings 
raided far and wide, so most likely that part can stay the 
same. 1be town of Bally!wag can be placed along any 
ocean and Malin's Head can be placed just down the 
ecast of it. The NOl"f1\lns can become any e1"K!my of the 
land where your campaign is set. The Daoine 5idhe can 
be replaced with elves or elf-like creatures of a magical 
nature and the Firbolgs with a race of giants. There is no 
pressure to complete this mission and no "right" way to 
do it. let the players decide how to go about things and 
improvise where you have to. 

The Theme 
The theme of The Golden Ship is the fear of those 

who are different from you - xenophobia. Many times 
we react in vicious ways to those who are diffef"Cflt, 
often ostracizing them from society. In this story, the 
people of Ballyswag react poorly to anyone who lives 
outside of their village; the Daoine Sidhc are riled up 
agailUl the NOl"ll\lllns, who arc invading Ireland from 
beyond; the Firbolg. Jorga, is ostracized because of his 
huge, hideous appearance; and it may evcn hit home 
that the characters and their covenant are given a wide 
berth because they are different and people fear them. 
In this story, you should explore this theme and show 
the troupe that you shouldn't fear the things that make 
people different, but rather leam to appreciate how 
tho5e differences make people unique and how, through 
it all, people are people, no matter what color their skin 
is, what nation they come from, or what religion they 
profess. 

The Visitor 
'The advCl'\ture starts when Tanya, a librarian in 

Dublin from the Univcrsity of St. Peter's, a school for the 
nobility and priesthood, comes to the coYt'nant. Her 

reasons for seeking out the covenant are three-fold. 
First, she is cxbenocly interested in the goings on of the 
magi and the reasons why a new covenant has been 
established. Second, she's also hoping to discover some 
new knowledge, 50 she can increase the library where 
she works. Her final reason is a book she has uncovered 
which holds references to the final resting place of 
5verik the Blue's hoard. On the condition of being 
allowed to copy any of the covenant's library books 
which she finds inte,esting and being able to examine 
any of 5verik's treasure that Ihe magi recover, Tanya 
will reveal what she knows of the final resting place of 
Sverik's hoard. 

Sverik the Blue WaS one of the greatest SCamen 
and raiders to ever grace the Viking nation with his 
presel"C!. His deeds of daring take up most of the book, 
including the plundering of Ireland by the Norse. Of 
interest to the magi are the dctail$ of Sverik's ship, for it 
is said that the ship was made of gold and yet was 
stronger than iron and as light as wood. It could trav­
erse the roughest of storms without capsizing and sail in 
the calmest of winds at full speed. There were even 
rumors that at times it could fly through the air, though 
these are obviously over e:.:aggerations. What befell 
Sverik and his raiders is a matter of conjecture. Some 
say that they clOssed a powerful demon, others say they 
were cursed by an old hermit.. while still others say that 
the Faerie Realm got them. Whatever the causc, Sverik 
and his crew disappeared from the face of Ireland. In 
~nt years, rumo" have flown about the return of 
Sverik and his crew. It seems that two Norman ships 
have been taken by a ghostly ship made of gold with a 
skeletal crew. An old fisherman and a delirious sailor 
from one of the ships have told very similar tales. Both 
ships were 5I.Ink north of Creencastle. The old fisher­
man can be found in the fishing village of Ballyswag, to 
the north of Derry and very near to the ruins where the 
ship lies. The sailor died from e:.:posure to the elements. 

On The Way To Ballyswal/ 
As the players travel north to Ballyswag. they 

encounter a creature which is but a shadow of a once 
proud race. This creature is a banshee (a Numina 
Vigilans), what remains of a Daoinc Sidhe who degener­
ated and wandered far from the sidhe (magical enclaves 
where the Daoine 5idhe live). The banshee will appear 
to one of the grogs as he stands watch one night.. wail, 
and flee into the night. 'The rest of the party will awaken 
at the sound of the banshee's wail and find the grog 
staring into the dark with an ashen look on his face. For 
the rest of the story, that grog will have the worst of luck 
whenever possible, untilthc death of the unfortunate 
grog. Simulate this by having the grog make exira botch 
rolls, having opponents attack the grog whencver there 
is a choice, and basically having many unfortunate 

136 fA£lllfS: A Complete Handbooll of tbe SeeHe 



accidents occur whenever the grog is around. Play this 
up, for this gives the poor grog a chance to shine In the 
limelight before his inopportune demise. 

Ballyswag 
Ballyswag is an old fishing village of about 50 

poople, Iocamd a half a days hike from Malin's Head 
and the Daoine Sidhe ruins. There is an inn in the town 
which services the fishermen and the rare traveler who 
COtTlCS this way. There are two rooms available in the 
inn and most of the fishermen spend the evenings here, 
drinking. singing and telling stories. They will be very 
rold toward "landlubbers" and it will take someone who 
is vef}' charismatic to persuade them to be of help. If 
any of the characters has seamanship-like abilities. the 
fishcnnen will welcome them and "talk shop." Anyone 
who can tell stories well will also be treated with respect 
and the fishermen will givc what aid they can. At about 
7 PM each evening. an old man wi\1 come in and go to 
his customary comer table. The rest of the people will 
give him a wide berth and all talking will stop as he 
enters. If asked, the people will whisper that the old 
man is crazy. Anyone who talks to the old man will 
hear a slightly embellished tale of the Golden Ship 
destroying a Norman ship off of Malin's Head. If 
somehow befriended, the old man will mention that he 
saw the ship sail directly into the cliff at the bottom of 
the Daoinc Sidhe ruins,. which lie- on lop of Malin's 

H"". 
A middle-aged forester will be renting the Other 

room at the inn and may be hired to guide the group to 
Malin's Head. 

