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Places and Times
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Nations and Peoples of Mystara
Kingdom  of  Al fheim

Compr ised enti r ely of the great forest of 
Canolbar th, Alfheim is the r esettled homeland 
of the Sylvan elves.  Steeped in myster y, the 
elves keep to themselves w ith the exception of a 
single tr ading ci ty.

Language: Elven

Em pi r e of  Alphat ia

Located on the continent of the same name, 
Alphatia is a power ful magocracy where 
w izards control al l  aspects of government and 
those w ithout the ar t are second class ci tizens.

Language: Alphatian, Nithian

At r uaghin Clans

Isolated from the r est of the Know n Wor ld, the 
f ive tr ibes of Atr uaghin are content to be left 
alone to their  hunts.  A deeply spir i tual people, 
the clans r evere the Immor tals more than any.

Language: Atr uaghin

Republ i c of  Dar ok in

One of the two major  tr ading powers of 
Mystara, Darokin is a functional plutocracy 
populated by an extr emely hard working 
people.  Whi le possessing a mighty army, 
Darokin prefer s diplomacy.

Language: Darokin

Ethengar  Khanates

A war l ike people now  reunited under  a Golden 
Khan, the Ethengar  people are ski l led horsemen, 
and consummate war r ior s.  When uni ted they 
present a ter r i fying foe.

Language: Ethengar

Five Shi r es

The homeland of the hin, the Shir es are r ich in 
agr iculture and culture.  The population enjoys 
their  pastoral l i fe, but w i l l  defend to the death i f  
provoked.

Language: Hin

Pr incipal i t i es of  Glant r i

A splintered magocracy, Glantr i  is home to a 
var iety of cultures and peoples, al l  devoted to 
improving their  posi tion through magic.  
Extr emely power ful, but highly fr actious.

Languages: Thyatis, Alphatian, Belcadiz, Elven, 
Averoigne, Flaemish, Ethengar, Klantyre

Kingdom  of  Ier endi

A peaceful mar i time nation, this chain of islands  
has become one of the most popular  tour ist 
attr actions for  the wealthy.  Their  love of 
adventurer s goes a great way to keep their  
nation safe.

Languages: Makai

Gr and Duchy of  Kar am eikos

The newest nation, amicably spl i t from Thyatis, 
Karameikos is an untamed land sti l l  being 
settled.  Scarcely populated, i t is f i l led w ith 
threats both know n and unknow n.

Languages: Traladaran, Thyatian

Minr othad Gui l ds

The second great tr ading power, Minrothad is 
an elven island nation that welcomes humans, 
dwar ves and hin into their  business.  The 
undisputed powerhouse in overseas tr ade, w ith 
a bi t of pir acy for  fun.

Language: Patois
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Kingdom  of   Ost l and

The most power ful of the Nor thern Reaches, 
Ostland is the most aggressive as well .  Though 
weaker  than they used to be, they l ike to r emind 
the other  Nor thern nations of their  power.  

Language: Heldannic

Kingdom  of  Rockhom e

Found deep underground, the Dwar ves r un 
Rockhome as they always have.  Slow  to change, 
slow  to progress  Rockhome has few  fr iends and 
few  enemies.  Just the way the dwar ves l ike i t.

Language: Dwar ven

Soder f jor d Jar ldom s

Less a nation than a group of al l ied minor  
nobles, Soder f jord is a land tr apped in the past.  
Poli tical ly weak and hopeless divided, 
Soder f jord is looking for  a strong leader  to uni te 
them.

Language: Heldannic

Em pi r e of  Thyat i s

The most power ful empire on the mainland, 
Thyatis' inf luence is felt throughout the 
continent.  Though weakened by stagnation, i t is 
sti l l  the most power ful mi l i tar y for ce 

Language: Thyatian

Kingdom  of  Vest l and

The most modern of the Nor thern Reaches, 
Vestland has put behind i ts r aiding histor y and 
has settled on becoming an economic power  
once i t has secured i ts ow n borders.

Language: Heldannic

Em i r ates of  Ylar uam

A deeply r el igious deser t kingdom, Ylaruam has 
throw n off the yoke of two empires and is in the 
middle of a spir i tual debate on i ts ow n future.

Language: Ylar i
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Cities of Mystara
Al fheim  Ci t y set up in the in the middle of the 
Canolbar th forest as a tr ading outpost, this 
unoff icial capi tol of Alfheim is what most people 
see when they visi t the elven kingdom.  Whi le 
l i ttle governing is done here, this is where other  
nations set up their  embassies.

Ci ty of  Star s is the largest ci ty of the Shadow  
Elves.  Unknow n to outsider s, the enti r e ci ty is 
bui l t in a pocket of r everse gravi ty on the roof of 
a cavern.  Sur rounded by hosti le environments 
and creatures, i t is a testament to the Shadow  
Elves w i l l  to sur vive. 

Dar ok in  Ci ty is the largest tr ade ci ty on the 
mainland.  Home to the Merchant's Gui ld Hall , 
there is nothing you cannot buy in Darokin City.  
The largest f inancier s also r eside here, making 
this ci ty an unr ivaled economic powerhouse.

Dengar  is two ci ties in one.  On the sur face is 
where the dwar ves meet w ith other  r aces.  But 
below  ground is where ever ything happens.  
Bui l t by dwar ves for  dwar ves just the size of i t 
makes i t intimidating for  other  r aces.

Glant r i  Ci t y is the hear t of the fr actious Glantr i , 
compr ised of canals for  str eets and bicker ing 
w izards for  ci tizens.  Magic is the norm here, 
where even the most mundane tasks are 
accomplished through sor cer y.

Ier endi  is the scenic capi tol of the island nation 
of the same name.  Like the nation around i t, i t 
is a scenic mar vel f i l led w ith r esor ts and 
enter tainments.  Ever ything happens at a 
leisurely pace, exactly as i ts people l ike i t.

Minr othad  is the nautical tr ading powerhouse.  
Set in a caldera, i ts protected posi tion al lowed i t 
to f lour ish as a tr ading por t.  The ci ty is f i l led 
w ith shops of al l  types, and i t is one of the 
largest shipbui lder s in the Know n Wor ld.

Nor vi kk  is the pr ide of Vestland.  I t r epresents 
the nation's attempt to become a modern state.  
Now  merchants have replaced war r ior s as the 
most common sight, and new  bui ldings are 
being erected on a r egular  basis.

Ser r aine is r arely seen but often talked about.  
A magical f lying ci ty bui l t by the Sky Gnomes, i t 
tr avels the continent engaging in mad 
exper iments and tr ading exotic mater ials w ith 
the nations below  them.

Shi r eton  is the hear t of hin culture.  Here you 
you f ind a ci ty w ith l i ttle bustle, no great 
intr igues and a people who are content w ith 
l i fe.  Most f ind the spread out ci ty bor ing, but 
the hin would not have i t any other  way.

Soder f jor d  is a poor  tow n, r ef lecting i t 's nations 
for tunes.  I t is a spraw ling mess of poor ly 
constr ucted bui ldings w ith l i ttle organization.  
I ts r eputation for  being a dangerous place to be 
after  dark is ver y well  deser ved.

Specular um  is the capitol of Karameikos.  I t is a 
blending of two ci ties and peoples.  The older  
Traladaran culture is slow ly being r eplaced by 
the newer  Thyatian settler s.  I t is a fascinating 
place to watch the cultures clash and merge.

Thyat i s Ci t y is the largest ci ty on the mainland 
and is the busiest as well .  Ever ything in Thyatis 
is bigger, from the slums to the mansions.  
Constantly in motion, there is nothing and no 
one you cannot f ind here.

Sundsval l  is the magical capi tol of Alphatia.  
Here the mar velous is mundane, as skyships f i l l  
the air.  Bui ldings f loat above the ground, 
r eachable only w ith magic.  I t is a ci ty bui l t by 
w izards for  w izards.

Ylar uam  is a r elatively new  ci ty compared to 
the wor ld.  Bui l t by Al-Kalim, Ylaruam is a 
oddity of a nomadic culture in one place.  
Famed for  i ts markets and temples, i t is not 
often fr iendly to outsider s.

Zeabur g, the capitol of Ostland is compr ised of 
ver y r ich nobles and ver y poor  peasants.  The 
ci ty is more of a place for  the army to camp than 
for  people to l ive.  Only the presence of the King 
and his cour t keeps the ci ty from being 
impover ished.
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Centers of Learning
Col lege of  Wizar dr y is not as impressive as i t 
sounds.  Shadow  Elf shaman do not al low  
w izards any formal education, this small school 
in the City of Star s is in the back of a magic 
supply shop.

Col legium  Ar canum  is the off icial school of 
magic in Thyatis.  Whi le not as impressive as 
others of i ts type, i t is sti l l  one of the largest.

Dar ok in  Diplom at i c Cor ps r un a ser ies of 
col leges to teach i ts new  off icer s how  to negotiate 
w ith outsider s.  I t focuses heavi ly on languages, 
business and foreign culture.  I t also teaches 
Aurumancers spells r elated to f inance.

Gr eat  School  of  Magic in Glantr i  Ci ty is possibly 
the most famous school in the Know n Wor ld.  
Fi l led w ith w izards of al l  sor ts, from apprentices 
to ar chmages, w ith r umors of hidden lore 
ever ywhere.

Ier endi  Publ i c School  is the where the islanders 
go for  a basic education.  I t is the only public 
school for  the enti r e nation, but more than 
adequate for  the enti r e population.

Meal idor  Libr ar y Tr ee is an actual tr ee, f i l led 
w ith scrol ls and books dating back thousands of 
years.  Exclusive to Clan Mealidor, few  outside 
elves and even fewer  humans are al lowed entr y.

School  of  Ar t  in Ierendi is the largest bardic 
school in the Know n Wor ld.  Whi le i t teaches 
other  ar ts, i t is the main source for  classical ly 
tr ained bards.  Painter s, w r i ter s and sculptor s 
also f lock to the school as well .

Thyat i s Gr eat  Libr ar y is the largest col lection of 
books and scrol ls know n.  Whi le not a magical 
school, al l  things mundane and histor ical can be 
learned here.  I t is open to the nobles of Thyatis 
and those w ith enough coin to gain entr y.

Tutor ial  Gui l d  is the largest school in Minrothad.  
Whi le i t teaches many nautical tr ades, i t is most 
famous for  being the source of many 
Aurumancer  spells r elated to nautical tr ade.

Univer si t y of  Sundsval l  at twenty ci ty blocks is 
the unquestionably the largest univer si ty know n.  
Ever y w izard in Alphatia r ecieves their  tr aining 
here, w ith enti r e w ings devoted to magical 
r esearch.
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Crimes and Punishment
Nation Assault Inci ting 

Riot
Fraud

Alfheim Fine Fine Fine

Alphatia Fine Slavery Fine

Atruaghin Censure Not a Crime Censure

Murder Slander Tax 
Evasion

Theft Rape Treason

Exile Fine Exile Fine Exile Exile

Fine or 
Death

Fine Fine or 
Slavery

Fine or 
Slavery

Fine or 
Death

Death or 
Cursed

Exile or 
Death

Censure Not a Crime Not a 
Crime

Exile Exile or 
Death

Darokin Fine Fine Fine Death Fine Fine Fine Death Death

Ethengar Caning Death Caning Murder Caning Death Caning Death Death

Five Shir es Quest Quest Quest Quest or 
death

Quest Quest Quest Quest or 
Death

Quest or 
Death

Glantr i Maiming Maiming Maiming Death Public 
Flogging

Up to ten 
years

Maiming Sex 
Change

Death

Ierendi Up to 3 
years

Up to 3 
years

Up to 4 
years

Up to 30 
years

Up to 4 
years

Up to 4 
years

Up to 4 
years

Up to 30 
years

Up to 30 
years

Karameikos Up to 1 
year 

Up to 1 year Up to 6 
years

1 year up to 
death

Up to 6 
months

Up to 6 
years

Up to 6 
years

1 year up 
to death

Death

Minrothad Loss of 
hand

Loss of 
tongue

Up to 20 
years

Death Pilloried Flogging Loss of 
Hand

Death Death

Ostland Slavery Slavery Slavery Slavery or 
Death

Beating Slavery or 
Beating

Slavery or 
Beating

Slavery 
or death

Death

Rockhome Exile Exile Exile Life, Exile or 
Death

Inactivity Inactivity Inactivity Life, Exile 
or Death

Life, Exile 
or Death

Soder f jord Beating Beating or 
Conscript

Beating Beating or 
Death

Beating Beating or 
death

Beating Beating 
or Death

Death

Thyatis Public 
Flogging

1 month up 
to death

Public 
Flogging

1 month up 
to death

Public 
Flogging

1 month up 
to death

Public 
Flogging

Public 
Flogging

Death

Vestland Fine or 
Conscript

Fine or 
Conscript

Fine Death or 
Conscript

Public 
Flogging

Public 
Flogging

Fine or 
Conscript

Death or 
Flogging

Death

Ylaruam Public 
Flogging

Censure or 
death

Censure Death Censure Death Public 
Flogging

Death Death
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Mystara Calendar
Nuwmont (Nyxmir)

Lunadain Gromdain Tserdain Moldain
1 See Below 2 Spring Equinox 3 4

8 9 10 Ylaruam  
Ashura' Shi'a

11

15 16 17 18

Nytdain Loshdain Soladain
5 6 7

12 13 14 Glantri Spring 
Break

19 20 21

22 23 24 25 26 27 28

1 See Below 2 3 4

8 9 10 Minrothad 
Feast of the 
Si lver  Purge

11

15 Alphatia 
Closing Day

16 17 18 Glantr i  
Monster s Fair

22 23 Darokin 
Chancellor 's 
Day

24 25

5 6 7  See Below

12 13 14

19 20 21 Pear l Islands 
The Drow ning

26 27 28 Alphatia 
Extr a Day

1 See Below 2 3 4

8 9 10 Glantr i  
Spr ing Break

11

15 See Below 16 17  Rockhome 
Caravan Day

18

22 23 24 25 Glantr i  
Ar canum

5 6 7Alphatia 
Landfal l  Day

12 13 14

19 20 21

26 27 28  Karameikos 
Day of the Dead

1 Nuw mont- Var ious New  Years, Glantr i  Good Spr i te Day

Vatermont (Amphimir)

1 Vatermont- Alphatia New  Year, Ethengar  Winter  Festival

7 Vatermont- Alphatia Land Fall  Day, Ethengar  Day of the Golden Khan

Thaumont (Alphamir)

1 Thaumont- Fir st Day of Spr ing, Ylaruam Independence Day, Shadow  Elves Discover y Day, Ierendi 
Rebir th

15 Thaumont- Alphatia Opening Day, Ethengar  White Horse Ceremony



10

Flaurmont (Sulamir)
Lunadain Gromdain Tserdain Moldain

1 Var ious Day of 
Adulthood

2 3 Glantr i  
Par l iament Day

4

8 9 10 Minrothad 
Merchant Pr ince 
Day

11

15 Ethengar  Day 
of Blessings

16 Shir es Fir st 
Flower ing

17 18

Nytdain Loshdain Soladain
5 6 7 Rockhome 

Ar rangement 
Day

12 13 Alphatia 
Er iadna's 
Bir thday

14

19 20 Glantr i  
Parade Day

21 Darokin 
Masked Ball

22 Thyatis 
Emperor 's 
Bir thday

23 24 25 26 27 28

1 Alphatia Day 
of Magic

2 3 4

8 9 10 11

15 See Below 16 17 18 

22 23 24 25

5 6 7  

12 Ylaruam  
Mawlid an Nabi

13 14  Glantr i  
Gondola Games

19 20 21 Rockhome 
Cler ic's Forum

26 27 Minrothad 
Minrothad Day

28 

1 See Below 2 3 4

8 9 10 11

15 See below 16 17 18

22 Shir es 23 24 25

5 6 7 Rockhome 
Weddings Day

12 Shadow  Elves 
The Rejection

13 14

19 20 21

26 27 See Below 28  See below

16 Flaurmont- Shir es Fir st Flower ing, Ethengar  Day of Par tings

Yarthmont (Sudmir)

15 Yar thmont- Alphatia How ling Day, Ethengar  Day of Bir th Blessings

Klarmont (Vertmir)

1 Klarmont- Fir st Day of Summer,  Ierendi Freedom day and Crow n Tourney, Karameikos Day of the 
Straw  Men, Alfheim I lsundal Day, Soder f jord Thing 