The Daolne Sldhe 
A sidhe of Oaoine Sidhe are behind the attacks on 

the Norman ships. These Daoine Sidhe have made 
themselves the self-imposed guardians of the Emerald 
Isle and as such have takro upon themselves the duty of 
keeping her shores free from invaders. To this end, they 
have placed a curse on Sverik and his crew so that they 
can defend Ireland from !'IiIval attack. 

A sidhe is a magical place, usually found undCf 
mounds, hills or rocky outcroppings. It has no relation­
ship to the outside world in terms of its size. being many 
times larger than the mound or hill in which it resides. 
'\'here are potent warding spells placed on the sid he, so 
that it can't be found by accidental traveller.;. Inside the 
sidhe. the Daoine Sidhe do not age. TIley also have no 
need for food and drink and imbibe these as a form of 
amusement only. The Dominion Is slowly wiping out 
the sidhes, thus the Daoine Sidhe's renewed interest in 
destroying the Normans, who arc Christianizing the 
lands they are conquering. 

The Daoine Sidhe, as all of Faerie-kind, lire hard to 
predict and run the gamut of human Im'lOtions, from the 
kindest to the most immoral (in the human way of 
thinking). They don't understand the concept of death 
and will view any human's fear of such with apathy. 
However, humans of heroic proportions have always 
interested the Daoine SkiN.> and they often help these 
helOES in the form of 5Crvices or magical items. Usually, 
these items or serviCl$ require the heroes to perform 
some sort of task, test, or quest. The Daoine Sldhe have 
magical powers beyond the ability of most magi to 
comprehend, so characters should be forewarned that 
they lack the ability to match the Daoine Sidhe tOE to tOC'. 
In addition to great magical skills, the Daoine Sidhe arc 
also skilled poets and musicians and will be fricndly 
towards any person skilled in those areas. The great 
Irish bards frequented the sidhes of the Diloine Sidhe. 

The Daoine Sidhe in this story are biller toward the 
invading humans and have decided to put a stop to this 
with tN.> Viking ship they cursed long ago. If the charac­
ters can prove to them that they will be more adept at 
repelling the invaders if they have the ship in their 
possession, the Daoine Sidhe wilt give it to them, 
provided that they d o a small fa vor for them (see below). 

The Ship's Resting Place 
The ship rests in a grotto to the north and west 

of Grreocast\e. It is locllted on the sight of some old 
Daoine Sidhe ruins. The ruins lie upon the highest point 
of Malin's Head, a familiar landmark to all sailors which 
traverse the seas from Donegal to Greencastle and 
Derry. lbe ship rests in a large caVCT1l. When the tides 
are normal, the entrance to the cave can only be secn al 
low tide, and then can only be entered by foot (and 
hunched over backs) via a narrow and slippery ledge. 
There is not enough room to sail a boat in. On certain 
nights, when the Daoine Sidhe deem it necessary, the 
ship can magically exll the cavern and sail the seas in 
search of Ireland's invaders. During other times, the 
ship and crew wail with a pati\.'1'1CC only undead can 
manage, until someone enters the cave or the next call 
from the Daoine Sidhe arrives and they can set sail. 

The ship is a typical Viking longboat, but is very 
well made and extra large (100). (See the end of the 
adventure for details on the Golden Ship.) It is made of 
gold and In the place of the tiller, therc is a ruby on a 
pedestal. There is a curse upon any who sail the ship. If 
the ship is evcr used as a means to attack any of 
Ireland's native inhabitants, then the crcw will be 
condemned to man the ship in death and defeat any 
invaders of Ireland. Such is the fate that has befallen 
Sverik lind his crcw. 
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SverUz. the Blue: Sil:eletal Wartior 
Size: 0 Magic Resistance: +20 
Soak; (full chain) +22 (+27 vs puncture) 
Body levels: OK, -1.-3,-5, Destroyed Vis: body worth 

13 vis(Mentcm) 
Attacks; BattleAxe(7); 1st: +11 Atk: +10 Dam: +21 

Dcf: +5 
Berserk aUTa (ReMe 20): all within 30 fcct of Sverik must 

roll a simple die and on a 6+ go berserk as the virtue. 
They will attack the nearest thing unless a Per+Calm 
personality trait roll of 7+ is rolled. Per roll of 9+ is 
needed to come out of berserk stale. This aura is 
constant and must be rolled for each round a 
character is within the area of effect. Spells might 
prevent the aura from working and everyone with 
resistance gets a chance to resist the effects. 

Also, when SVerik is sailing the ship with the ruby tiller, 
all attackers must resist a ReMe spell of 50th level, or 
ignore his presence. This Is part of the curse and 
assures that the ship doesn't fall out of the Daoine 
Sidhe's hands. 

Sveriil:'s Crew: 15 slleIetons 
Size: 0 Magic Resistance: +5 
Soak: (hvy leather) + 14 (+19 versus piercing weapons) 
Body Levels: OK, -3, Destroyed Vis; 3 vis each(Mcntem) 
Attacks: HandAxe(3): 1st: +5 Alk: +6 Dam: +10 

Dcf: +3 
Self Bow(3): Rate: +7 Atle +5 Dam: +8 Range: 120 
Fear Aura: Upon first meeting these creatures, everyone 

within sight must make a Bravery roll of 7+ or be 
unable to enter the combat, though they will be able 
to run away if they haven't botched or zeroed. 

Remember that skeletons can't become fatigued. 

The Guardians 
The only way o f getting into the cavern where 

the golden $hip is through the sea entrance. Whenever 
the Golden Ship leaves the cavern to go marauding, the 
spcll ioses its potency for a day after the ship's exodus. 
During this time, the characters can enter by the narrow 
ledge, either by walking hunched over, or using a small 
boat and pushing the craft along by using the walls and 
ceiling. 

Guarding the entrance is a large, magical. two­
headed mollusk (think of a giant conch shell). The 
mollusk will not attack the Golden Ship, but others will 
be savagely resisted. It will spit at all moving targets, 
trying to get them to stop moving so it can bite them 
with one of its heads and haulthcm into the water. 

2-Headed Mollus!> 
Size: +4 Magic Resistance: +10 
Soak: +10 in sort part, +30 shell 
Body Levels: OK, OK, -1, -1, -3, -3, -5, -5, Incap 

Vis: Body worth 10 points Aquam vis 
Head attacks: lst: +0 Atk: +12 Dam: +16 Ocf: +1 
Special: Once every three rounds, each head can spit a 

sticky glob of mucus at one target instead of its 
normal attack: Atk: +8 Dam: Victim becomes en­
meshed within the mucus and must roll a Sir roll of 
9+ to get out. If a zero or botch occurs, the! victim's 
mouth has been covered over and he will start to 
suffocate. 

Once the mollusk has been bypassed, the tunnel 
continues for another 100 feet until il opens up into a 
large underground grotto. The Ship will be resting 
along lhe far side of the underg.ound lake fo. hied hCl"C. 
TI\C crew of the ship stands at the ready but will make 
no moves to attack the characters unless they are at­
tacked first. The characters can defeat Sverik and his 
crew if Ihey wish, but it will get them no closer to 
obtaining the Golden Ship and it will reneet badly on 
them when they deal with the Daoine Sidhe later on. 

If the warding spell COTllC'S back into effect while the 
characters are in the cavern or the sidhe, they will not be 
able to leave by the sea entrance without the Daoine 
Sid he's help. Therefore, the passage of time becomes 
important here. 

lncrc Is a large tunnel which exits the cavern on the 
far side and delves deeper into the heart of the sidhc. It 
is along this larger tunnel that the other guardian, a 
Giant Spider, makes its lair. As meals are few and far 
betwt.'Cn, the spider will be extrcmcly aggreSSive. 
REMEMBER, spider webs do NOT burn well. 

Giant Spider 
Size: .... Magic Resistance: +1 0 

Soak: +12 
Body Levels: OK. OK, -1, -1, -3, -3, -5, -5, Incap 

Vis: Body worth 10 Perdo vis 

Attacks: Bite: 1st: +2 Atk: +9 Dam: +12 &: poison 
(Stm roll of 9+ or take + IO/rod, if Stm made then 
take +4/md for five rounds) 

Pounce: 1st:+6 Atk: +8 Dam: +6 but Dell: roll of 8+ 
must be made or victim becomes trapped and C!asy 
prey for the spider's bite. If a roll of 5+ is made, 
then one hand is fri:'('. 

Special: The spider can spray webbing at an area. 
Characters who make a Ok-Ene roll of 8+ can get 
out of the way if their escape is not blocked by 
something. If hit, tken a Str roll of 10+ mu" be 
made to break through the webbing and an addi-
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lional two rounds must be spent clearing webbing 
from the body or ('[5(' the person l'('('Ciws·3 to all 
combat and man~vering rolls. 

If the spider is disposed of, the characters can 
proceed unmolested the rest of thE! way into the sidhe 
proper. 

TheSldhe 
The- sidhe of MaugroM is the home of 30 Daoine 

Sidhe. As the characters exit the long tunn('l, they ent('r 
a cavern of cxtrcme beauty. Easily a mile across, the 
floor of the cavern is covered with lush vegetation and 
the humidity of the air will have heavily clothed charac­
ters sweating within minutes. Birds and animals are 
abundant. There is a switchback trail leading down to 
the> floor of the sidhc, but the characters will probably 
not have a chance to use it. This sidhe has an entrance to 
Arcadia and the Daoinc Sidhe here keep close relations 
with their peers in the Faerie Realm. 