15 Klarmont- Thyatis Days of the Hoof, Glantr i  Night of the Red Moon, Ylaruam  Laylat Al-Baraa

27 Klarmont- Ylaruam Lai lat al Mir aj, Minrothad Minroth Day

28 Klarmont- Glantr i , Karameikos Night of Fir e
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Felmont (Islamir)
Lunadain Gromdain Tserdain Moldain

1  Karameikos 
Beast's Day

2 3 4

8 9 10 11

15 See Below 16 Rockhome 
Battle of Sardal 
Pass

17 18

Nytdain Loshdain Soladain
5 6 Hattias Vanya's 

Dance
7

12 13 14  See Below 

19 20 21

22 23 24 25 Glantri 
Beggar's Hope

26 27 See Below 28 Minrothad 
Day of Silence

1 See Below 2 3 4

8 9 10 11

15 Glantr i  
Vyonnese 
Carnival

16 17 18 

22 Ethengar  
Great Horse Fair

23 24 25

5 6

12 13 Darokin Day 14

19 20 21 

26 27 28 

1 See Below 2 Ierendi 
Celebration of 
the  Sea

3  Rockhome 
Show ing day 

4

8 9 10 11

15 16 17 Shadow  
Elves Muster ing 
Day

18

22 23 24 25

5 6 7

12 13 14

19 20 21

26 27 Minrothad 28  

1 Felmont- Karameikos Beast Day, Ierendi The Rebir th

14 Felmont- Glantr i  Fer ia de Toros, Shadow  Elves Cornerstone Day

15 Felmont- Thyatis Days of Valer ias, Alphatia Doggerel Days, Shir es High Summer, Ethengar  
Gather ing

27 Felmont- Ylaruam Lai lat al Qadr, Minrothad All 's Reckless Day

Fyrmont (Andrumir)

1 Fyrmont- Shir es Day of Heroes, Ylaruam 'Id al Fi tr  

Ambyrmont (Cyrpimir)

1 Ambyrmont- Fir st Day of Fall , Shir es Fast and Feast, Ethengar  Fir st Day of Riding
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Sviftmont (Hastmir)
Lunadain Gromdain Tserdain Moldain

1 2 3 4

8 See Below 9 10 11

15 Darokin Great 
Reckoning

16 17 18

Nytdain Loshdain Soladain
5 6  See Below 7

12 13 Shadow Elves 
Tarasf ir Birthday

14  Glantri 
Raising of the 
Walls

19 20 21

22 23  Ethengar Day 
of Counting

24 Ethengar Day 
of Naming

25 26 27 28  Karameikos 
Stefan's Birthday

1 Ethengar  
Cretia's Day

2 3 4

8 9 10 11

15  Ethengar  
Night of Spir i ts

16 17 18 

22 23 24 25

5  Glantr i  
Necromantia

6 Darokin 
Har vest Day

12 13 14 

19 20 21 

26 27 28 

1  Fir st Day of 
Winter

2 3   Ierendi, Days 
of Right

4

8 9 10 Ylaruam'Id al 
Adha

11

15 See Below 16 17 18

22 23 Minrothad 
Midw inter  
Festival

24 25

5 6 7

12 13 14 Glantr i  Ice 
Games

19 20 21

26 27 See Below 28  Glantr i  Bells 
of Fate

6 Svi f tmont- Glantr i  Best Wishes of Krondahar, Ethengar  New  Year

8 Svi f tmont- Thyatis Vanya's Day, Alphatia Star t of Wine Festival

Eirmont (Eimir)

22 Eirmont- Five Shir es The Reaping, Thyatis Protius' Day

Kaldmont (Burymir)

15 Kaldmont- Thyatis Footman's Games, Glantr i  Boldavian Procession, Ethengar  Blessing of Golden 
Khan

27 Kaldmont- Glantr i  Alexander  Day, Ethengar  Day of Law

28 Kaldmont- End of Year, Glantr i  Bells of Fate, Nor thern Reaches Loki  Day, Minrothad Midw inter  
Festival
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Calendar s of  Other  Nat ions

Ethengar Five Shir es Rockhome Ylaruam

Amai Clabbas* Whar l in Muhar ram

Hiskmai Vuuldir Mor l in Safar

Yalmai Maehin Hralin* Rabi al Aw wal

Haimai Odelin Hw yr l in Rabi al Thani*

Kevamai Gondulr im Styr l in Jumada'l  Aw wal

Seimai Mithintle Bahr l in Jumada'l  Thani

Lingmai Goldaun Buhr l in Rajab

Tr ingmai Fyr tal Kl intl in Shaban

Demai Aumbyr Bir r l in Ramadan

Chagai* Ssanti i r Bi f l in Shaw wal

Rinpoch Tembi ir Jhyr l in Dhu'l-Qadah

Komai Daunti l Kudlin Dhu'l-Hi j jah

* Indicates star t of year.

Days of  the Week

Thyatis Alphatia Ethengar Five Shir es

Lunadain Majhur Xingqir i Lunadain

Gromdain Ti jhur Xingqiyi Gromdain

Tserdain Wojur Xingqier Tserdain

Rockhome Ylaruam

Syhardan Yaum al-ahad

Thradan Yaum 

Evedan Yaum at-tal i t

Nytdain Flajhur Xingqisi Nytdain Duldan Yaum al-hamis

Loshdain Sejhur Xingqiw u Loshdain Sythdan Yaum 

Soladain Lahjur Xingqi l iu Soladain Fi ldan Yaum as-sabt
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Minrothad Calendar

The Minrothad Gui lds use the Thyatian calendar  
for  tr ade purposes, but that their  ow n calendar  
for  national date r eckoning.  They divide their  
year  into 11 months of 30 days, each w ith f ive 
six-day weeks.  To balance the year, they add a 
special six day week to the end.  The cur rent 
year  is 311 by Minrothad Dating.

Onmun (Nuw mont 1-Vatermont 2)

Tomun (Vatermont 3-Thaumont 4)

Dreimun (Thaumont 5-Flaurmont 6)

Firmun (Flaurmont 7-Yar thmont 8)

Birmun (Yar thmont 9-Klarmont 10)

Sagmun (Klarmont 11-Felmont 12)

Sebmun (Felmont 13-Fyrmont 14)

Oxmun (Fyrmont 15-Ambyrmont 16)

Nomun (Ambyrmont 17-Svi f tmont 18)

Decmun (Svi f tmont 19-Eirmont 20)

Elfmun (Eirmont 21-Kaldmont 22)

Mitwok (Kaldmont 23-28)

Shadow  Elves Calendar

The shadow  elves divide their  year  into 14 
months of 24 days each.  Each month takes i ts 
name from a ver se of the Refuge of Stone, an 
impor tant histor ical text.  There are no weeks, 
and days are not named.  The shadow  elves' 
cur rent year  is 2116.

Gather ing (Nuw mont 1-24)

Name (Nuw mont 25-Vatermont 20)

Refuge (Vatermont 21-Thaumont 16)

Shaman (Thaumont 17-Flaurmont 12)

Cr ystal (Flaurmont 13-Yar thmont 8)

Bir th (Yar thmont 9-Klarmont 4)

Wanderer s (Klarmont 4-28)

Temple (Felmont 1-24)

Food (Felmont 25-Fyrmont 20)

Days (Fyrmont 21-Ambyrmont 16)

Army (Ambyrmont 17-Svi f tmont 12)

King (Svi f tmont 13-Eirmont 8)

Others (Eirmont 9-Kaldmont 4)

Bounty (Kaldmont 5-28)
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Alexander  Day. Glantr ians hold an hour  of 
si lence then gather  looking for  a good omen.

Al l 's Reck less Day. Minrothad celebrates the 
end of tax day w ith a no holds bar red par ty. 

Ancestor 's Day. Alphatians set aside a table 
setting for  dead ancestor s and visi t graves. 

Ar canium . Four  day fair  in Glantr i  to learn new  
spells, buy new  magic i tems and mingle. 

Ar r angem ents Day. Dwar ves propose mar r iage 
tr adi tionally on this day. 

Ashur a'  Shi 'a. The Ylar i  lose their  r estr ained 
nature and cut loose, alcohol is even tolerated. 

Bask  Day. A day of laziness, no one in 
Minrothad works. 

Bat t l e of  Sar dal  Pass. Dwar ves r el ive their  
most famous battle w ith mi l i tar y celebrations. 

Beasts Day. Traladarans dress up in costume to 
r emember  defeating the beastmen of old.

Beggar 's Hope. For  one day beggars in Glantr i  
are al lowed on the ci ty str eets unhar rassed. 

Bel l s of  Fate. Glantr ians r ing bells al l  night to 
ward away even spir i ts.

Best  Wishes of  Kr ondahar . Native Ethengar  in 
Glantr i  celebrate the new  year.

Bi r thday of  Tar asf i r . Shadow  elves celebrate 
thier  f i r st king w ith feasts and revels.

Bi r thday of  Th incol  I . Imper ial fami ly hosts 
games and parades and throw  coins to the poor. 

Blessing of  the Golden Khan.  The Ethengar  
host games at the w inter  camp of their  khan.

Boldavian  Pr ocession. Peasants march the 
str eets ti l l  daw n holding tor ches and gar l ic.

Caravan Day. Caravans leave Rockhome, those 
left behind feast and toast the merchants. 

Celebr at i on of  the Sea. Ierendi tie their  boats 
together  into a f loti l la to host a massive par ty. 

Chancel l or 's Day. Working holiday in 
celebration of Darokin's f i r st Chancellor. 

Cler i cs For um . Pr iests of Kagyar  meet to 
discuss problems and changes to their  order. 

Closing Day. Alphatians schools close, and the 
chi ldren r eturn home.

Cr et ia's Day. Ethengar  play harmless pranks on 
each other  al l  day.

Holidays of the Known World
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Dar ok in  Day. Darokin closes al l  shops and 
celebrates the bir thday of i ts founder. 

Dar ok in  Masked Bal l . Annual bal l  is held in the 
capitol, w i th proceeds going to char i ty. 

Day of  Adul thood . Chi ldren r eaching the age of 
major i ty are presented as adults. 

Day of  Bi r th  Blessings. The shaman pray to the 
White Horse to watch over  the bir th of the foals. 

Day of  Blessings. Tr ibal khans divide up their  
wealth among their  fol lowers. 

Day of  Count ing. Ethengar  count their  herds to 
gain favor  w ith the khan.

Day of  Her oes. Hin spend the enti r e day 
cleaning up war  memor ials and battlef ields. 

Day of  Law. Ethengar  r eci te their  laws given by 
Tubok, al l  cr ime is punishable by death.

Day of  Magic. Alphatia celebrates w ith magical 
displays for  the crowds, most businesses close. 

Day of  Nam ing and Welcom ing. Ethengar  
present present chi ldren and get engaged.

Day of  Par t i ngs. Ethengar  tr ibes spl i t up and go 
their  ow n ways. 

Day of  Si l ence. Si lence is mandated in 
Minrothad for  one ful l  day under  legal penalty.

 Day of  the Dead . Traladarans clean their  
houses, then feast mer r i ly at night. 

Day of  the Hoof . Kerendas host a week of 
equestr ian events. 

Day of  the St r ay Man . Traladarans burn l i ttle 
str aw  men in eff igy to absolve their  sins. 

Day of  Valer i as. Fol lowers of Valer ias get 
engaged, mar r y or  other w ise engage in tr ysts. 

Days of  Right . Tradi tion Ierendi day of 
engagements and mar r iage.

Dogger el  Days. Alphatian schools celebrate 
drama, music and other  ar ts in a sponsored fair.

Em pr ess Er iadna's Bi r thday. Nobles give gi f ts 
to the Empress or  a coin to beggars in her  name. 

Feast  of  the Si l ver  Pur ge. Minrothaddians tel l  
scar y stor ies and are grateful for  good luck. 

Fer ia de Tor os. Belcadiz elves r elease bulls in 
their  str eets and run alongside them. 

Fi r st  Day of  Riding. Ethengar  chi ldren r eceive 
their  f i r st hor se. 

Fi r st  Flower ing. Hin gather  up seeds to be 
planted in the fal l . 

Footm an's Gam es. Week long celebration of 
weaponsmithing and war  games.

Fr eedom  Day/Cr own Tour ney. Ierendi elects a 
new  King and Queen w ith much fanfare. 

Gondola Gam es. Gondolier s host mock jousts 
al l  day, no business is done. 

Good Spr i te Day.  Glantr ians play harmless 
pranks on each other  al l  day.

Gr eat  Hor se Fai r . For  a week Ethengar  
war r ior s tr ade horses and shaman convene. 

Har vest  Day.  Darokinians dress up l ike 
farmers and celebrate the har vest. 

High Sum m er . For  two weeks the Hin feast and 
per form dramas, burning a dead or c for  luck. 

Howl ing Day. Alphatians r un w i ld, having just 
one huge par ty. 

I ce Gam es. Glantr i  Ci ty shuts dow n for  three 
days of w inter  games and balls.

' I d al  Adha. Somber  day of r emembrance and 
sacr i f ice to the Immor tals.

' I d al  Fi t r . A chi ldren's hol iday of gi f tgiving and 
general ly mer r y making.

I l sundal  Day. Celebrating I lsundal 's ascension, 
each elf  tr ibe holds a di f ferent celebration.

Independence Day. A day of r emembrance of 
those mar tyred dr iving out foreign invaders.

King Stefan 's Bi r thday. A day of parades and 
mi l i tar y games, w ith petty cr imes pardoned.

Lai l at  al  M i r aj . Holy day at the temple 
celebrating Al-Kalim's immor tal i ty.
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Lai l at  al  Qadr . Ylar i  pray at their  homes hoping 
to be blessed w ith good for tune.

Landfal l  Day. Solemn celebration of Alphatian 
ar r ival in new  wor ld. 

Laylat  Al -Bar aa. Dinners are held where past 
sl ights are forgiven.

Mawl id an Nabi . Cler ics spend the day tel l ing 
crowds about Al-Kalim's teaching.

Mer chant  Pr ince Day. Wizards create magical 
f i r eworks whi le parents throw  out old clothes. 

Midw inter  Fest ival . Minrothaddians celebrate 
w ith gi f t giving and mer r y making.

Minr othad Day. Election day,  celebrated w ith 
r egattas and picnics. 

Monster s'  Fai r . Monster s are paraded through 
Glantr i  Ci ty on the way to the auction block. 

Muster ing Day. Shadow  Elves take a census and 
per form mil i tar y demonstrations. 

Necr om ant ia. Klantyre celebrates i ts fal len 
heroes, cleaning up graves and battlef ields.

New Year s. Typical ly celebrates around the 
continent w ith gi f t giving, parades and festivals. 

Night  of  Fi r e. Traladarans ever ywhere go 
looking for  lost tr easure. 

Night  of  Spi r i t s. Ethengar  fast as the boundar y 
between the spir i t wor ld weakens for  a day.

Night  of  the Red Moon . Glantr i  w izards 
celebrate a r ed ful l  moon. 

Opening Day. Alphatian univer si ties have their  
f i r st day of class. 

Par ade Day. Glantr i  army marches in parades 
and hosts mock games. 

Par l i am ent  Day. Glantr i  pol i ticians take a day 
off  work. 

Pr ot ius'  Day. Celebrated w ith cler ical r i tuals 
and quiet feasts.

Raising the Wal l s. Glantr ian w izards tr y to one 
up each other  creating defenses for  their  ci ty.

Show ing Day. Dwar ves get together  to show  off 
new  wares and discuss new  techniques. 

Spr ing Br eak . Glantr i  students cut loose and 
use spells to blow  up ice in the canals. 

The Cor ner stone. Shadow  Elves celebrate 
creation of their  temple by star ting new  repair s.

The Discover y. Shadow  Elves celebrate 
discover y of their  home w ith songs and food. 

The Dr owning. Pear l Islanders launch toy 
canoes w ith candles to appease the sea. 

The Fast  and the Feast . For  twelve days hin 
f i r st fast for  six days then feast for  six days. 

The Gather ing. Ethengar  celebrate summer  by 
decorating camp w ith gar lands. 

The Reaping. Last hin hol iday of the year  w ith 
feasting, romance and rest.

The Rebi r th . Week long holiday in Ierendi 
alongside planting of new  crops. 

The Reject i on . Shadow  Elves fast to r ef lect on 
their  betr ayal by Alfheim.

The Thing. Soder f jord Jar ls meet to enact new  
laws and settle old scores. 

The Unsheath ing. The Shir es r emember  the 
Thyatian invasion by arming themselves.

Vanya's Dance. Hattians and Heldannic Knights 
per form r i tual dances in ful l  armor.

Vanya's Day. Thyatis celebrates victor y by 
Vanya w ith good natured duels and feasts. 

Vyonnese Car n ival . New  Averoigne celebrates 
w ith br ight costumes and loud noises. 