Vcry soon after they arrive in thc cavern, the charac­
ters will be approached by a party of three Daoin(' SidhE!, 
two male warriors and a woman in dark purple robes. 
The warriors are armed with long spears and swords, 
which they keep sheathed at their sides. The Daoine 
Sidhe look tired and worn, much like somebody who 
has slept restlessly. This has given them a very cranky 
attitude which will carry over in thE!ir talks with the 
characters. The encroaching Dominion, brought by 
humankind, has caused a disruption in the magic which 
crealed their sidhe, and though It hasn't yet started to 
destroy thE! sidhe, thE! D.1oinc Sidhe that live here are 
tonc:cmed. 

lbe female leaclcr, Danea, will tersely ask the 
characters why they havc invaded the sidhE!. When the 
troupe explains their pUI rxse, Danca will explain that 
the ship is being used to lepel the Nonnans from 
Ireland. 1hc characters must convince the Daoine Sidhe 
that they could expel the Nonnans better if the ship was 
given to the them. If the Diloine Sidhe arc convinced, 
they infonn the characters that the boat is theirs, BUT 
they must pcrfonn one small service for the Daoine 
Sidhe. It seems that a Firbolg has been seen in the 
woods by the sea to thE! west and if the charaoCtCis can 
bring the D.mine Sidhc his head, they will obtain cus­
tody of the Golden Ship. The Firbolg's home can be 
found by following the coastline. 

U the charactelS agree to this test, Danca will wave 
her hand and all of the characters will faUlnto a deep 
sleep. 1ney will awaken on top of Malin's Head. One of 
the magi will have a blackthorn branch in his hand and 
will remember the instructions on how to uS(! it to re­
enter the sidhe. The party will have to rome to the top 
of Malin's Head at midnight and traver5C tne top of tnc 

hi1112 times counterclockwise. At that point, the magus 
must touch the top of the hill with the blackthorn 
branch. A stairway leading down to the sidhe will then 
become apparen t. 

The Flrbolg 
TIle charactcls should follow the beach to the west, 

looking for some sign of the Firbolg the Daoine Sidhc 
said would live there. About a day's journey westward, 
the party will notice VI.'f)' large footprints in the sand 
leading from the ocean, up the hill, and back again 
numerous times. If the characters climb the oceanside 
hill quietly, they will begin to hear snatches of loud, bad 
humming. Further investigation will reveal a large, 
defolmOO man, perhaps 8 fed tall, Int'!'rily pulling 
weeds from a poor gard('TI, totally absorbed in his work. 
It would take a very noisy party to wake this poor 
creature from his revery. 

This Firbolg has lived alone here by the sea for 
atmost 80 years, ever since his mother died, making him 
the last of his kind that he knows of. Jorga leads a very 
simple life, carefully cultivating his nourishment from 
the s tony ground. Unfortuna tely, he is not very intelli· 
gent and therefore evrn his best efforts at fanning 
produce rather mediocre results, but he mana~ to get 
by, supplementing his diet with fish he ca tches in the 
surf and clams he digs from tht'sand. 

If approached In a friendly manner, Jorga will be 
delighted to have visitors and will do his bcstto play the 
proper host. The troupe will be invited into his crude 
hut and a meat of beafU and dams wilL be served. Jorga 
is lonesome and will be more than happy to talk about 
anything. He could be a useful source of information 
and perhaps a lead to future adventures. Any mention 
of the Oaoine Sldhe will cause him to shake his hciod and 
say that there arc no more hard feelings on his part. 

However, if he is attacked, he will do his utmost to 
defend himself, even though he is not a warrior. 

Bac~ To The Sldhe 
If the charactCTS bring Jorga's head back to the 

Daoine Sidhe, make sure that they regret it by having 
thE! Daoine Sidhc treat the Firbolg's head like a play 
thing and basically give the poor giant no respect. Of 
course, the Daoine Sidhe will honor their part of the 
bargain and the characte.s will get the Golden Ship. 

On the other hand, if the characters decide to let 
poor Jorga live and still want the ship, thE!y will have to 
take it by force - a daunting task in the least. It seems 
that the most likely method of obtaining the ship is to 
defeat Sverik and his crew while they are out on a rilid. 
If the characters ~ntl'r the sidhe, they will not be able 
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lor~a. male Flrboll! 
Size: 2 MD.gic RLsisuII1u: +10 
SoaHleathadothing) +10 
Body lends: OK,0I0.-1/-1.-3,-S./nalpoaciillted 

V'IS: body wurth 3 vis fTuram) 
AtlACb: Fists(2): lSI: +1 Alk: +4 Dam: +9 Ott +2 

CUll'll Hod]): lsI: +4 All:: +5 [)Qm: +15 

JOTga isn't hurting IInyont up h~tlll1d is nol Iht fierct, 
hUmIln Nting monster llull the Dtloine Sidhe makt him out 
to /It. OlNiously the characters kavt /I moral dilmlma htrt. 
Do thty kill JOrgtliind obwin II fubulous rtulgiallllrtiftld. or 
does thdrconsdma gd the btst of t/stm IInd!My allow 
Jorgq to live? This encounter rt:f}./ty brings out flu/heme uf 
xenophol7ia - JOrgll is much different from the c1umu:ters in 
physiad apptIlrllllCt and yet mort like them in II spirilUll! 
WIlY. wnotllS the DIIOiI'\t Si4ht! look mort lib: the chsmu:tm 
INllhiflk in Q totRlly different way. 

to leave with the ship. barring SOITIC sort of extreme 
magical force. 