Weddings Day. The most popular  day for  
dwar ves to mar r y. 

Whi te Hor se Cer em ony. Shamans sacr i f ice a 
white hor se to protect herds in the new  year.

Wine Fest ival s. A week long w ine festival w i th 
contests and tastings.

Winter  Fest ival . For  a week the Ethengar  
compete and feast. 
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Coins of the Known World
Nation 1/100 CP 1/10 SP 1/2 EP

Alfheim Passim Tentr id Half Daro

Alphatia Judge Mir ror N/A

Atruaghin Land Cloud N/A

1 GP 5 PP

Daro Leaf (r are)

Crow n N/A

N/A N/A

Darokin Passem Tentr id Half Daro Daro N/A

Ethengar Tang Tang Tang Tang Tang

Five Shir es Sunset Star N/A Yellow N/A

Glantr i Penny (5) Sovereign N/A Ducat Crow n (50)

Ierendi Cokip Sana N/A Geleva Pali  (10)

Karameikos Kopec Crona N/A Royal N/A

Minrothad Plen Quer t Byd Crona N/A

Ostland Oren Eyr ir N/A Krona N/A

Rockhome Stone Star N/A Trader /Moon Sun (10)

Soder f jord Oren Gundar Penne Markka N/A

Thyatis Denar ius Aster ius N/A Lucin Emperor

Vestland Oren Floren Hellar Guldan Schi lder

Ylaruam Fal Dir ham N/A Dinar N/A

Special Cur rencies

Glantr i 's Penny is wor th 5cp, the Crow n is enchanted platinum wor th 10pp.  I f  the enchantment is 
dispelled the coin is only wor th 1pp

Rockhome's Sun is wor th 2pp,  They have a si lver  tr ade coin they use wor th 1gp w ith other  nations.

Ethengar 's Tang is multiple stamped coins, each wor th 1, 5 or  10 of i ts r espective type.

Alfheim's Leaf is a gold piece, but is considered col lectible and wor th more than i t 's metal content.
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Races, Heroes and Feats
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Dwar ves

Dwar ves in the Know n Wor ld are separated 
between the dwar ves that l ive deep 
underground in Rockhome and those that l ive 
above ground in var ious human ci ties.  The one 
exception is the dwar ven Clan  Wyr war f, the 
farmers, who atti tudes are more akin to their  
sur face dwell ing cousins.  In addition, al l  
Mystara dwar ves are highly magical r esistant, 
this r esistance goes up as they become more 
power ful.  

Rockhome Dwar ves other  than Clan Wyr war f 
use the Mountain Dwar f subrace.

Sur face Dwar ves and Clan Wyr war f use the Hi l l  
Dwar f subrace.

Dwar ven Resistance (r eplaces dwar ven 
Resi l ience)

You always add  their  prof iciency bonus to 
saves vs spells and spell  effects.

Elves

Elves in Mystara are greatly var ied, being from 
two di f ferent or igins. The Southern elves 
emigrated from Evergrun before the Great Rain 
of Fir e.  The shadow  elves tr aveled 
underground to escape the disaster  and settled 
in large caverns underneath the continent.  
Another  group of elves, the Belcadiz came from 
another  land far  over  the ocean.  They are 
fur ther  broken dow n by where they settled.  

There are no Drow  in Mystara.

Al l  Elves i n  Mystar a l ose the Tr ance abi l i t y.

Sylvan Elves

Located in Alfheim, Glantr i  and Karameikos 
mainly, Sylvan elves are by far  the most 
numerous.  Sylvan elf  males tend to grow  long 
white beards late in l i fe.  They use the default 
Wood Elf Subrace.

Belcadiz Elves

Located exclusively in Glantr i , Belcadiz are 
know n for  their  f ier y passions and extr avagant 
clothing.  Their  men are noted for  spor ting 
shor t thin beards.  Belcadiz Elves are shor ter  
than normal elves, and possess darker  skin and 
almost always black hair, though brow n and 
rarely r ed hair  can be found.  Belcadiz Elves 
use the High Elf  Subrace w ith one var iance.

Belcadiz Weapon Tr ain ing.  You have 
prof iciency w ith the r apier, shor t sword, shor t 
bow  and longbow.

Shadow Elves

As a Shadow  Elf you have l ived your  l i fe 
underground waiting for  the r eturn of your  
people to the sur face.  Your  people was spl i t off  
from the r est of your  r ace in the Great Rain of 
Fir e and have spent thousands of years 
underground not know ing what was left of the 
sur face wor ld.  You come from a deeply 

Races of Mystara
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Shadow  elves are know n for  their  pale skin and 
l ight hair.  Their  ear s are larger  than other  
elves, i t is a giveaway in the company of other s 
of their  type.  

Abi l i t y Scor e Incr ease: Your  w isdom score is 
increased by +2

El f  Weapon Tr ain ing: You have prof iciency 
w ith the long sword, shor t sword, crossbow  and 
spear.

Dar k  Vision : You can see per fectly f ine in the 
dark to a r ange of 90ft.  

Sea Elves

The Sea Elves are a tr ibe of elves native to the 
Minrothad Gui lds.  They are know n for  their  
uncanny sense of dir ection, ingrained from 
years at sea.  They are an adventurous people, 
spending more of their  time at sea than on land.  
There is some minor  distr ust among Sylvan 
elves for  a r esemblance to Shadow  Elves, but the 
simi lar i ty is purely coincidental.  

Abi l i t y Scor e Incr ease: Your  intel l igence score 
r aises by 1.

El f  Weapon Tr ain ing: You have prof iciency 
w ith the long sword, r apier, long bow  and 
tr ident.

Bonus Tool  Pr of i ciency: You are prof icient w ith 
sai l ing vessels.

Bonus Feat : You gain the Keen Mind feat.

Vyal i a Elves

Located in Thyatis and Karameikos, the 
r eclusive Vyalia are exper t forester s, know n for  
their  abi l i ty to disappear  into the forest w i thout 
a tr ace.  Whi le they keep to themselves mostly, 
the Empire of Thyatis has contracted them on 
multiple occasions to teach the way of the 
Eldr i tch Knight to human soldier s.  The Vyalia 
other w ise stay by themselves, and are r emote 
enough that the countr ies they l ive in leave 
them alone.

Abi l i t y Scor e Incr ease: Your  intel l igence score 

r aises by 1.

Bonus Pr of i ciency.  You have prof iciency w ith 
the Nature ski l l .

Hidden Tr ai l s: You can cast Pass Without Trace 
once using this tr ai t.  You regain the abi l i ty to do 
so after  a shor t r est.

Hin

The hin of Mystara are a stout and proud race.  
They value fr eedom and family more than 
anything else.  Located pr imar i ly in the Five 
Shir es, w i th a large presence in Minrothad, the 
hin are on fr iendly terms most nations and 
races save Glantr i .  They do possess on occasion 
the abi l i ty to counter  magic, based enti r ely on 
their  r elationship w ith the land of the Shir es.  
Shir es and Minrothad hin use the Stout subrace.  
Lightfoot half ings are not found in Mystara.

Gnom es

Gnomes are the only major  demihuman race 
w ithout a homeland in the Know n Wor ld.  They 
do possess a giant f lying ci ty know n as Ser raine, 
but the major i ty of them l ive in settlements in 
the human and dwar ven kingdoms.  Whi le not 
know n for  being the adventur ing type, some 
gnomes do set off  to see the wor ld.

Hi l l  Gnomes: Use Forest Gnome subrace

Sky Gnomes: Use Rock Gnome subrace

Hal f  Races

In Mystara there are no half  r aces.  In the case 
of a mixed couple, the r ace of the chi ld is the 
r ace of the same sex parent.  Humans and 
demihumans can interbreed, as can humans 
and or cs. Some races need magical assistance to 
have chi ldren though, l ike humans and hin.  
Mystar a does not  have t i ef l i ngs, aasim ar  or  
dr agonk in.  Hal f  elves and hal f  or cs take on 
the r ace of  a par ent , but  can st i l l  have 
ch i l dr en of  the other  r ace.
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Human Ethnicities
Alasiyans are the smaller  of the major  ethnici ties 
of Ylaruam, and one of the ter r i tor ies held by 
Thyatis.  They are considered a good natured 
people, merging the cultures of Thyatis and 
Ylaruam.  They prefer  dialogue to violence, and 
have adjusted their  tr adi tional garb for  fashion 
and practical i ty over  r el igious r easons.  They 
possess dusky skin and dark hair.  Their  native 
language is Thyatian. 

Alphat ians are found in the Empire of Alphatia.  
Extr emely magical, their  land is r uled by 
w izards.  They have two distinct ethnic make ups, 
the commoners have copper y colored skin and 
hair  r anging from red, and black.  Noble 
Alphatians have black hair  and blue toned skin.  
Native language is Alphatian

At r uaghin  are native to the plateau of the same 
name.  They are an isolated people and behind 
other  nations in terms of technology.  They have 
reddish skin and black hair.  Native language is 
Atr uaghin.

Aver oigne are found in Glantr i .  They are from 
another  wor ld r esembling that of France.  They 
have been plagued by lycanthropy in the past, 
and their  nobles are know n for  being ver y 
eccentr ic.  They tend to have fair  skin and blonde 
to brow n hair.  Native language is Averoigne.

Dar ok in  is a mixed race from al l  the var ious 
peoples that have come to l ive in the countr y of 
the same name.  They are a wealthy and 
industr ious people, bui l t on tr ade.  They tend to 
have tan skin and dark hair.  Native language is 
Darokin.

Ethengar  are proud war r ior s of the steppes on 
the Sea of Grass.  They are nomadic and family 
or iented.  I t i t said they learned to r ide before 
they learned to walk.  Ethengar  have dark copper  
toned skin and black hair  and tend to be of a 
sl ight bui ld.  Native Language is Ethengar.

Flaem ish  were the or iginal settler s of Glantr i , 

or iginal ly from Alphatia.  They are a volati le 
people, descendants of the f i r e worshiper s of old.  
Many feel they are the r ightful r uler s of Glantr i .  
Flaemish have copper  toned skin and br ight r ed 
hair.  Native language is Flaemish.

Hat t i ans are from an island off  the coast of 
Thyatis.  They were once an equal par t of the 
empire unti l  an i l l  fated r evolt caused them to be 
conquered again.  They are know n for  their  
r acism and super ior i ty complex.  They tend to 
have ol ive skin and hair  r anging from l ight to 
dark.  The native language is Thyatian.

Heldannic Freeholders come from the lands to 
the far  nor th.  They are f ier cely independent to 
the point of being disorganized.  They have 
resisted attempts at conquest by Ethengar  and 
Ostland, and refused to be merged by the other  
Nor thern nations.  Freeholders have fair  hair  
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 and pale skin.  Their  native language is Heldan.

Hinter lander s r el ish l i fe, where they are 
f ighting or  carousing.  Their  lands are at war  
w ith the Thyatian Empire, though some of them 
have changed sides.  Hinter landers value 
individual achievement over  al l  else.  
Hinter landers tend to be larger  than others, 
w i th fair  skin and hair  that r anges from l ight to 
r ed.  Native language is Thyatian.

Jenni tes from Esterhold are a conquered 
people.  Over run by Alphatia and used for  slave 
labor  the Jennites look to escape their  w izard 
over lords.  Jennite are of average height but 
large bui ld.  They have dark brow n skin, w i th 
dark eyes.  Native language is Alphatian.

Klantyr e are found in Glantr i .  They were 
brought over  by the people that brought over  
the Averoigne, a land resembling Scotland.  
They tend to be a haunted people w ith a large 
number  of ghosts in their  r egion.  Klantyre tend 
to be larger  that normal humans, w ith pale skin 
and brow n to r ed hair.  Native language is 
Klantyre

Makai  are the native islanders to Ierendi.  
Playful in times of peace, fear some in times of 
war, the Makai never  do something halfway.  
They are a simple people, l iving off  the vast 
bounty the isles have to offer.  Their  skin tone is 
typical ly bronze, w ith str aight or  extr emely 
cur ly black hair.  Native language is Thyatian.

Mak istan i  are the largest ethnic group in 
Ylaruam.  A deeply r el igious people, they are 
considered stern and unforgiving by other  
cultures.  They were largely nomadic unti l  
r ecently, when they began to form ci ties.  They 
hold honor  above al l , and have str ict sex roles.  
Makistani  have brow n skin and black hair  and 
tend to have a lot of hair.  Their  native language 
is Ylar i .

Thoth ians come from the Isle of Daw n, unl ike 
other  people native to the island, Thothians 
have dark skin and hair. Though they share the 

same language as the r eclusive Nithians of 
Ylaruam, their  culture is vastly di f ference.  
Native language is Nithian.

Nor thm en  compr ise the population of Ostland, 
Vestland and Soder f jord.  They are a r ugged 
people, l iving in a har sh cl ime and hosti le 
humanoids.  They are of a large bui ld, w i th fair  
hair  and heavy beards.  Native language is 
Heldan.

Nuar i  are dark skinned peoples from the Pear l 
Islands.  Conquered by Thyatis at the star t of the 
Empire, they have accl imated w ith the Empire 
whi le keeping their  ow n culture.  Nuar i  str ive 
for  per fection no matter  their  task, they str ive to 
be great war r ior s and scholar s.  Nuar i  have 
almost coal black eyes and black hair.  Native 
language is Thyatian.

Ochaleans are a conquered people in the 
Empire of Thyatis.  They are exotic compared to 
the r est of the Empire, w i th yel low  skin and 
dark hair.  Ochaleans are know n for  their  
ar tistr y, food and their  unarmed f ighting styles.  
Native language is Thyatian.

Thyat ians are the major i ty in the Thyatian 
empire, and have spread throughout the know n 
wor ld.  They are found in neighbor ing countr ies 
and as far  away as Ostland and Glantr i .  They 
are know n for  their  tr eacherous natures, but 
mostly inside of Thyatis.  Thyatians have a l ight 
ol ive skin tone and l ight to dark brow n hair.  
They are know n for  their  large noses.  Native 
language is Thyatian, which is considered 
Common for  Mystara.

Tr aladar ans are native to what is now  the 
Grand Duchy of Karameikos.  They are a 
supersti tious people, l iving in a land plagued by 
undead, invasions, and monster s.  They tend to 
dress br ightly when they can afford i t.  Their  
tastes r un simple, valuing function over  form.  
Their  hair  tends to be dark and their  skin pale.  
They are shor ter  than other  nationali ties.  Their  
native tongue is Traladaran.
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There is no glory to be had alone cub, true glory 
comes from the pack.  Together we hunt, together 
we prosper.  All lupin know their roles, from the 
our swiftest scouts to our strongest warriors to 

our wiliest trackers. You cannot fault another for 
being bigger, nor can he fault you for being small 
of frame.  Remember you can rely on his strength 
to aid you as much as he must rely on your speed 

to aid him.  Differences are only weaknesses if 
you do not work towards the same goal.  

Together we are stronger than alone.  That is the 
way of the lupin.

-Horr the Scarred, lupin Elder

Lupin
A f ier ce and nomadic people, the noble lupin 
tr avel the w i lderness in fami ly packs fol low ing 
the herds they hunt.  A fr iendly people, lupin 
get along w ith humans and demihumans, 
though the canine r ace prefer  open spaces to 
crowded ci ties.  Lupin are the natural foe of 
werewolves, hunting them w ithout mercy when 
found.

Stout  and Rugged

Lupin are covered head to toe in fur, though the 
fur  can be shor t to the point of barely cover ing 
the skin, to thick and shaggy for  the nor thern 
tr ibes.  The heavier  coated lupin for  obvious 
r easons avoid heavy armor.  They tend to tr avel 
l ight, and don't car r y a lot of possessions.  
Excess equipment is given to the pack to be used 
as needed.

Lupin value loyalty more than other  
r aces.  They are pack creatures, to them the 
family is al l  impor tant.  A lone lupin that is 
outcast or  a sole sur vivor  of his pack can go mad 
from loneliness.  Lupin such as these tend to 
become adventurer s to form a new  pack, and 
are f ier cely loyal to their  new  found family.

Loyal  to a Faul t

Lupin packs are well  know n and welcomed in 
most nations of the Know n Wor ld.  They l ive off  
of the land, tr ading for  what they need w ith the 
fur s and food they gather  in their  tr avels.  Whi le 
they are not al l ied w ith any nation, lupin w i l l  
not think tw ice about protecting innocents 
under  attack.  The lupin packs are not 
associated w ith each other, but when they meet 
i t is a time of celebration.  Many betrothals are 
created this way to keep the pack's blood fr esh.
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Lupin can be approached by var ious 
communities for  tr ade, assistance or  to hir e out 
as mercenar ies as needed.  Often i f  a tow n is 
beset by werewolves lupin w i l l  descend to route 
out their  hated enemy.  Whi le they are welcome 
in most par ts, lupin are nomads and seldom 
stay for  long.  When they come to any area w ith 
ample game, they w i l l  set up a temporar y 
vi l lage to al low  them to hunt for  longer  per iods 
of time.

Lone Wolves

Lupin often become adventurer s when they 
have left a pack for  what ever  r eason.  Some 
cubs grow  enamored of the wor ld and w ish to 
see more than what fol low ing their  pack can 
offer.  Others are exi led for  some unspoken 
cr ime, and others are the only sur vivor s of some 
great catastrophe.  Regardless of the r eason, the 
lupin bond w ith their  fel low  adventurer s l ike 
fami ly.

Lupin Traits

Abi l i t y Scor e Incr ease.  Your  Consti tution score 
increases by 2.

Age: Lupin r each matur i ty quickly, around 10 
years old.  They l ive on average about 90 years.

Al ignm en t: Most lupin are law ful in nature, and 
most are good as well .

Size: Lupin average 5'5.  They average 180lbs 
ful ly grow n.  They are medium creatures.

Speed: Your  base speed is 30 feet.

Languages: You can speak, r ead and w r i te 
Common and Lupin

Dar kvi sion: Lupin can see in the dark 60'

Keen Senses: Lupin gain prof iciency in the 
Perception ski l l .

Wer ewol f  Anim osi t y: Lupin automatical ly 
know  i f  someone is a werewolf when looking at 
them, even i f  they are in human form.

Bul l  Lupin

The hardiest of the lupin, the Bull  var ieties are 
know n for  their  str ength and courage.  
Considered the best war r ior s of the breed, the 
bull  lupin are often found looking for  trouble 
when the pack ar r ives at a new  hunter  ground.  
When the hound lupin f ind werewolves, the 
bull  lupin are the f i r st to go in.

Abi l i t y Scor e Incr ease.  Your  str ength 
increases by 1.

Bui l t  for  Fight i ng. Bull  lupin gain prof iciency 
in the Intimidation ski l l .

Hound Lupin

The scouts of the lupin, hound lupin are 
r esponsible for  hunting dow n game and f inding 
new  places to hunt.  Their  sense of smell is 
legendar y, and they are feared for  the their  
tenaci ty when they detect a foe.  

Abi l i t y Scor e Incr ease.  Your  w isdom increases 
by 1.

Heightened Sense of  Sm el l : You have 
advantage on al l  Perception tests using smell.

Hunter  Lupin  

One of the most numerous types of lupin, the 
hunter  lupin are smaller  than other  lupin, but 
make up for  i t by being much more agi le.  
Ski l led wolf r ider s and know n for  their  ar cher y 
ski l ls, they form most of the lupin outr ider s on 
the hunt.

Abi l i t y Scor e Incr ease. Your  Dexter i ty 
increases by 1.

Wol f  Rider .  Hunter  lupin are always tr eated as 
having a saddle when r iding a wolf or  other  
canine.
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Despite what you think I 'm not a normally a 
burglar.  But if you want me in on your little 

heist, I  want double.  Plus I get first pick of the 
loot and top billing on the wanted poster if the 

guard starts looking for us.

 Neulla Marta- Acquisitions Specialist

Rakasta
Rakasta are a r ace of nomadic fel ine humanoids 
that are found on the Isle of Dread and in par ts 
of Thyatis.  They are a war l ike r ace, pr iding 
themselves on their  mar tial ski l ls.  They are also 
know n for  their  ar tistic nature, w i th their  
potter y and ar t being qui te col lectible among 
the nobles of var ious human kingdoms.  Rakasta 
tr avel in fami ly groups, always looking for  new  
prey.  They are valued as tr ading par tner s 
among the Darokin and Minrothad merchant 
pr inces.

Li the and Agi l e

Rakasta are as var ied as lupin, but al l  r akasta 
share an almost unnatural grace.  They are 
extr emely var ied in size, from around 5' for  the 
domestic Rakasta to almost 7' tal l  for  the greater  
Rakasta.  Likew ise their  weight can be 
anywhere from 90lbs for  the l i ther  ver sions, to 
almost 500lbs for  the largest Greater  Rakasta.

Rakasta appear  as fur r y humanoids w ith fel ine 
heads.  The smaller  r akasta appear  to have 
heads of common house cats, where the largest 
of r akasta have heads resembling l ions or  tiger s.  
Their  coats can be any var iety of color s, though 
the greater  r akasta often have coats simi lar  to 
tiger s or  leopards.

Fick le Cr eatur es

Rakasta tr avel in fami ly groups usually.  They 
are not tied dow n to the family group, but owe 
al legiance to their  chief.  Many of the r akasta 
seek glor y on the battlef ield, when their  chief 
does not provide them w ith enough glor y they 
w i l l  challenge the chief or  seek i t for  
themselves.

Rakasta are know n for  their  f ine craftsmanship, 
when they are not at war  they turn to making 
high quali ty works of ar t.  Many merchants seek 
them out for  tr ade, br inging weapons in 
exchange for  valuable fur s, jewelr y and 
tapestr ies.  Rakasta prefer  to tr ade rather  than 
steal, there is no honor  for  them in robber y.

Highly Adaptable

Rakasta are found almost ever ywhere in the 
Know n Wor ld.  Though not the most numerous 
of r aces, there are few  places on the continent 
they have not tr aveled.  Rakasta prefer  w ide 
open spaces l ike the Isle of Dread, but they are 
not a r are si te in major  ci ties ei ther.  The 
rakasta on the mainland tend to stay in the 
w i lderness fol low ing the game animals.  
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Many rakasta have adapted to the var ious 
environments.  The sol i tar y greater  r akasta tend 
to be loners, and can be found in higher  
mountains or  deep forests instead of w i th packs.  
Some rakasta fal l  in love w ith the bustle of the 
ci ty and the fact many f ind them exotic and 
instead reside in the great metropolises in 
Glantr i  or  Thyatis.

Highly Cur ious

Rakasta are well  know n for  their  cur iosi ty, and 
i ts abi l i ty to lead them into trouble.  Many 
rakasta grow  ti r ed of the pack l i fe and seek out 
new  fr iends to take them to more interesting 
places.  Whi le many rakasta r eturn, some 
become devoted to the adventur ing l i fe and 
never  settle dow n at al l .

Rakasta Abi l i t i es

Abi l i ty Score Increase.  Your  Dexter i ty score 
increases by 2.

Age. Rakasta r each matur i ty around 12 years 
old.  They l ive on average 90 years.

Al ignm ent : Most r akasta are neutral in 
al ignment.

Size. Rakasta are from 6-7' tal l , but only weight 
around 150lbs.  They are medium creatures.

Speed. Your  base speed is 35 feet.

Languages. You can speak, r ead and w r i te 
Common and Rakasta

Dar kvi sion. Rakasta can see in the dark 90'

Fear  of  Water . When on a boat or  when 
completely drenched, r akasta have disadvantage 
to attacks unti l  they get on land or  dr y off .

Cat fal l .  Rakasta have resistance to fal l ing 
damage.

Natur al  Weapons. Rakasta claws deal 1d4 
points of damage, and are considered l ight 
weapons.

Weapon Pr of i ciency. Rakasta have prof iciency 
in the Kasas, a form of shor t sword they wear  as 

claws. See weapons on page 86.

Gr eater  Rakasta

The largest of the r akasta, greater  r akasta are 
sol i tar y hulking brutes.  Unlike other  r akasta 
the greater  r akasta l ive alone, hunting prey for  
themselves.  They tend to be sur ly and 
suspicious of outsider s.  They can be found in 
almost any type of w i lderness, often as hunter s 
or  r angers.

Abi l i t y Scor e Incr ease. Your  Str ength increases 
by 1.

Roar . Al l  enemies w ithin 10' must make a 
Wisdom save DC 8 + prof iciency bonus + your  
Char isma bonus or  become fr ightened for  1d6+1 
rounds.  You cannot use this abi l i ty again unti l  
you take a shor t r est.

Wi ld Rakasta

The most common rakasta, w i ld r akasta are 
found in packs in secluded areas or  w ide open 
spaces.  Know n for  their  abi l i ty to leap great 
distances, they surpr ise their  foes by closer  
faster  than thought possible.

Abi l i t y Scor e Incr ease. Your  Consti tution 
increases by 1.

Pounce. When jumping you double the distance 
jumped.  You have advantage on al l  tests when 
jumping over  obstacles or  seeing i f  you land on 
your  feet.

Dom est i c Rakasta

Giving up l iving in the w i lds for  the comfor ts of 
urban l iving, domestic r akasta are an 
uncommon sight in the larger  ci ties.  Whi le they 
have lost some of the savager y of their  kin, they 
are also know n for  their  almost supernatural 
luck.  

Abi l i t y Scor e Incr ease. Your  Char isma 
increases by 1.

Nine Lives. You have advantage on death saving 
throws.
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Look at it!  The light reflects off it so perfectly!  
Have you ever seen something so shiny?  To think 
this was made by nature, no craftsman shaped it, 

no one designed it, it happened naturally.  Just 
left alone in this cave undisturbed until the 

dragon made its layer right beside it.  I  call this 
for my first share of the treasure, this pebble.

-Aurora Stargrove, sidhe Bard

Sidhe
The most human of the fey creatures, the sidhe 
are highly magical creatures that are know n for  
their  cur iosi ty of mor tal r aces.  Each one is an 
innate spell  caster, and possess al l  of the 
str engths and weaknesses of the other  fey 
creatures.  They are know n for  their  weakness 
to i ron, i t hur ts them greatly and just possessing 
i t robs them of their  magical abi l i t ies. 

Ether eal  and Tim eless

The appearance of the sidhe is as var ied as the 
humans.  Sidhe appear  to be a hybr id of man 
and elf , though they are r elated to nei ther  r ace.  
They can usually pass as human easi ly.  Sidhe 
range from 5'8 to well  over  6' on average, 
though they tend to be of l ight bui ld, weighing 
less than a human of simi lar  size.  Hair  color  for  
the sidhe can range from normal human color s 
to unusual l ike dark green or  br ight pink.  Their  
eyes are the same way and can be any color  and 
need not even match.  Sidhe are effectively 
immor tal, they do not age and i f  slain instead 
reincarnate back in the Good Kingdom.

Sidhe skin color  tends to be the same shade of 
humans, though they can go to extr emes, w ith 
skin white as snow  or  black as onyx.  Facial hair  
is r are on sidhe men, but not unheard of.  Both 
sexes tend to adorn themselves w ith jewelr y, the 
more extr avagant the better.  Their  clothing 
r anges from simple fur s to gow ns f iner  than 
what emperor s could even dream of.

Sidhe tr easure things of beauty more than 
physical value.  A well  made etched glass would 
be wor th more to them than a chest of gold 
bull ion.  They are creatures of passion and 
emotion, and love ar t of al l  types, from dwar ven 
histor y r eci tals to r ustic hin dances.  They abhor  
ugl iness, str ive for  per fection in anything they 
make. 

St r anger  i n  a St r ange Land

Despite their  human appearance, sidhe are 
foreign to the Know n Wor ld.  For  them 
ever ything is extr emely unusual.  The lack of 
magic, the static nature around them and the 
shor t l ived creatures they encounter  intr igue 
them.  Sidhe are dr iven to exper ience al l  they 
can in normal wor ld.  They are not attr acted by 
gold or  power, but by new  exper iences.  A sidhe 
w i l l  agree to go on an adventure that pays 
nothing i f  i t sounds exci ting to her.
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To outsider s the sidhe seem over ly generous but 
fool ish.  They don't understand the inhuman 
motivations of the sidhe.  They are immor tal, 
they have no need for  r iches or  power.  When 
they r eturn to the Good Kingdom their  stor ies 
are their  cur rency.  The fey memor y is coin and 
exci tement i t 's ow n reward.

Eldr i tch Or igins

All sidhe come from another  r ealm called they 
cal l  the Good Kingdom.  The most well  know n 
por tal is in Alfheim, but other s exist.  The 
Dreamland is a place w ithout time or  death, 
where ever ything seems to change but nothing 
tr uly does.  Oberon has been king for  longer  
than man has walked the face of the planet.  The 
sidhe have watched mountains r ise and fal l , and 
i t is no surpr ise that many of them get bored 
w ith their  immor tal existence.

Sidhe rarely tr avel together, they exper ience 
enough of each other  in the Good Kingdom, they 
want to meet new  creatures and see new  si tes.  
Sidhe often blend in w ith human societies, their  
neighbors none the w iser.  Sidhe even get 
mar r ied to tr y and learn about love, but they 
are doomed to watch their  spouse w ither  and 
die from age.

Ex plor ing the new wor ld

Sidhe when enter ing the new  wor ld tend to seek 
out the large population center  they can f ind.  
Many become adventures because of the 
exci tement i t br ings.  Their  lack of desir e for  
wealth cause many to think them naive, but few  
understand the myster ious creatures well .  Once 
the sidhe has cir cled the globe a few  times, they 
r eturn to the Good Kingdom to share their  tales.

Sidhe Tr ai t s

Abi l i t y Scor e Incr ease.  Your  Char isma score 
increases by 2.  

Age. Sidhe have no concept of age as they are 
effectively immor tal, r eincarnating back in their  
native land after  death.  The average sidhe 

appears ful ly grow n after  20 years.

Al ignm ent . Most sidhe are chaotic by nature, 
though their  r uler s are law ful.  Evi l  sidhe are 
considered unseelie and shunned.

Size. Sidhe average 5'6 to over  6' tal l .  They are 
l i the, average around 120-150lbs.

Speed . Your  base speed is 30 feet.

Languages. You can speak, r ead and w r i te 
Common, Elven and  Fey

For saken by the Im m or tal s. Due to a schism 
w ith the Immor tals over  the creation of the 
wor ld, fey cannot beseech the Immor tals for  
favors.  Sidhe are prohibi ted from the cler ic, 
druid, r anger  and paladin classes.

Fey Magic. Star ting at level 2 and ever y other  
level after  that, you may select a spell  from the 
Enchantment or  I l lusion schools.  The spell  level 
must be half  the sidhe's level.  you may cast that 
spell  once w ithout needing components.   You 
regain the abi l i ty to cast the spell  after  a shor t 
r est.

Inv i sible to Mor tal s. The sidhe may become 
invisible exactly l ike the invisibi l i ty spell  to 
l iving, non-fey creatures.  The sidhe cannot use 
the abi l i ty again unti l  they have had a shor t 
r est.

Water  Br eath ing. The sidhe can breathe water  
as well  as i t can breathe air.

I r on Al l er gy. Sidhe cannot stand the touch of 
i ron.  Sidhe cannot cast spells whi le wear ing or  
touching metal weapons or  armor.  I tems w ith a 
+2 enchantment or  better  are not considered to 
be made of i ron.  The sidhe has damage 
vulnerabi l i ty against i ron weapons. 

 Tr ue Fey. The sidhe are immune to nonmagical 
diseases, can see other  fey that are invisible and 
take damage from holy water  as i f  they were 
undead.  As they r eincarnate into a new  form, 
spells that r aise them from the dead do not 
work unless cast w ithin ten minutes of the 
sidhe's death.
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This is the life I tell you.  No worries, no fretting.  
Just fishing all day and lounging around in the 

sun.  This is how a tortle is meant to live, leave all 
the running around and worrying to the other 
races.  Here we live in peace and harmony with 

all other things.  Just fishing and sunning.  That's 
the life.  Of course if you feel obliged to take up 
arms and go live a short brutal life before some 
orc pries open your shell and eats you, that's up 
to you.  I  won't stop you, who know maybe the 

change of scenery might do you some good. They 
are looking up at that keep for somebody to clean 
out some caves of goblins.  You grab a club and 

go head over there and sign up.  Maybe you 
should do that, because if I  catch you with my 
niece again, I 'm gonna throw you in the ocean.

 -Flash Yellowbeard, concerned uncle

Tor t l e
Tor tles are a stoic and placid r ace, content to 
l ive in their  shorel ine vi l lages f ishing.  With 
natural heavy armor  and nothing of r eal value, 
most other  r aces are content to leave them 
alone.  Whi le they have few  enemies, Tor tles do 
not go out of their  way to make fr iends ei ther.

Slow  and Ponder ous

Tor tles have l i ttle in the way in var iety, they 
have coloration r anging from brow n to green 
but are hard to tel l  apar t except for  their  shells.  
Each tor tle shell  is a unique pattern on the back, 
and occasionally the Tor tles w i l l  paint them for  
decoration.  The average tor tle stands 6' tal l , 
weighing in at almost 700lbs or  more.