The Treasure Of Sveriil The Blue 
The treasure of Sverik the Blue is still in the ship. 

located in the afl hold. SJXX) silver pennies (a multitude 
of mintages) are loaded into II variety of chests, Thcrc 
are!lOlTIC books which will allow a person to learn Ship's 
Navigation up to level 4. The captains logs may be a 
source of more adventure at any storyguide's whim. 
Part of a book from Sail Dorsa; (a fabled coveNnt off the 
roast oJ France) is also in the hoard. It contains Lungs of 
the Fish (MuAq 10), Grant Lungs of the Fish (MuAq 15), 
Bind Spirit of the Water (ReAq 20), Summon Spirit of the 
Water (ReAq 20), Pull of the Watery Grave CReAq 25) 
and a new spell: 

Propulsion of the Everpresent Wave ReAq Lv 20 
Near, Sun. 

causes a wave to come into being behind the ship, 
allowing it to be propelled as if it had a full sail. The 
spell can be cancelled by the casler at will or else it will 
last unti l Sunrise/Sunset. llIe spell gives propulsion, 
but not direction change, which must still be supplied by 
a tiller. 

The Golden Ship 
As mentionro previously; the ship i, In extra long 

Viking longboat (100 in length). 11 is made of magically 
enchanted gold which is as lisht as wood and stronS as 
iron. In order for the ship to move magically, someone 
with magical ability must grasp the ruby on the pedestal 
and concentrate on moving the ship. It's powers and the 
arts T1«.'ded to usc them are: 

1. You can move the boat by controlling the 
winds lhat are present na turally. (ReAu 15) 

2. The boat has a magical protection from harm 
(MuTe 20) so tha t nonnal physical attacks will nol 
harm it and magical attacks have to penetrate a level 
20 resistance. 

3. This power allows the controlling magus to 
calm the water in a ten fOOl radius around the ship. 
(reAq 20). 

4. The magus who controls the boat can cause a 
wind to be created (CrAu 25) so that the ship can sail 
as if there wcre a stiff breeze in the sails at all ti TTl('S. 

5. There is the curse! on the ship that anyone 
who harms any of Ireland's native inhabitants while 
using the ship will be fated to man the ship in death 
and protect Ireland from all invader.>. This is a Reeo 
35 and must penetrale a magi's resistance 10 ta kE' 
effect. The CUTS(' is of Daoine Sidhe origin and will 
not affect a member of that race, being primarily 
directed althe human invaders. 

6. Finally, thE' ship can ny through thE' air (ReAu 
SO) if the controlling magus is strong cnough in the 
arts of Rego and AUr.lm. 

All these powers aTe used like spells. In other 
words, a magus must have a Tt'<:h+Form+INT+l 0 equal 
to the level of the power, or thE')' cannot invokE' it. If 
they can invoke the power, they must roll 
Tt'<:h+Form+Stm+die and bcallhe \cvcl of the spell, or 
else they will become fa tigued at the rate of one level per 
half hour of concentration. If they beat the level of the 
spell, they can control that power as long as they can 
remain alert (storyguides should use good judgement 
here). The protection of the boat and the curse cannot be 
controlled. 
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Appendix How Magi See Arcadia: 
Six Different Views 

1M following tat is QbriJlgttl from Iht Jrmr0u.5 lome 
on fat:tUs wriltnr I7y Arastoruldl of House Mmnill3, in tht 
111h un/wry. Though popul4r, some of he, idtaS lind Ihmrits 
today sum very ptod." in light ofwhlll is now known Il~ut 
1M world of furies. TM wiZllrd Grimgrolk of HolISt I~bilon 
has suggesttd IMI it is b«lIust. ~ lime, till fouies dwnge, 
perhaps in rtSp()rISe to the CNm8t:S in 1M outside world. 
Therefore. what mll'j haw Mn trut in Araslondel/'s dsl!fJ is 
no longer Ime !Wlly. Ont fhins is wlDin, Ihe fru:ries IIrt 
tll1wng tht most inscrlltllhlt and enigmatic suU;«ts {ortl 
wiZllrd to stwJy lind pe ,,,,Qntnlly U21id conclusions of any 
writty art very hard to come by. 

The True Shape of Thln\ls 
T have just come from Arcadia, and friends, I tell 

you, all of \I is not to be hated and feared. Arcadia is not 
one place. but many. The followers of the traitor Quen­
dalon Journey to a strange and dangerous place. filled 
with people from long ago, and with mortals who have 
become both more and \($5 than mortal. In this place arc 
what seem to be villages of simple peasants, who can 
cur.;c you or warp you with a single phrase. TI-.cre arc 
vast and awful cities propled by beings more powerful 
than the most powerful magus, who play elaborate and 
dangerous game! with each other and may include 
"visitors" in such games. 

Avoid this place, in it your mind can be blasted 
and your body can be reshaped past even our ability to 
!emedy. 

However, there is another wondrous place 
which is also Arcadia. This place is the most perfect of 
untouched wilderness. In it are trees larger than the 
largest oak, and wide riVeN in which the water is pure 
and powerful. 