Tor tles are r epti l ian in nature, w i th rough scales 
over  much of their  body.  They have a heavy 
shell  that in on par  w ith heavy armor.  Their  
faces have beaks for  mouths, and also have 
large oversized hands and feet.

Bound by Tr adi t i on

Tor tles above al l  else value their  peace and 
quiet.  Most Tor tles l ive alone, f ishing and 
keeping their  huts tidy. They are not know n for  
being craftsmen or  war r ior s.  Tor tles farm 
communally, coming together  as a group in 
times of need.  When w inter  comes often they 
load up on wagons and head to warmer  cl imes.  

Whi le Tor tles are know n as kind and car ing 
creatures, they are not the most fr iendly.  Rarely 
w i l l  you f ind a tor tle going to tr ade w ith other  
r aces, and almost never  w i l l  you f ind one l iving 
inside a ci ty.  Tor tles are happy watching the 
wor ld go on by them.
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Coastal  Cr eatur es

Tor tles are found exclusively on the shores of 
the mainland and the islands in the Sea of 
Dread.  They bui ld small f ishing vi l lages where 
they can also maintain their  farms.  They don't 
bui ld up for ti f ications but r ely on their  natural 
armor  and neighbors to aid them in case they 
are attacked.  Whi le merchants may come to 
tr ade, tor tles are general ly know n for  their  
meager  existences.

Tor tles do maintain a for ti f ied bui lding for  their  
eggs.  Here the female tor tles come to lay their  
eggs, guarded by older  tor tle males.  Once the 
eggs are laid the females die shor tly there after, 
fol lowed by the older  male guardians.  The rest 
of the vi l lage then raises the hatchl ings when 
they emerge.

Natur al  Bor n Guar dian

For  some tor tles l iving sol i tar y bor ing l ives unti l  
they die isn't enough.  They have to go out and 
make something of themselves, even i f  just 
br ief ly.  Once in a long whi le a tor tle w i l l  put 
dow n his hoe and f ishing pole, pick up a 
weapon and go and tr y to make the wor ld a 
better  place.  Whi le not the most agi le creatures, 
they make excellent war r ior s because of their  
natural str ength and heavy armor.

Tor t l e Tr ai t s

Abi l i t y Scor e Incr ease.  Your  Str ength score 

increases by 2.

Abi l i t y Scor e Incr ease.  Your  Wisdom score 
increases by 1.

Age. Tor tles r each matur i ty around 5 years old.  
They are a shor t l ived r ace, only r eaching 50 
years old on average.

Al ignm ent . Almost al l  tor tles are law ful in 
al ignment.

Size. Tor tles are usually 6' tal l , and weight on 
average 700lbs.  They are medium creatures.

Speed . Your  base speed is 20 feet.

Languages. You can speak, r ead and w r i te 
Common and Tor tle.

Natur al  Ar m or . Tor tles have a hardened shell  
that gives them great protection and counts as 
armor  for  al l  purposes.  The older  the tor tle the 
stronger  i ts shell .  You add your  prof iciency 
bonus to your  armor  class.  You cannot wear  
other  armor, as nothing f i ts over  your  shell .

Per sonal  Shel ter . As a bonus action the tor tle 
can w ithdraw  into his shell .  This gives you +2 
AC and advantage on al l  saving throws, but you 
are considered bl ind unti l  you spends another  
bonus action to come out of your  shell . 

Incr eased Lung Capaci t y. You can hold his 
breath for  2 hours.

Clum sy. You have disadvantage on Acrobatics 
tests.
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Classes of Mystara
Unlike other  settings for  Dungeons and Dragons, not al l  classes are avai lable to al l  r aces or  

geographical areas.  In some cases the r ace just can't per form magic of a par ticular  type, and 
cer tain nations classes are forbidden or  r estr icted.  Some classes are extr emely r are, and some do 

not function the same in Mystara.  Additionally there are several ar chetypes found only in Mystara.

Class/Ar chetype Regional  Rest r i ct i ons Racial  Rest r i ct i ons

Barbar ian/Berserker Unknow n outside of Nor thern 
Reaches

No hin

Barbar ian/Totem War r ior Unknow n outside of 
Ethengar /Atr uaghin

No hin

Bard/Any No Restr ictions No Dwar ves

Cler ic/Any Il legal in Glantr i , Regional 
Ar chetypes avai lable.

No sidhe. Regional Ar chetypes 
have their  ow n restr ictions.

Druid/Any Il legal in Glantr i , Regional No sidhe

Fighter /Eldr i tch Knight Glantr i  or  Thyatian Human 
only i f  human

Elf or  sidhe only other w ise

Monk/Open Hand or  Shadow Ver y r are outside Ochalea Ver y r are outside humans.

Monk of the Open Fist Ver y r are outside of Glantr i Human, elf  or  sidhe only

Paladin/Any Il legal in Glantr i , Regional 
Ar chetypes avai lable

No sidhe

Ranger I l legal in Glantr i No sidhe

Rogue/Arcane Tr ickster Glantr i  or  Thyatian Human 
only i f  human

Elf or  sidhe only other w ise

Sorcerer /Draconic or  Wild Not avai lable in Mystara Not Avai lable in Mystara

Sorcerer /Disciple of Radiance Glantr i  or  Shadow  Elves only Human or  Elf  only

War lock/Any Il legal in most nations No dwar ves or  sidhe

Wizard/Any No Restr ictions, Regional 
Ar chetypes avai lable

No dwar ves

Any class or  ar chetype not l isted has no r estr ictions at al l .
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New Mystara Archetypes

Go around?  Do you have any idea how much 
time we would lose going around the storm?  I 
will not be beaten to market by some random 
Thyatian flea market reject because of a little 

rain.  Fetch me my spell books, we will see about 
this so called storm.

-Emil Pavous, Minrothad Aurumancer 

Aurumancer
Wizard Archetype

The  merchant houses of Darokin and 
Minrothad have long used magic to increase 
their  advantage on long tr ade routes.  Not only 
can the Aurumancers defend themselves, but 
they can also control weather  or  mend broken 
wagons and sai ls to keep the tr ade f low ing.  

Whi le other  w izards consider  the Aurumancer  
not tr ue w izards, the Aurumancer  comfor t 
themselves w ith the f inest luxur ies money can 
buy.

Restr ictions. Character  must be native of 
Minrothad or  Darokin

Business Minded . At 2nd level when rol l ing on 
the Running a Business char t for  dow ntime, you 
rol l  the percenti les tw ice and takes the higher  
number.  

Gr aduate of  the Business Col l eges. At 2nd 
level you gain prof iciency in the Insight and 
Persuasion ski l ls.

Bonus Spel l . At 6th level you can cast the spell  
Evaluate at w i l l .

Pr efer r ed Custom er . At 10th level you get a 
25% discount on al l  spell  components and 
copying spells.

Sel ler 's Mar ket . At 14th level you can always 
f ind a buyer  for  magic i tems, no rol l  is needed.  
When on the char t to determine pr ice, rol l  
per centi les tw ice and use the higher  number.
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You can go that way if you wish ajaniib, I  will not 
be held responsible for your passing, but I will 
offer a prayer in your memory.  If you wish to 

pass through the great sands and live, I  
recommend you acquire the services of a Dervish.  
Only the hardiest of Ylari can live in this blasted 

desert, only the Dervish thrive in it.

-Aljari Al-Kaz, Ylari porter

Der vish
Druid Archetype

Your  master y of the sands of Ylaruam give you 
power ful advantages in the deser ts of your  
homeland. 

 The Der vish is found only in the deser t sands of 
Ylaruam, though some maybe found to the West 
in Sind.  The Der vish gives up many of his 
possessions for  unparal leled movement and 
elemental control.

Restr iction: Native of Ylaruam only.

Ylar uam  Resi l i ence. When you become a 
Der vish at second level you only need half  as 
much water  a day to sur vive, and gains 
advantage on extr eme heat checks.

Path of  the Deser t . At second level you gain 
prof iciency in unarmed attack and add your  
prof iciency bonus to your  armor  class i f  not 
wear ing armor.

Step Thr ough Sand. At 6th level you may cast 
Misty Step a number  of times up to your  
Wisdom bonus before needing a long or  shor t 
r est.  When using Step Through Sandyou must 
be in deser t ter r ain, and leaves any metal you 
were holding or  wear ing behind.

Blade of  the Ef r eet . At 10th level you may cast 
Flame Blade at w i l l .

Whi r l i ng Der v i sh .  At 14th level you may spend 
a Wild Shape use to become an Air  Elemental.



35

I  understand your concern sir, and believe me it 
is quite and unusual request.  However I might 
that there is a lot of money riding on this trade 

deal so I suggest you take it to avoid loosing face 
or status in the guild.  You will provide Mr. 

Oktarki here the grain and clothing requested, in 
exchange you will receive the agreed upon 

amount, as well as a bonus of four horses and the 
betrothal of his middle daughter.  I  suggest you 

take his generous offer, sir.

Corwin Beltiar, Darokin Diplomatic Corps

Diplomat
Rogue Archetype

Par t merchant, par t spy and w i l l ing to act both 
par ts, the Darokin Diplomatic Corps tr ains men 
and women in the f ine ar t of negotiation.  Sent 
to al l  par ts of the wor ld to secure the safety and 
secur i ty of Darokin's interests, the Diplomats 
are not above a bi t of espionage i f  i t would 
fur ther  their  mission.

Restr iction: Native of Darokin only.

Diplom at i c Tr ain ing.  

At 3rd level you can use Insight, Perception or  
Investigation as a bonus action to gain cur sor y 
know ledge about a per son they are talking to.  
This includes their  mood, any insignias they are 
wear ing, or  a r esemblance to another  per son 
present.  The more obscure the detai l  the more 
di f f icult the test. 

Lingua Fr anca.

 At 9th level you learn two additional languages, 
and learning new  languages only takes 100 days 
of dow ntime instead of 250.

Eidet i c Mind. 

At 13th level you gain the Keen Mind and 
Obser vant Feats

Master  Negot iator .  

At 17th level you gain advantage on Deception 
or  Persuasion tests.
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Power?  You call that power?  I  am no mere 
mage!  You learn your spells through rote 
memorization and study, they came naturally to 
me!  I  command magic like no other!  You 
struggle with your words while with a wave of 
my hand I command the air to burn or your lungs 
to become ash.  Speak no more to me of gaining 
power old man.  I  am power.

Seamus McClantyre, Disciple of the Radiance

Disciple of the 
Radiance

Sorcerer  Ar chetype

In the magic steeped land of Glantr i  and in the 
subter ranean hall  of the Shadow  Elves l ies a 
str ange power  cal led the Radiance.  The elves 
believe i t a gi f t from the Immor tals, whi le the 
atheist w izards of Glantr i  view  i t as just another  
tool.  What is know n is that exposure to i t over  
the years has caused a new  breed of mage to 
appear, one that can create spells w ithout 
memor izing them and can alter  magic at w i l l .

Restr ictions.  Radiance Adept is r estr icted to 
natives of Glantr i  and Shadow  Elves.

Ar cane Vision.

  At 1st level you have begun to understand the 
ways of magic and can see i ts effect.  You can 
cast Detect Magic at w i l l .

Cont r ol   Flow. 

At 6th level you learn to fuel your  magic at the 
expense of your  ow n l i fe for ce.  You may take 
1hp of damage to generate 1 sor cer y point.  This 
damage is slow  healing and cannot be healed by 
magical means, and is only healed dur ing a long 
rest after  al l  other  damage has been healed.

Cont r ol  Flux . 

At 14th level you can subtly control the f low  of 
magic, optimize the damage yield as the spell  is 
r eleased.  When you rol l  for  damage on a spell  
you can rerol l  the dice one.

Cont r ol  Fate. 

At 18th level you can channel your  magical 
energy into adjusting the ver y w inds of for tune.  
When the sor cerer  fai ls a ski l l  check or  saving 
throw  they may spend the di f ference in sor cer y 
points to make up the di f ference, using Control 
Flow  to conver t hp in sor cer y points i f  
necessar y.  You can only spend points need to 
br ing the total up to the minimum needed to 
pass.
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Orcs.  A full raiding party at least four dozen 
judging by the tracks.  Look to be heading to 

Karameikos from the way they are heading. Go 
on ahead and warn the others, we will need 
reinforcements for this.  Tell everyone the 

ambush is a the Crooked Tree Crossroads in two 
hours.  You know your place and you known your 

position.  Don't start firing until I  do, and no 
flashy magic to give away your location.  We 
can't risk them crossing the border and this 

become an bigger problem.

Septimus Altari, Thyatian Forester

Forester
Ranger  Archetype

Protector s of  the Vyalia Forest, Forester s are a 
secretive group of protector s inside of Thyatis.  
Charged w ith keeping the Empire's savage 
enemies at bay from across the borders of 
Karameikos, Forester s str ike from ambush from 
the tr eetops.  Normally compr ised of Vyalia 
elves, Emperor  Thincol paid the elves a pr incely 
sum to tr ain humans in the way of the Forester.  

Restr ictions. Vyalian elves or  Thyatian humans 
only, must have forest as their  Natural Explorer  
ter r ain.

 

Phantom  War r ior s. 

You double your  prof iciency bonus when 
making Stealth tests inside a forest.

Eldr i tch Magics. 

At 7th level you can use w izard spells from the 
school of i l lusion as Ranger  spells.

Tr eewalker . 

At 11th level whi le inside a forest you can move 
across the tr ee tops and branches as i f  i t were 
normal ter r ain.

Seven League St r i der s. 

At 15th level you can telepor t from from 
location to any par t in the forest.  This is tr eated 
as a Tree Str ide spell , except the r ange is 
increased to any location inside the forest.  You 
must take a long rest before using this feature 
again.
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Save your bluster for someone who cares 
burgomaster.  Either oppose me or surrender, I  
am not here to entertain idle threats.  You have 
neither the will nor the strength to oppose me 

and deception will avail you not.  Vanya requires 
only victory, your survival is not her concern.

Gunter Wulfson, Heldannic Knight

Heldannic Knight
Paladin Archetype 

The sworn r el igious order  of the Immor tal 
Vanya, the Heldannic Knights are know n for  
their  prowess at arms and their  extr eme 
mi l i tancy.  The Knights are at constant war, 
whether  w ith the humanoids that plague the 
nor th lands, the Ethengar  nomads or  even their  
fel low  nor th landers, i t is the w i l l  of Vanya her  
knights seek out confl ict.

Restr ictions: Must be human of Heldannic 
descent and worship Vanya.

Tenets of  Vanya.

Heldannic Knights crave battle in the name of 
their  patron Immor tal.  They never  show  fear  or  
accept less than total sur render.  They are a 
highly str uctured order, each Knight knows his 

place.

Victor y. Do not stop unti l  you are victor ious or  
dead.

Loyalty. Never  betr ay those that f ight alongside 
you.

Prowess.  War  is l i fe, be prepared at al l  times.

Stoicism. Do not let other s know  of your  
troubles.

Channel  Div in i t y

When you take this oath at 3rd level, you gain 
the fol low ing to Channel Divini ty options.

Wi l l  of  Vanya. As an action you can invoke the 
name of Vanya to r emove Fr ightened conditions 
from al l  al l ies in 30'.

Aegis of  Vi ctor y. As a bonus action you can 
challenge a foe w ithing 60', using your  Channel 
Divini ty.  For  1 minute your  foe's attacks against 
you have Disadvantage.

Aur a of  Vi ctor y

When you reach 7th level i f  at any time you are 
at a quar ter  of your  hi t points or  below, you 
have advantage on al l  your  attacks.

Blessed of  Vanya

At 15th level Vanya charges you w ith leading 
her  fol lowers into battle and to greatness.  You 
are always under  the effect of a crusader 's 
mantle spell .

Eter nal  Cham pion

At 20th level even death w i l l  not stop you from 
fulf i l l ing your  vows.  When you reach 0 hi t 
points in combat, you are immediately healed to 
ful l  hi t points simi lar  to a tr ue r esur rection 
spell .  You must wait seven days before you can 
use this abi l i ty again.

Heldannic Knight Spells

Level Spells

3rd Command, Compelled Duel 

5th Branding Smite, Magic Weapon

9th Blinding Smite, Elemental Weapon

13th Death Ward, Staggering Smite

17th Destructive Smite, Banishing Smite
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It's good to the raspberries are coming in good 
this year!  Bodes well for the Brandypot's ales.  So 
how is the missus?  Got another one on the way?  
That's fantastic, what's that, number eight now?  
Mother was worried you that were going to have 
a small family, just getting started late that's all.  

Wait you smell that?  Let me cast a spell real 
quick.  As I suspected, gnolls over in the rolling 
hills.  Sigh, fetch me my hand axe, the one that 
catches on fire by itself, yes that one.  Keep the 
food warm for me, I don't want to miss supper.

Rose Cobblecreek, Hin Master

Hin Master
Cler ic Ar chetype 

The keepers of the Five Shir es, the Master s 
fol low  the hin pantheon of Immor tals.  The 
Immor tals Nob Nar, Coberham Shadowglint and 

Br indorhin bequeathed cer tain hin w ith the 
power  to defend the Shir es from al l  enemies.  
Much of the Master 's power  comes from the 
land i tself , only power ful Master s can leave the 
shir e and sti l l  manifest their  powers at ful l  
str ength.

Restr iction. Cler ic must be a hin from the Five 
Shir es.  You only r ecover  spells of a level equal 
or  less than half  your  Wisdom bonus outside the 
Shir es.

Master  Sight . 

At 2nd level you gain darkvision w ith a r ange 
equal to your  level x10'

Ex t r a Sk i l l  Pr of i ciencies. 

At 2nd level you gain prof iciency in Nature and 
Medicine ski l ls.

Enhanced Denial . 

At 6th the you gain the denial feat (see page 52 
of this handbook), and adds double your  
prof iciency when using i t.

High Master . 

At 8th level you gain gain Evasion and can now  
regain spells normally outside the Shir es.

Tim eless Body. 

At 17th level you only ages one year  for  ever y 
ten that pass.

Level Hin Master  Domain Spell

1st Locate Animals or Plants

3rd Create Food and Water

5th Commune with Nature

7th Divine Word

9th Mass Heal
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Concentrate on your attack, for the Heldann, 
Glantrian and orc will not hesitate to kill you.  

You mush strike quickly then fade.  Do not 
present your self as a target, pepper them with 
arrows and only then, when they are exhausted 

beyond all measure, only then do you close in and 
kill.  Fight as if you and your horse are one.

Damotai, Ethengar Horse Warrior

Horse War r ior
Fighter  Ar chetype  

The feared war r ior s of the Ethengar  steppes, 
Horse War r ior s are unparal leled in their  
master y of mounted combat.  Almost as one 
w ith their  hor se, they can f ight at r ange or  up 
close from the saddle.  Whi le astr ide their  hor se, 
there are few  that can match in the f ield of 
combat.

Restr ictions. Character  must be Ethengar  and 
have prof iciency w ith the Animal Handling ski l l .

Bor n i n  the Saddle.

At 3rd level you gain the Mounted Combatant 
feat.

No Hor se, No Man. 

At 7th level you gain advantage on al l  Animal 
Handling and Sur vival Tests.

Steady Mount .

At 10th level you gain advantage w ith al l  attacks 
w ith a shor t bow  whi le mounted.

Com bat  Rider .

 At 15th level whi le you are mounted he gains 
+4AC.

Flur r y of  Death.

 At 18th level you may spl i t your  attacks and 
your  move up whi le mounted any number  of 
times.  You have3 attacks at this level, you may 
r ide 20', shoot w ith his bow, r ide another  20' 
and shoot again, then f inish your  movement use 
bonus action to sw itch to his sword and attack a 
thir d foe.
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You wish to threaten me mage?  I am no mere 
peasant cowed by your feeble parlor trick.  I  am a 

servant of Kagyar the Stone Lord.  The very 
creator of the dwarven race.  He knew of your 
trickery and your spells and prepared his sons 
well.  Cast your magics wizard.  Cast them and 

die.

Rolf Dargez, Cleric of Kagyar

Kagyar  Domain
Cler ic Ar chetype

Dwar ves are monotheistic in Mystara, they 
fol low  the teachings of their  f i r st Immor tal.  In 
r eturn Kagyar  gives them powers unknow n by 
the other  r aces.  Whi le they do not have the 
normal abi l i t ies against undead other  cler ics 
have, their  r esistance to magic is 

unprecedented. 

Restr iction:  Only dwar ves may take this 
ar chetype.

Gi f t  of  Kagyar

At 2nd level the cler ic can use a bonus action to 
spend channel divini ty use as a r eaction.  The 
cler ic doubles his prof iciency bonus when 
making a saving throw  against that spell .  This 
r eplaces the turn undead abi l i ty.

Ar m s of  Kagyar

At 2nd level you gain prof iciency in Heavy 
Armor.

Aegis of  Kagyar

At 6th level you gain advantage to saving throws 
made against magic.

Blessing of  Kagyar

At 8th level you may use a channel divini ty to 
give another  character  w ithin 10' of the dwar f 
the same bonuses the Gift and Aegis provide the 
cler ic.  This effect lasts for  1 turn.  This r eplaces 
the Destroy undead affect, each time that effect 
would increase the dwar f may give the Blessing 
to one more additional per son.

Cham pion of  Kagyar

At 17th level the cler ic has r esistance to spell  
damage.

Level Kagyar  Domain Spell

1st Thunderous Smite

3rd Stone Skin

5th Stone Shape

7th Earthquake

9th Imprisonment
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You think you can take this village gnoll?  I  will 
warn you that I  alone stand vigil and will I  draw 

breath not one of you will step foot inside.  I  
possess the strength of Halav, the wisdom of 

Petra and endurance of Zirchev.  All you have a 
paltry few dozen minions. Enough banter, lay on 

if you dare.

Aliana I l lescu, Order  of the Gr i f fon

Order  of the Gr i f fon
Paladin Archetype

The knightly order  of the Church of Karameikos, 
the Order  of the Gr i f fon is sworn to protect the 
people and land of Karameikos against al l  
enemies.  They are a self  sacr i f icing order, using 
their  powers granted by the Immor tals to put 
themselves between danger  and their  charge.  
Their  self less acts have done much to br ing the 
divided people of Karameikos together  as one.

Restr ictions. Character  fol low  the Church of 
Karameikos.

Tenets of the Gr i f fon.

The Order  of the Gr i f fon are the sworn 
protector s of the Grand Duchy of Karameikos, 
pledging their  l ives to defend their  countr y.  
They are beloved in their  homeland, 
emphasizing equali ty of al l  the people before 

the eyes of the Immor tals.

Self lessness. Protect the weak 

Justice. Al l  are equal in the eyes of the law.

Char i ty. Help the less for tunate w ith deeds

Succor. Heal the sick, and break foul magics.

Channel  Div in i t y

When you take this oath at 3rd level, you gain 
the fol low ing to Channel Divini ty options.

Petra's Mercy.  At 3rd level the Paladin gains the 
abi l i ty to r emoves foul enchantments.  The 
paladin may spend a Divine Channel use to cast 
Remove Curse l ike the spell .

Fur y of Halav.  At 3rd level as an action you can 
use your  holy symbol to cal l  on your  order 's 
ancient enmity evi l  humanoids to send them 
f leeing from your  sight.  The paladin spends a 
Divine Channel use to turn evi l  humanoids.   Al l  
the normal r ules for  turning applies.

Aur a of  Sanct i t y.

 Star ting at 7th level, you and fr iendly creatures 
w ithin 10ft of you cannot be attacked by 
non-magical animals in Karameikos, at 18th 
level this aura extends to 30ft.

Zi r chev 's Blessing. 

At 15th level you have advantage on al l  saving 
throws.

Par agon of  Tr aldar . 

At 20th level you invoke the power  of the three 
patrons Immor tals of Karameikos.  For  one 
minute al l  enemies that can see you must attack 
only you, ignor ing others.  Whi le under  this 
effect you gain two extr a attacks, are r esistant to 
al l  damage and automatical ly pass al l  saving 
throws.  Once you use this feature, you can't use 
i t again unti l  you f inish a long rest.

Level Order  of the Gr i f fon Spells

3rd Compelled Duel, Goodberry

5th Lesser Restoration, Aid

9th Create Food and Water, 

13th Locate Creature, Death Ward

17th Circle of Power, Greater 



43

There she is, 80 degrees of port.  Lower the sails, 
hoist the Roger and more speed!  She'll not escape 

us today, I  want marines on deck and prepare 
boarders.  A double share to the first sailor to set 
boots upon her!  Mages and archers aloft, make 
sure the wind is ours.  Tonight we shall adorn 
ourselves with the trappings of the Empress of 

Alphatia herself!  Minroth, I  love this job!

-Aleera Vass, Minrothad Privateer

Pr ivateer
Fighter  Ar chetype 

While Minrothad is well  know n for  i t 's 
merchant ships, they do issue Letter s of Marque 
to br ing in extr a r evenues.  Captaining these 
raider s are the feared Pr ivateers.  Excell ing at 
naval combat far  more than mere sai lor s, the 
Pr ivateers are romanticized for  their  dar ing 
feats.

Restr ictions. Must be native of Minrothad Gui lds

Sea Legs. 

At 3rd level the Pr ivateer  gains Prof iciency in 
vehicles (water ) and advantage on Acrobatics 
tests when sw inging from a rope.

Boar der s Away. 

At 7th level i f  wear ing l ight or  no armor, whi le 
on board a ship you gain +2AC.

Steady As She Goes. 

 At 10th level i f  you are in command of a ship, 
al l  attack rol ls using your  ship's ar ti l ler y have 
advantage.  You need not be the one f i r ing the 
ar ti l ler y to gain this bonus.

Master  Navigator . 

At 15th level whi le you are in command of a 
ship, al l  Navigation, and Vehicle (water ) tests on 
your  ship have advantage.

Dr ead Pi r ate. 

At 18th level al l  your  attacks against a r ival 
ship's captain have advantage.



44

You like it?  It's a Belcadiz vintage, quite rare.  I  
picked it up on a trade mission there during my 

stint in Darokin.  Darokin?  No I 'm actually from 
Kerandas, the Emperor wanted me to negotiate 
trade pacts with those plutocrats.  You would 
have been ashamed, their clothes were so last 

season.  I  see you are enjoying your wine.  
Darokin may have money but they have no taste 
for fashion.  I  see your robe is now on the floor.  

Well in the name of international relations I 
accept your offer.  On second thought that is your 
husband coming home early, instead I shall take 

my leave, through your window.

Agrippa Centauri, Thyatian Rake

Rake
Rogue Archetype

A common sight in the cour ts of Alphatia 
and Thyatis, r akes r ely on their  cunning and 
charm to succeed.  Cour tesans, char latans and  
r apscall ions fol low  this ar chetype. You tend to 
make your  way through your  w its and charm, 
though you quickly learn the f iner  ar ts of 
cour tly combat.  You lower  other s' defenses w ith 
words and charm, then steal their  hear t or  their  
gold.

Cour t l y Indi scr et i on

When you choose this ar chetype at 3rd level, 
you halve the time needed to don or  doff l ight 
armor, w i th help you reduce the time to a single 
round.

Bonus Pr of i ciency

At 3rd level you gain prof iciency in the Histor y 
and Religion ski l ls

Fight i ng Style

At 9th level you gain ei ther  the dueling or  two 
weapon f ighting style.

Ex t r a Panache

At 13th level you gain prof iciency in Char isma 
saving throws.

Social  But ter f l y

At 17th level you gain 2 additional ski l ls from 
the star ting Rogue's l ist of ski l ls, and 3 
additional languages.
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We offer praise to the wise Rafiel, for without him 
we would be lost.  We wait for him to give us the 
sign to return to the surface, to take what is ours 

and so bask in the glow of the sun once again.  
We offer ourselves as his vessel as he has chosen 
us to be his faithful.  Though the Soul Stones are 
race grows strong, and soon we shall return to 

take our place among the nations above.

Taljaria, Life Shaman

Shadow  Elf Shaman
Cler ic Ar chetype

The chosen of Rafiel, Shaman are keepers of the 
soul stones, the sacred ar ti facts of the Shadow  
Elves.  With them they can cast power ful magic 
though they have to keep questing for  more 
power ful soul stones to cast the more power ful 
spells.  A major i ty of shaman are female but not 
enough to make male shaman rare.  Each 
shaman is marked w ith a symmetr ical purple 
bir thmark on their  head, a sign of favor  of the 
Immor tal Rafiel

Restr iction. Shadow  elf  only.  

Mar ked Sham an. 

At 2nd level you can sense magic up to 90' away.  
You cannot tel l  what kind i t is unless i t is a 
soulstone, only i ts presence.  You are presented 
w ith a soulstone wor th 100gp when reaching 
this level from the temple.

Soul  Stone Channel l i ng.

 At 2nd level you need a soulstone wor th 100gp 
x spell  level to cast a spell  of that level.  This 
counts as your  divine focus.  I f  lost or  destroyed 
you cannot cast spells of that level.

Death Sham an. 

At 6th level you gain the duties to take the dead 
and the dying away from the ci ty.    You gain 
advantage on Sur vival tests in an underground 
area.

Li fe Sham an. 

At 8th level you gain the duties to care for  the 
sick and injured.  When you cast a healing spell , 
you may rerol l  any dice once and take the 
higher  of the two rol ls.

Color less Sham an. 

At 17th level you gain the duties to r aise from 
the dead those Rafiel sti l l  sees a need for.  When 
casting a spell  that r aises from the dead you 
double the time that deceased can be raised.  A 
r aise dead spell  can affect a character  that has 
been dead for  20 days, instead of 10.

Level Shaman Domain Spells

1st Guiding Bolt

3rd Speak With Dead

5th Commune

7th Resurrection

9th True Resurrection
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Wear this marking with pride young brave.  For 
you are the chosen of our people.  You will show 

courage!  You will show ferocity!  You will be 
victorious!  The spirits of our tribe ride to war 
with you, let them guide you to your destiny.  

Trust the spirits, trust mighty Atruaghin, for he 
has never led us astray.

Tomas Fastclaw, Bear Shamani

Shamani
Cler ic Ar chetype

The holy men of the Atruaghin Clans, the 
Shamani lead their  people into r i tuals, provide 
for  the sick and tend to the animals.  Though 
they shun armor  and the abi l i ty to turn undead, 
Shamani make up for  i t w i th unr ivaled healing 
powers and r i tuals.  Shamani are used by al l  the 
tr ibes of the Atruaghin Clans, when they have to 
leave the plateau they br ing the power  of their  
totems w ith them.

Restr iction. Atr uaghin Clan only.  Shamani 
cannot use Channel Divini ty or  ar chetype 
abi l i t ies wear ing metal armor.  Shamani cannot 
harm animals that are sacred to his tr ibe.

Sense I l l ness. 

At 2nd level the Shamani can cast Detect Poison 
and Disease at w i l l .  The Shamani cannot detect 
magical poisons or  disease this way.

Natur e's Touch. 

At 2nd level the Shamani can spend a Divine 
Channel use when casting a healing spell  to 
automatical ly heal the maximum amount of 
damage possible.  Nature's touch replaces the 
Turn Undead abi l i ty.

Natur e's Al l y. 

At 6th level no non-magical animal w i l l  attack 
the Shamani unless attacked f i r st.  This includes 
giant ver sions of animals.  This protection does 
not extend to al l ies.

Spi r i t  Ri tual . 

At 8th level the Shamani can spend a Channel 
Divini ty to cast any spell  avai lable as a r i tual.  
The shamani cannot per form Spir i t Ri tual again 
unti l  after  a long rest. The shamani does not 
need to have the spell  memor ized.  This abi l i ty 
r eplaces Destroy Undead, any increases to that 
abi l i ty instead al lows one additional use of 
Spir i t Ri tual before needing to r est.

Spi r i t  Master . 

At 17th All  r i tuals take half  the time needed.

Level Shamani Domain Spell

1st Animal Friendship

3rd Conjure Animals

5th Commune With Nature

7th Regenerate

9th Wrath of Atruaghin
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No now is not the time for war.  Horse has told 
me of a harsh winter coming.  He strong and he is 

fast, if he fears the coming snows then we must 
prepare for them and not waste energy on a war 
we cannot finish.  In the Spring when the snows 
are melted, then Horse says we go to war.  But 

first we must survive Winter.

Uktai the Swift, Spirit Shaman

Spir i t Shaman
Druid Archetype

Considered ter r i fying examples of the foreign 
nature of the Ethengar, their  shaman ser ve as 
their  holy men.  Whi le their  shape changing 
abi l i t ies are l imited compared to other  druids, 
their  master y over  animals and creatures not of 
the pr ime mater ial plane are unr ivaled.  

Spi r i t  Guide. 