I have run in this place as a wolf and now find 
even the most perfect mortal fOn:!St disappointing by 
compari90n. Here, no tree has ever been cut, no 
meadow has evcr felt the bite of the accurs<'d plow. All 
the animals there, and possibly even the plants, are wise. 
Ask them for aid, and they may help you. I met a wolf 
spirit there who appeared as either a wolf or a wolf-like 
woman. She told me thai most mortals avoid this place, 
as do the corrupt faeries who appear as mortal heroes 
and mortal peasants. 11'IC land belongs only to the pure 
nature spirits. [n [t we, brothers and sisters, are welcome 
if we carry no iron, start no fires, and kill nothing we do 
not need to survive. 

It is never easy to reach Arcadia, but for those 
brave of spirit, this laod may be reached by journeying 

to the renter of faerie forests or exploring the depths of 
faerie caves. 

Avoid at all costs faerie mounds, slone circles, 
and other created places. Such places are unf\iltu ral and 
lciid to the unnatural realm of the corrupt facries who 
are morta ls and deal wilh the followeN of Quendalon. 

SpokOlllt tlu! GIIthtrin8 of tht Twdw Tt4r5 by 
GwytUI Filii! of Htlg, follm«r of Bjor1Ultr. Gwyna lives in II 
COVtrulllt on tht tdgt of tht Novgo'od Tribunal. Shto{ttn 
roams tlu! fortsts in wolf form fa' months on t nd. 

True Humanity 
They say we of this House hate humans and all 

things human. This is untrue, we love humanity, but as 
it once was, in the golden age before the twin curses of 
iron and church stole the magic and wonder from so 
much of humanity. The followers of Jerbiton say we can 
learn nothing of humanity from faeries - this is also 
untrue. Fatties include in their number many humans 
who fled the coming of iron and cross to live instead in 
the Eternal World, Arcadia. All that has been lost here is 
still there. If ~ foolish Set!k.crs wanted true answers to 
the origins of magic, they would leave their dust cov­
ered tomes and purncy into the cool sunlight of Ar­
cadia. All of the important things 01 the past are there, 
with none of the dross of modem life. When our House, 
and those who wish to follow us, have learned all we 
can from this mundane world, we should pumey to the 
Eternal World to be with the o thers who have fled the 
destruction of the old ways. However, this world need 
not be abandoned, for it is possible to save it yet. Noth­
ing mortal is eternal and eventually the Dominion will 
falter.1l\cn we shall return as saviors to the;oy and 
beauty starved peoples who remain in the mortal world. 
For the simple price of renouncing iron, we can show 
them how to bring the faerie and the mortal worlds 
closer, as they once were, and shall be again. 

Paradoxia, filia of jcrga, follower of Merinita 
PllradOria lim in a small covenllnt in the Pravt1IQll 

tn'butulI, lind is amctrntd with the TtVivaI lind fosltn'ng of 
fIItTU prACtices 11l1I(Ing tht IoaII pt4S11nt ry. Sht jJ 1/ JptCWist 
in Htrbllm lind Im4go11tm mllgic, lind of/tn lIids rtCtptivt 

pt45IInts. 
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The Potential of the fay 
Some Jesser minds revel in the chaos and 

di50rder of the faeries. This kind of childish delight in 
simple tricks and illusions is beneath notice. However, 
other more worthy minds, especially those in my own 
Houge, see the faeries as ranclo"" fri volous, and best 
avoided. 

I claim thl5 altitude is a mistake. In their present 
form. faeries are useless, but what they represent is not. 
Filcrles are simply collections of w animated by iI 
sentient mind and will. These minds may be the minds 
of ghosts or simply some type of naturally OIXUning 
nature spirit, but that is nOI important. What is impor­
tant is tha t, in addition to the obvious uses of faeries and 
faerie things as sources of raw vis, faeries have other 

"~ 
Just as ghosts can be summoned and controlled 

by magic, it is probable that faeries can also be sum­
moned and bound. Once the proper spells are devel­
opl.'d, faerics can be bound into a fonn useful to the 
magus who bound them. In this way, iI whole range of 
~pcd",\[zcd n~gk .. 1 sc:rvOInls and 5Cnticnt tools an> 
possible. 

Perhaps this type of binding was done once 
before by gifted if untrained mortals, and is responsible 
for the existence of the faeries which aid some peasants 
in their labors. 

My proposal is that faeries of these types be 
captured and used as subjects to determine what type of 
spells should be uscclto bind and reshape them. Once 
this has been accomplished, more powmul faeries may 
be ,.,(ely bound. 

When the rules for binding individual faeries 
!. .... " ",'"'' JcI"""I ... ,J , " "'lsi " .. " ll ..... "",v.,.).. ........... II", 
greatest part of this endeavor. Faerie places like facrie 
forests are,like faeries, s imply collect ions of vis ani­
mated by the spiri ts of the p lace. It should be possible to 
bind these spirits and so gain total control of a faerie 
place. It could then be reshaped into a magical strong­
hold of unrivaled usefulness and power. 

Faeries in their present form may be anarchic 
and useless, but faeries, and e\l{'ntually Arcadia itself 
can be d omesticated, controlled and reshaped. This 
project would grant the Order of Hcl'TTl('S an unrivaled 
amount of power, and would aid all magi regardless of 
their goals. 'propose that research into this project be 
started at once. 