At 2nd level the shaman picks a spir i t guide, or  
the more precisely the spir i t guide picks him.  
The Spir i t Shaman chooses a guide from the l ist 
below, then raises the cor responding attr ibute 

by 1.  The spir i t shaman can talk to the animals 
of his spir i t guide's type at w i l l .  

(equivalents in parenthesis)

St r ength. Horse (Draft), Eagle, Yak (Rhinoceros) 

Intel l i gence. (Hawk, Wolf, Snake (Constr ictor )

Wisdom . Ow l, Dog (Masti f f ), Gerbi l  (Rat), Falcon 
(Hawk)

Dex ter i t y. Tiger, Cat, Monkey (Baboon)

Const i tu t i on. Camel, Goat, Bear  (Black)

Char i sm a. Lion, Swan (Vulture), Chameleon 
(Lizard)

Invoke Spi r i t .

 At 2nd level you tap into the teachings of your  
spir i t animal. You lose the abi l i ty to shape 
change but can spend your  w i ld shape as a 
bonus action to gain advantage on any test 
associated w ith your  animal's attr ibute .

Rebuke the Spi r i t s. 

At 6th level the Spir i t Shaman can for ce out 
unnatural creatures.  The shaman can turn 
f iend, celestial and fey creatures as i f  he were a 
cler ic of the same level.    The shaman uses his 
w i ld shape uses to activate this abi l i ty.  The 
Spir i t Shaman can tel l  i f  cr eatures are fey, f iend 
or  celestial as well  just by looking at them.

Becom e the Guide. 

At 8th level the Spir i t Shaman can use a w i ld 
shape to assume the shape of his spir i t animal.  
The shaman can retain the shape for  a ful l  day 
before r ever ting back.

Tr avel  the Spi r i t  Realm s.

 At 14th the Spir i t Shaman can cast Plane Shift, 
but only to the Beastlands, Arbor ia or  the 
Dreamland.  The Spir i t Shaman can return back 
to the pr ime mater ial plane using this abi l i ty 
again.  The Spir i t Shaman cannot use this abi l i ty 
after  r eturning to the pr ime mater ial plane unti l  
he has taken a long rest.
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Kara-kara this close to Ierendi?  Those inbred 
savages must be getting desperate to try and 
attack our ship.  Let's give those waterlogged 
orcs a remember on why no one attacks us.  

Master of the Marines, tell the Toa to start the 
Haka.  Show those swine men the true meaning 

of savagery.

-Thana Koori, Ierendi Captain

Makai Toa
Fighter  Ar chetype

Most Makai of the Ierendi island are content 
leading pastoral l ives w ithout wor r y or  confl ict 
on their  native islands.  A handful however  long 
of the old days when the Makai were know n for  
their  war r ior  savager y.  These heavi ly tattooed 
war r ior s, cal led Toa, embrace the ancient 

f ighting styles of their  ancestor s.  The Toa are 
not mindless berserker s fuel led by r age, their  
prowess comes from r i tual and tr aining.  Found 
most commonly among the mar ines of Ierendi 
ships, the Toa are ter r i fying foes in close 
quar ter s.

Haka. 

At 3rd level the Toa learns the sacred war  songs 
of his people.  To gain the benefi t of the Haka 
the Toa must not be wear ing any armor  heavier  
than l ight armor  and must be using simple 
melee weapons.  The toa spends a ful l  action to 
per form a Makai war  dance complete w ith 
chanting, for  the r emainder  of the combat he 
gains advantage on al l  attacks..  The Toa cannot 
be r estr ained or  si lenced to per form this action.  
The Toa must take a shor t r est to use this abi l i ty 
again.

Tr ibal  Savager y. 

At 7th level under  the effects of the Haka the 
Toa now  scores a cr i tical hi t on a rol l  of 18, 19 or  
20.

Ta Moko. 

At 10th level whi le wear ing l ight or  no armor, 
the Toa doubles the AC bonus he gains from his 
Dexter i ty.

Stor m  of  Blows. 

At 15th level when the Toa charges, that round 
he scores a cr i tical hi t on a rol l  of 16, 17, 18, 19 
or  20.

Skul l cr usher . 

At 18th level the Toa now  does tr iple damage on 
cr i tical hi ts.
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Friend squirrel please tell Maple Bark if she could 
move so we may plant a new Sentinel Tree?  I  

know she is stubborn but that is the best place for 
the tree.  Treants can move where they like, we 
can only build our fortresses where needed.  Of 
course she will be cross, but tell her you are just 
my messenger.  She can talk to me directly if she 

would like.  Now go, I  have to memorize my spells 
of the day.

Brightleaf, Treekeeper of Alfheim

Treekeeper
Wizard Archetype

Sacred w izards of the Canolbar th forest, 
Treekeepers are r esponsible for  maintaining the 
magic of the great forest.  Though their  powers 
are ar cane, not divine, the elves are often 
mistaken for  druids.  Their  harmony w ith 
nature is so great they can change the ver y 
cl imate around them.

Tr eewalker . 

At 2nd level the Treekeeper  tr eats al l  forest 
ter r ain as open ter r ain.

Magic of  the Canolbar th . 

At 2nd level the Treekeeper  can learn Druid 
spells as i f  they were w izard spells.  The spells 
are tr eated as ar cane spells in ever y way.

Wise in  the Old Ways: 

At 6th level the Treekeeper  gains advantage on 
al l  Animal Handling, Nature and Medicine tests.

Pr otector  of  the Woods:  

At 10th level the Treekeeper  can see through 
tr ees as i f  they were not there, and can cast a 
spell  w i thout harming plants i f  they are caught 
in an area of affect spell .

One w i th  Natur e: 

At 14th level the Treekeeper  can cast Speak w ith 
Animal or  Plant at w i l l .
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Mixed Blood

You were born of two races, a r ar i ty in Mystara.  
Though you only have the features of one of 
your  parents, you have a bond w ith both of your  
cultures.  You are accepted as the her i tage of 
your  appearance, but you surpr ise people w ith 
your  know ledge of your  other  parentage.

Choose races for  your  her i tage, human and elf  
are the most common but other  combinations 
are not unheard of, w i th the help of magic even 
human and hin have happened.  You have al l  
the tr ai ts of one parent, you are considered 
their  r ace for  al l  purposes.  You have some of 
the behavior  tr ai ts of the other  parent, a hin's 
hunger, an elf ' patience or  a dwar f 's gruffness.

Sk i l l  Pr of i ciencies: Histor y, Insight

Language: Your  other  parent's language

Equipm ent : A piece of jewelr y (a heir loom from 
your  parents), 2 books about your  r aces, set of 
common clothes, 5 sheets of paper, pen, ink.

Featur e: Best  of  Both Wor lds

As a half-breed you are afforded a bi t more tr ust 
that people outside your  r ace.  Whi le you might 
not be tr usted completely by str angers, your  are 
given the benefi t of the doubt by members of 
both your  r aces.  A dwar ven tavern might make 
your  fr iends wait outside whi le you are 
permitted entr ance, or  you can enter  a grove 
sacred to elves for  a r i tual because of your  
her i tage.

Suggested Char acter i st i cs

Half breeds are caught between two wor lds.  
Though they completely pass as one race, they 
w i l l  f r equently car r y mementos of their  other  
r ace.  Their  f laws might be a preference of one 
race over  another, or  a denial of their  hidden 
her i tage al l  together.

D8 Per sonal i t y Tr ai t

1 I sw itch between my racial languages on accident when 
talking to fr iends.

2 I am obsessed w ith tr ivia about my hidden her i tage.

3 I tr y not to mention the fact I  am mixed race.

4 I dress l ike the members of my other  r ace.

5 I go out of my way to make fr iends w ith people of my other  
r ace.

6 I cannot stand prejudice of any sor t.

7 I can't stand i t when people assume I know  ever ything about 
both my cultures.

8 I want to see the lands of my parents.

d6 Ideals

1 Cur iosi t y: The wor ld is meant to be explored.  (Chaotic)

2 Har m ony: We must al l  l ive together  as one people to thr ive.  
(Good)

3 Revenge: I  was never  given my due for  my her i tage, now  I 
w i l l  take i t.  (Evi l)

4 I solat i on: I  never  f i t in ei ther  culture, I  just want to be left 
alone. (Any)

5 Fr iendship: No reason you can't be a cheer ful sor t, after  al l , 
that's how  your  parents met!  (Good)

6 Bitter : You never  knew  one parent, leaving you alone in a 
wor ld that you didn't belong.  (Evi l)

d6 Bond

1 My fr iends are my family now.

2 I was accepted openly by my vi l lage, I  w i l l  never  forget that.

3 I was considered exotic, but there was one that l iked me for  
who I was.

4 I never  knew  one parent, the one that r aised me is my l i fe.

5 Though we didn't share the same parents, i t didn't matter  to 

6 I promised by fami ly I  would do them proud.

d6 Flaw

1 I hate one of my races.

2 My openness gets me into trouble.

3 I tend to become obsessed with relics of my ancestors.

4 I don't want people to know about my mixed blood.

5 I trust members of my secret race too easily.

6 I tend to be quite indecisive.
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Slave

You were ow ned by another  sentient being.  
Ei ther  in a land where slaver y is al lowed l ike 
Thyatis or  Alphatia, or  kidnapped by a cr iminal 
organization l ike the Iron Ring, or  taken by 
humanoids, you only r ecently r egained your  
fr eedom.  

Choose who was your  master, ei ther  a noble 
from a nation where slaver y is al lowed, a cr ime 
boss or  a tr ibe of humanoids that held you 
pr isoner.  They may have been kind, but more 
than l ikely they were brutal.  You know  you w i l l  
never  give up your  fr eedom again however.  
You are fr ee now, and that is never  going to 
change.

Sk i l l  Pr of i ciencies: Deception and Sur vival

Tool  Pr of i ciencies: One type of Ar tisan's tools

Language: The language of your  master.

Equipm ent : One set of poor  clothes, broken 
manacles, a small per sonal heir loom blanket, 
sack, small pouch containing 10sp

Featur e: Not  a Num ber

As a slave you per formed what ever  task your  
master  demanded of you.  Now  that you are fr ee 
you have let i t be know n that you w i l l  not be 
control led again.  Because of your  histor y there 
are qui te a few  that give you a lot of leeway.  
Thieves w i l l  not attempt to cross an escaped pi t 
f ighter, and many temples offer  aid to those that 
have suffered such as yourself .  You may not 
want their  aid, but i t yours for  the asking.

Suggested Char acter i st i cs

Slaves tend to be ei ther  w ithdraw n or  r esentful 
of their  past.  Perhaps your  master  sti l l  l ives and 
wants you returned.  How  you respond is up to 
you.  Do you f ight or  do you f lee?  Does the sight 
of other s in chains r aise your  i r e?

D8 Per sonal i t y Tr ai t

1 I wake up in the middle of the night from bad dreams.

2 The sound of a whip makes me f l inch.

3 My master  was kind, but I  w i l l  never  admit that.

4 If  I 'm not told what to do I don't know  how  to act.

5 I don't l ike taking orders.

6 I hoard l i ttle things so they can't be taken from me.

7 If str uck I f ight back w ith al l  my might.

8 I don't l ike to be touched.

d6 Ideals

1 Abol i t i on. I  w i l l  f r ee al l  that I  f ind being held unjustly. 
(Good)

2 Revenge. Those that w ronged me w i l l  pay in kind.  (Evi l)

3 Liber ty. Now  that I  am fr ee, I  w i l l  l ive my l i fe as I see f i t.  
(Chaotic)

4 Confor m i ty. I  need someone giving me orders to motivate 
me.  (Law ful)

5 For giveness. You w i l l  not let those who w ronged you control 

6 Hedonism : You were denied your  w ishes when you were in 
bondage, now  you w i l l  l ive i t up.  (Chaotic)

d6 Bond

1 I owe my l i fe to the person that l iberated me.

2 My brothers that toi led alongside me get my undying loyalty.

3 There was a slave that taught me to r ead, I  swear  I w i l l  them 
and fr ee them.

4 My  master  one day fr ee me w ithout explanation.  I  w i l l  never  
forget that.

5 I swore my devotion to the noble that saw  my master  brought 
to justice.

6 The only thing of value is the heir loom my mother  left me, i t 
never  leaves my side.

d6 Flaw

1 Any attempt to hold me dow n w i l l  be met w ith for ce.

2 I am paranoid my former  master  is sti l l  after  me.

3 I hate the people of my master 's r ace.

4 I r arely get a good night's sleep.

5 My temper  gets the best of my when I 'm for ced to do 

6 I left behind people I could have saved when I escaped 
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Feats

Denial

Prerequisi tes: Hin only, 4th level.

You have a l imited form of magic r esistance tied 
to your  homeland:

- As a r eaction you may attempt to stop a 
magic spell  as i t is being cast. This is tr eated 
exactly as the spell  Counter spell , w i th 
Wisdom being used for  determining the your  
equivalent spellcasting abi l i ty. Whether  the 
Denial succeeds or  fai ls, the you take 1d4 
damage from the feat. I f  you are disabled 
from this damage, i t has no effect on 
whether  the Denial succeeds or  fai ls. Denial 
only works inside the boundar ies of the Five 
Shir es. Once you have used the Denial, you 
cannot make another  unti l  you have 
completed a ful l  r est. 

Weapon Master  (Sk i l l ed)

Requirements: Fighter  or  Barbar ian, level 4, 
prof iciency in chosen weapon.

You have begun to tr ain past the normal ski l l  of 
most war r ior s.  Select one of the fol low ing 
benefi ts, you may take this feat multiple times, 
each time choosing a di f ferent benefi t:

- 1 Handed/Simple: Increase damage die to 
next level.  (d4 becomes d6, d6 becomes d8)

- 2 Handed/Simple: Extr a die of damage.
- Ranged/Simple: Can attack w ithin 5' w i thout 

penalty
- 1 Handed/Mar tial: Increase damage die to 

next level. (Includes Versati le)
- 2 Handed/Mar tial: Extr a Die of Damage.
- Ranged/Mar tial: Increase damage die to next 

level.
- Net: Counts as shield i f  w ielded in off  hand.

Weapon Master  (Ex per t )

Requirements: Level 8, Ski l led level

You are r ecognized as a a deadly w ielder  of your  
favor i te weapons.  Select a weapon type that 
you have have alr eady applied the Ski l led level 
to:

1 Handed/Simple: I f  enemy is surpr ised or  on a 
cr i tical hi t, ignore al l  damage resistance.

- 2 Handed/Simple: Increase damage die to 
next level.

- Ranged/Simple: Increase both r anges 50%
- 1 Handed/Mar tial: Extr a die of damage.
- 2 Handed/Mar tial: On a cr i tical hi t enemy 

must make a Strength save vs DC8 + 
Proficiency Bonus + Strength Bonus or  be 
knocked prone, enemies two sizes larger  
than character  are immune.

- Ranged/Mar tial: Increase both r anges 50%
- Net: DC to escape net increases to 15.
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Weapon Master  (Master )

Requirements: Level 12, Exper t level

You are a ful l  f ledged weapon master, few  who 
know  your  r eputation dare to approach.  Select 
a weapon type that you have have alr eady 
applied the Exper t level to:

- 1 Handed/Simple: Extr a die of damage.
- 2 Handed/Simple: On a cr i tical hi t enemy 

must make a Strength save vs DC8 + 
Proficiency Bonus + Strength Bonus or  be 
stunned for  one round.

- Ranged/Simple: Increase damage die to next 
level.

- 1 Handed/Mar tial: On a cr i tical hi t enemy 
must make a Strength save vs DC8 + 
Proficiency Bonus + Strength Bonus or  be 
stunned for  one round.

- 2 Handed/Mar tial: Extr a die of damage.
- Ranged/Mar tial: Extr a die of damage.
- Net: Any tr ying to escape has disadvantage

Weapon Master  (Gr and Master )

Requirements: Level 16, Master y level

Now  w ith unsurpassed levels of combat 
tr aining, you can per form feats of carnage.

Select a weapon type that you have have alr eady 
applied the Master y level to:

- 1 Handed/Simple: On a cr i tical hi t enemy 
must make a Strength save vs DC8 + 
Proficiency Bonus + Strength Bonus (or  
Dexter i ty for  Finesse weapons) or  be 
stunned. for  one round.

- 2 Handed/Simple: Extr a die of damage.
- Ranged/Simple: Extr a die of damage.
- 1 Handed/Mar tial: Extr a die of damage
- 2 Handed/Mar tial: Cr i tical hi ts deal 

maximum damage and ignore damage 
resistance.