Spoke/'! by Andreas, filius of Coerus, follower oJ 
TrtmeTe, to the Transylvania Tribunal shortly befare he went 
off to a MlTby /rwil mountain to C/ZJlturt SlIme test subjects. 
HeMs not yet refilM. 

Andreas lived In the covenant of Coeris in the 
heart of the Transylvania Tribunal. He specializes in 
Mute and Rcgo magic of all kinds and is most notro for 

reshaping some of the covenant's grogs into more 
"useful" shapes for specialized purposes, a practice he 
stopped after receiving threats of Wizard War from two 
members of House Jerbiton. Reshaping faeries was his 
next project. 

The True form of Arcadia 
What ul\Cducated persons call Arcadia is no less 

than the zone of Platonic ob;ccts. In the doctrine of the 
Greeks, each o~t that we experience up:m our imper­
fect sphere is merely a distorted reflectioTl of its True 
Form, a perfect Object which encompasses all the 
qualities of its type in every Earthly representative. 
Arcadia then, is the sphere ofTroe Forms - each horse 
a perfect Horse, each blilde of grass the true embodiment 
of Crassness. Here we see explained both the transcen· 
dent beauty of the place and its so<alled Strangeness. 
Accustomed as we are to the sight of objects like flicker­
ing shadows of their true forms cast by firelight on a 
wall, in seeing them for the first time as they are, would 
Iht,y 1'101 ~ec", to our wrongly-I,,,lnaci eyes to flicker "nd 
dance? 

About the place itself we can make a few 
deductions - all materials found there would be as their 
alchemical Stars and Essences, and, as Bishop Elusis says 
that Christ is the true Panther, there would be no 
panthers in Arcadia. 

Taedtlus, filius of SIIrdtta, foIlowtr of Bcnisagus 

TaaltluslilltS in 0 large ",«nant in the Crmt Alps 
Tribuntll. He 5peI1ds most of his time resMrching Creo /lUlgi:. 

The True Nature of Arcadia 
Faerie is the country of truth. Not the simple 

troths known and knowable to everyone with half a 
mind, but the truths Ihal must be fought (or, the illumi­
nation that can never be (orgetlen. J1lumination is found 
by reaching through the riddle to Its heart. From the 
symbol, the trained mind can finally gn'lsp the meaning 
of what is signified. The bare meaning is meaningless, 
as the hawk can not see what d ()('5 not move. Wtmtcver 
has no ,ymbol ha~ no meaning, and in the faerie coun­
try. it is not thereat all. There is Mthing plain in Ar­
cadia; everything is to be treasured. If you enter into the 
faerie country, know this - everything is a riddle. 
There is no riddle without a key. Answer a riddle and it 
belongs to YOII; yOIl' power over il is as secllre as if it 
were branded with your mark. Answer every ridd le, 
and a man becomes a god. 

Monstro, filius ofCtrt"i, frJllower of CriRmon 
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Moostro's Faerie Riddles 
Everything exists at the same time. 
Everything that is the same is In the same place. 
1nc key to a creature is its name. 
To go through, look through. 
Walls have ears, and mouths and hands. 

Moostro's Faerie Correspondences 

Ho"" [IgnemJ leaping fire, wav~ of 

w,'" 
Dog ilnt~llegol boundary marker, road 

within a territory 
M,n [Mcntcml N~ 

Bone IRegoJ bird essence 
Feather IAuraml air 

Rod lC6rporeml blood, honey, saffron. 
nourishment 

C"",n /Hcrbaml earth, impurity, rarity, 
nobility, summer 

Circle lTerraml doorway 
Crossed! 
Forked Line(Mutol change, death 
Bird spirit 

Th"" IlmAgonemJ one 
White winter, bone, purity 
Alcohol IViml water 
Water sky, milk 
Gold ,un 

Silver moon, pathway 
Bull [AnimAl) """ Cow IAquaml water 
&11 death, silence 

From a jist by Bruno Marlin, of Ho~ (naman. 
Monstro stat~ that facri~ are incapable 01 Creo 

or Perdo magic, SO no Creo or Perdo correspondences 
are included. 

Monslro usd 10 live in Ii lonely tower nmr Iht Grot 
ofTwisling SJuuJows. HI! has not b«n 5«" in IWmIy ytIIr5, 
bul rumors pmist llIIit rrIIigi who butdr (reo Im4gontm spells 
get irrllige of Monstro insterul of whlit Ih~ in/ended. 

Arcadia - The Losers Who 
Teach 

An:adia is our own world. Its dties areour 
cities, its forests are our forests, but il is yet another 
place. Perhaps it is the world that once was, or might 
have been. Perhaps it is a world Ihat might be, if wars 
had different victors, and kings and gods had other 
followers. lif\! Is a battle fought with diverse weapons 
in pattcms and for reasons we are often too close to see. 
History is our ICS50n-book, to give us a view over the 
battlefields of times and places past. It is the poorest of 
teachers to most mortals, however, for it records only 
the deeds of the victors. But the victors become I(JS EIS 

aod are in their own tum forgotten, and sometimes the 
greatest spoils of battle do not go to those who win. Sec 
the pages of h istory tum - the old gods, with all their 
power and wisdom, defeated by the Dominion, whose 
vast extents have room to admit only one god. Sec the 
ancient peoples, with their customs, arts and sciences, 
their own hIstories, defeated by the new. Scc the Order 
of Hermes make one shape of magic. 

A hundred thousand p!.-'oples, powers, possibili­
ti ~, fade from our view like magi into Twilight. Too 
many years ago, I matched wits with the magi of House 
Criamon, and heard it said that Twilight Is a descent into 
Arcadia. If there were a place where unbeloved gods go, 
and dead hcroc5, k>st ideas, forgotten rountri~, a place 
where every great tower tom down stilI stands and each 
great plan not yet made rises shining in lhe sun, where 
every song forgotten and half-invented lyric we could 
not bring entirely to mind still tantalizes us, I would call 
it Arcadia. 

And if, Indeed, this place exists, it is our own 
world, beyond and beneath us and skewed Sideways out 
of recognition. If this is where magi in Twilight go, and 
into faerie! tum, I would tell a talc not even those of 
Merinita know; a wise magus learns most from the 
I~. 

Tiresills, filius of Prolix, {ol1UUJf!r of T ytll/us. 
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A fantastic 6plendor 
"Ill Ill. ~ s~ -.I, len ",';-;;" i"d,' ,11)(, l'l'ill ,,'uri, ." ~ 'I n. 'Il ,'m, I .. 'hlllt'lI ~I, ,1 .. I h .. ffl'to, 

'iTe' III"'" tho. ~"jftb. \~lU wc livc in fhe , .... -x~1 _"I.mli.::hl Q/1n.-,diJ. In,} Jill! ,,111/ , 
(t"mJlllin,;, I .. 'I~ '.;j.~ d.~ tbel' JR' ~1 .. 1"·!1' dc~tweJ , /)111 n .. ~f hill':' nt, 'Itit! i~ 'f elll.'//' - , 
dId 'r,'{ltllal/!' Ih,' H'minl.'l1 'Jill fllllt"r: l1L'n we ,,JJ{JII ctWII.J~ ,,,j\'I~'t:~ d iI'\" 
,lid I'e,wtl'. ,Jfd hn'1I8 the I:ICOC and Ih<~ m,'rfa{ l·<~r!d.; .. -/-""<.'1: d~ th(,I' l~Il(C 

WC'It". ,lid ,~Iull he ,~I)~r :t>;ilill. " 

-lXx'ron 

A Qealm of Mystery 
TilL. t'\~'k I '1'~lJi,L 1,1 irK\)rpL">lutin;o; lit ,11'1.1 ,I t';wl'i' ill '.Jill' LH\Ill.~1' 

~ 1I111'J.-'~T'\k\" \1.\(":!l·'\ L\~'l'iL\!i ~,-" t~ ,,'1111,';111,1('1'1 d ,n,"I\. ""L'u 
hll!.\~V l' .c'l" (,. V' 1"l'i~1Il ,-hikirt"n'!I"lclie<'l. -niL'\' -:Ie .. ,'n-1 11\ 'til Iii 
Ill, Jic\.!1. IPI Ik T,'lkicn. tn,iili,'l1l. DiKL,ver the ~~i:v..i· til.: cenl;HII, 11 .. 
TU,IU',I ,k~ llu .. mu. n ,('I,---"::Itm .. 'S ;U', Ih, m:',&eri,.I"- I, Z;llrc ,1Il,i \UI"nl\Cly 
m &iL:Jl1x !':" til" Ii" l '\\-'lkl til': lI'ilLh 01 '11;11 ('iviliZ;tIi\'II, I rn,lll 
)\' ,11m • II 'kr,o;t,lIljil0_ 

CO\11\T& 
• I\:\,'k':l", '1lIki l~1: Uw' natuI'C l~1 I:l('"nc!'>, Icr-c- UK~V ~ 'L: k IUk!. th~ IIl,i. , 

Ih(~\ Ul!· ll'il. :\11,1 III., cliV('I,,-' 'YF"" 0Ire;-lI,!rc:-~ tb,11 mJl-:- up UK'ir "',,)11...:1_ 
• l)ul, . ~ k'!' ,!('\,,,k 'I 'illS f~"r;l''''; ;l,~ f,l:lV. >]' d<lf;}c,:I, T,~, k;lt '!rinS II,,,, viii lie''', 

II.I~'~ :!!I,i ,Ihilitj('~ €-llik~ll--) Lhc hnic oiL,!:J 
• :\n ('xl, -n~i\'c ,i.""''fiptj~-m ,--~f Art'~diJ. lhc "~',--,!U ,--'1 I Ltc'li, 

• ,\11 ell-1m, '!I" 1'<- ~lj:lly. ill,"b dins even r C1~rit- I..1IQ'Y: II lc.--, llic On.kr d 11"'1'111,'.-
• j', 'Ill' . 1 .. 'Iil'~ ill\',,'lv i ll(~ t:\('I'i('~ HIt' i!l dll~--kYI tD h,lp th(' 6lOfl'Lclkr 

illL ,:,1, LI)( \l1~ltJ..'ri:J1 into h~_~ or h('1' own Cx!(:~l. 

<']l 'lIs'a - ~i<~~~~ 
I ::!98 Winh:r Pia.;.: • i\nniSlon, 1\ 1. 3620 I 
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