- Ranged/Mar tial: On a cr i tical hi t apply 
weapon damage to another  enemy w ithin 5' 
of or iginal target.
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Immortals and Priests
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Immor tals of Mystara
Mystara does not have actual gods l ike other  
settings, cler ics venerate the Immor tals instead.  
Immor tals were once great adventurer s that 
have epic quests and peti tioning to past 
Immor tals tr anscended their  mor tal form to 
take their  place forever  in the Outer  Planes. 

Each Immor tal ser ves one of the f ive Spheres of 
Power, each Sphere r epresents one of the 
distinct components of the Multiver se.  Cler ics 
of Mystara can venerate a speci f ic Immor tal, 
and enti r e pantheon or  just a Sphere of Power. 

The Immor tals hold each other  in balance, none 
may actively inter fere  w i th the wor ld w ithout 
r ebuke from others.  Instead the Immor tals 
secretly take mor tal guise to walk the wor ld 
unnoticed.  Whi le their  power  is greatly 
r educed when they do this, they are sti l l  
cr eatures of immense power  in their  guise.

The pr imar y role of the Immor tals is to keep 
balance among the Spheres.  Each Sphere must 
be kept in harmony w ith the others for  the 
Multiver se to continue.  An imbalance between 
the Spheres can have catastrophic r esults.  The 
Sphere of Entropy stands apar t from the others, 
tr ying to cause the end of the Multiver se to they 
can recreate the next wor ld in their  image.

The other  purpose for  Immor tals is to sponsor  
mor tals that w ish to join them.  I t is not a easy 
task, for  more per ish than ever  succeed.  One 
cannot become an Immor tal w i thout the help of 
a sponsor, and there is no guarantee a mor tal 
w i l l  ever  gain a sponsor.  Once a moral has 
obtained a sponsor  they must par take of a task 
to prove the mor tal is indeed wor thy.  

The path of the Dynast is one of time.  The hero 
must prove themselves wor thy by bui lding a 
dynasty wor thy of an Immor tal.  This task 
r equir es the hero to establish a long lasting r ule 
by the hero and descendants.  The hero must 
populate the r ealm w ith suff icient people and 
bui ld a capi tol for  the new  realm.  

The other  challenge of the Dynast is they must 
tr avel in time to help their  descendants r etain 
the r ealm bui l t by the hero.  The hero must 
quest for  an ar ti fact to accomplish this, then 
they are wor thy of immor tal i ty.

The Epic Hero must under  go a ser ies of quests, 
f i r st to f ind a power ful ar ti fact of Thought.  
Then to destroy an ar ti fact of Entropy.  Then the 
Epic Hero must create a great weapon, tr ain a 
wor thy successor  and f inal ly complete an epic 
quest taking no less than f ive years to 
accomplish.

The Paragon is a test of creation and conquest.  
The hero must f ind an ar ti fact of Thought, then 
create an enti r ely unique magical i tem that 
r equir es at least one impossible component.  
Once those are f inished the Paragon must tr ain 
no fewer  than half  a dozen apprentices and see 
them r ise in power.  Final ly the Paragon must 
challenge and defeat al l  w izards w ith 1,000 
mi les before they are el igible.

The Polymath demands i ts candidate par take a 
quest for  an ar ti fact that w i l l  for ce the hero to 
quest for  i t several times.  Each time the hero 
attains the ar ti fact the ar ti fact r esets the hero 
back to 1st level of a di f ferent class w ith no 
memor ies of the past l ives.  The hero must then 
f ind the ar ti fact again w ith a par ty w ith at least 
four  di f ferent classes, unti l  the four th time 
when al l  memor ies and levels are r eturned.  
Then the candidate must bui ld an monument of 
their  achievement.
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Im m or tal In f l uence Spher e Dom ain

Al-Khalim Ylaruam Energy/  
Thought

War / 
Know ledge

Ahmanni Tur tle Clan Time Shamani

Alphaks Chaos Entropy Death

Major  Fol l ow ings

Ylaruam, Ierendi 

Atr uaghin

Alphatia, Thyatis

Atruaghin Atruaghin Matter Shamani Atruaghin

Atzanteotl Sacr i f ice Entropy Death Atruaghin, Tiger  Clan Only

Aster ius Merchants Thought Know ledge Thyatis, Darokin

Augr ism Excellence Matter Know ledge Minrothad Dwar ves

Cretia Wind Thought Tr icker y Ethengar

Dainrouw Wood Elves Time Nature Minrothad (Wood Elves)

Danel 
Tiger str ipes

Tiger  Clan Entropy Shamani Atruaghin, Tiger  Clan Only

Diamond Law ful Matter Li fe Law ful Dragons

Diulanna Victor y Energy War Thyatis

Eir yndul Alphatia 
Elves

Time Nature Alphatia

Elendaen Sea Elves Time Tempest Minrothad (Sea Elves)

Frey and 
Freya

Family Matter Li fe Vestland, Ostland, Soder f jord

Garal Gnomes Matter Tr icker y Gnomes

Halav War Matter War Karameikos, Thyatis

Hattani Bear  Clan Matter Shamani Atruaghin, Bear  Clan

Hel Death Entropy Death Soder f jord

High 
Heroes

Hin Pantheon Matter Hin Master Five Shir es

Ilsundal Elves Thought Uses Druid class Elves Ever ywhere

Kagyar Dwar ves Matter Kagyar  
Archetype

Rockhome, Thyatis

Khoronus Histor y Time Knowledge Darokin
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Korotiku the Tr icker y Thought Tr icker y

Kor yis Peace Time Life

Loki Mischief Thought Tr icker y

Maeliden Tree of Li fe Time Life

Thyatis, Pear l 

Thyatis, Alphatia

Vestland

Alfheim

Mahmatti Elf  Clan Energy Shamani Atr uaghin

Minroth Minrothad Time Life Minrothad Gui lds

Odin Wisdom Thought Know ledge Nor thern 

Opal Neutral Dragons Time Knowledge Neutral Dragons

Ordana Forests Thought Nature Minrothad Gui lds

Pear l Chaotic Dragons Energy Tempest Chaotic Dragons

People's Temple Phi losophy Thought Li fe Ierendi

Petra Healing Time Life Karameikos, 
Thyatis

Protius, Old Man Ocean Time Tempest Thyatis

Rad Radiance Energy Tempest Glantr i

Rafiel Shadow  Elves Energy Shadow  Elf Ci ty of Star s, 

Rathanos Fir e Energy Tempest Alphatia

Tahkati Horse Clan Thought Shamani Atr uaghin

Tarastia Justice Matter War Thyatis

Thanatos Evi l Entropy Death Nowhere

Thor Thunder Energy Tempest Nor thern 
Reaches, Thyatis

Tubak Law Thought Light Ethengar

Valer is Love Thought Tr icker y Thyatis

Vanya War Matter War Thyatis

Yamuga Yur ts Matter Li fe Ethengar

Zir chev Forest Folk Thought Know ledge Karameikos, 
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Can you feel it?  Chaos and change all around you.  
That is energy: motion, progress and power.  If you 
want power, that is energy in all its forms.  Through 
energy lies immortality, for being immortal is the 

greatest change of all.

Vandovar Allenas, Priest of Alphatia

Energy
Cler ic Domain

The Sphere of Energy is extr emely dynamic.  
Energy seeks to create more energy and activi ty, 
and as such is closely tied to the element of f i r e 
and the Chaotic al ignment.  Energy consumes 
Matter, slows Time and stimulate Thought.  I t is 
opposed to Matter 's attempt to control i t, 
Thought's attempts to define i t and Time's 
attempts to outlast i t.

Reduced Rest

At 1st level you f inish a long rest in 4 hours. 

Bonus Cant r i p

When you take this domain at 1st level, you gain 
the produce flame cantr ip i f  you don't alr eady 
know  i t.

Al ter  Ener gy

Star ting at 2nd level you can spend use Channel 
Divini ty to change the energy type of a spell .  
When you cast a spell  you invoke your  devotion 
to the Immor tals of Energy.  I f  the spell  has an 
energy damage type you can alter  i t to another  
type.  The damage types that can be changed 
from or  to are Cold, Fir e, Lightning, and 
Thunder.

Ener gy Bleed

At 6th level the power  you channel from the 
Sphere of Energy begins to overpower  your  
spells.  When you cast a damaging spell , you 
add 1 point of damage to each die you rol l .  A 
spell  doing 5d6 damage would do an addition 5 
points of damage.

Divine St r i ke

At 8th level you gain the abi l i ty to infuse your  
weapon str ikes w ith divine energy.  Once on 
each of your  turns when you hi t a creature w ith 
a weapon attack, you can cause the attack to 
deal an extr a 1d8 damage of the energy type of 
your  choice to the target.  When you reach 14th 
level, the extr a damage increases to 2d8.  The 
abi l i ty is affected by Energy Bleed.

Over power ed

Star ting at 17th level when you cast a damaging 
spell , you cannot rol l  less than a 3 on any of the 
dice.  Treat al l  rol ls of the dice lower  than that 
as rol l  of 3.

Level Energy Domain Spells

1st Continual Flame

3rd Fireball

5th Flamestrike

7th Reverse Gravity

9th Storm of Vengeance
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Life is pain, this is not to be disputed, as you live 
you will suffer.  Every one suffers.  People grow 
old and die, nations fall, races go extinct.  But 

what if we could start anew?  That is the promise 
of Entropy.  This world is flawed, the Immortals 
that shaped it ruined it.  We can be rid of them, 
we can be rid of everything.  Watch the world 
burn, and build a perfect one from its ashes.

Sonya the One Eyed, Cleric of Hel

Entropy
Cler ic Domain

Entropy is the end of ever ything.  Not associated 
w ith any element, Entropy is more closely 
al igned w ith death and evi l .  I ts sole purpose is 
the destr uction of the other  four  spheres.  I t is 
the sphere of rot and decay.  Entropy seeks to 
destroy Matter, stagnate Time, dissipate Energy 
and stop Thought.  This domain is pr imar i ly for  
NPCs, ask your  DM before selecting i t.

Bonus Pr of i ciency

When you choose this domain at 1st level, you 
gain prof iciency in mar tial weapons.

Disciple of  Decay

Also star ting at 1st level, your  inf l ict wound 
spells are more effective.  Whenever  you use an 
inf l ict wound spell , the creature takes an 
addition amount of damage equal to 2 + the 
spells level.

Minor  Hex

At 2nd level you can use your  Channel Divini ty 
to make others more susceptible to magic.  As 
an action you present your  holy symbol and 
select a target to be hexed.  For  10 minutes the 
target has disadvantage on saving throws, this 
effect immediately ends i f  you use the abi l i ty 
again dur ing the duration.  A bless or  r emove 
cur se spell  ends this effect immediately.

Dissipate Ener gy

Star ting at 6th level when you take damage 
from any source, r educe the damage by the 
number  of dice.  A source doing 3d8 points of 
damage is r educed by 3 points before any other  
modif ier s.

Divine St r i ke

 At 8th level you gain the abi l i ty to infuse your  
weapon str ikes w ith divine energy.  Once on 
each of your  turns when you hi t a creature w ith 
a weapon attack, you can cause the attack to 
deal an extr a 1d8 necrotic damage to the target.  
When you reach 14th level, the extr a damage 
increases to 2d8.  

Reduce Pr obabi l i t y

Star ting at 17th level al l  attacks against you 
have disadvantage.

Level Entropy Domain Spells

1st Inflict Wounds

3rd Bestow Curse

5th Contagion

7th Finger of Death

9th Power Word Kill
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For anything to persevere it must stand on its 
own.  Change for its own sake is doomed to fail, 
life must have purpose.  That is the reason for 
Matter.  If everything has a place, everything 

knows its role.  There is no more suffering, there 
is no more struggle, every one will do what is 

expected of them and as a whole our people will 
prosper.

Grund Rockroar, Minister of Minrithism

Matter
Cler ic Domain

The Sphere of Matter  is stable and durable.  
Matter  is the bui lding block of al l  things.  Matter  
is constantly tr ying to create new  forms.  Matter  
is tied to the element of Ear th and the Law ful 
al ignment.    Matter  r esists Time's attempt to 
change i t, to channel Energy into a useful form 
and provides order  to Thought.

Bonus Pr of i ciency

At 1st level, you gain prof iciency w ith heavy 
armor.

Endur ance

Also at level one ever y time you gain a level you 
gain 1 addition hi t point.

Steady as a Rock

Star ting at 6th level you have advantage on any 
save or  test to avoid being knocked prone.  In 
addition you have advantage any attempts to 
escape being grappled.

Divine St r i ke

At 8th level you gain the abi l i ty to infuse your  
weapon str ikes w ith divine energy.  Once on 
each of your  turns when you hi t a creature w ith 
a weapon attack, you can cause the attack to 
deal an extr a 1d8 bludgeoning damage to the 
target.  When you reach 14th level, the extr a 
damage increases to 2d8.

Im placable Defense

At 17th level you have resistance to 
bludgeoning, pier cing and slashing damage.

Level Matter  Domain Spells

1st Enlarge/Reduce

3rd Stone Shape

5th Stone Wall

7th Earthquake

9th Meteor Swarm
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Before i t can be done i t must be conceived.  
Without Thought there is nothing, matter  

cannot be constr ucted, time cannot be 
measured, energy cannot be uti l ized.  When you 
walk the path of Thought you show  yourself  to 

be the tr ue visionar y.  Thought grows on i ts 
ow n, you just provide the spark. Your  ideas w i l l  

cr aft this wor ld, your  phi losophies w i l l  spark 
debate and discussion and create more thoughts 
to be considered.  Thought cannot be stopped as 

long as someone wonders why?

Petrov Romanov, disciple of Zir chov

Thought
Cler ic Domain

The Sphere of Thought is manipulative and 
logical.  Thought is the essence of the Immor tals, 
i t ser ves to categor ize al l  of existence.  Thought 
r epresents r eal ization, phi losophy and 
understanding.  Thought is tied to the element 
of Air  but not any speci f ic al ignment.  Thought 
opposes the excesses of Energy, attempts to 
manipulation Time and create form in Matter.

Bonus Pr of i ciency

At 1st level, you gain prof iciency in two of the 
fol low ing ski l ls: Ar cana, Histor y, Insight or  
Perception.

Bonus Cant r i p

When you choose this domain at 1st level, you 
gain the message cantr ip i f  you don't alr eady 
know  i t.

Deep Thinker

At 6th level you gain prof iciency in Intel l igence 
saving throws.

Divine St r i ke

At 8th level you gain the abi l i ty to infuse your  
weapon str ikes w ith divine energy.  Once on 
each of your  turns when you hi t a creature w ith 
a weapon attack, you can cause the attack to 
deal an extr a 1d8 psychic damage to the target.  
When you reach 14th level, the extr a damage 
increases to 2d8.

Savant

Star ting at 17th level you have advantage on al l  
Intel l igence based ski l l  tests.

Level Thought Domain Spells

1st Detect Magic

3rd Clair voyance

5th Dream

7th Mirage Arcane

9th Foresight
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Everything has its place, a time for its creation 
and a time for its end.  If nothing is created and if 
nothing ends, the world will stagnate.  Time is the 
judge of all things.  Because of Time as things end 
new things are created to replace them, the cycle 
of life continues.  There is no end to time, there is 
only the next moment.

Galtar von Breck, High Priest of Vanya

Time
Cler ic Domain

The Sphere of Time promotes change and 
progress.  Time is constant, always f low ing and 
ebbing for ward.  Time represents change and 
rebir th, teaching the future w ith the lessons of 
the past.  Time is tied to the element of Water  
and the Neutral al ignment.  Time opposes 
Matter 's r esistance to change, lessens Energy 
over  time, and teaches Thought the lessons of 
histor y.

Bonus Sk i l l

When you select this domain at 1st level you 
gain prof iciency w ith the Histor y ski l l .

Sense Time

At 1st level you can spend a ful l  action to know  
exactly what time of day i t is.

Extra Attack

Beginning at 5th level, you can attack tw ice, 
instead of once, whenever  you take the Attack 
action on your  turn.

Divine Str ike

At 8th level you gain the abi l i ty to infuse your  
weapon str ikes w ith divine energy.  Once on 
each of your  turns when you hi t a creature w ith 
a weapon attack, you can cause the attack to 
deal an extr a 1d8 necrotic damage to the target.  
When you reach 14th level, the extr a damage 
increases to 2d8.

Improved Reaction

At 17th level you gain prof iciency in Dexter i ty 
saving throws.

Level Time Domain Spells

1st Expeditious Retreat

3rd Haste

5th Legend Lore

7th Teleport

9th Time Stop
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Spells and Runes
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Deep in the halls of the Great School of Magic in 
Glantr i  ci ty r are magics are taught.  Using 
methods they have gleaned from study of the 
Radiance, the w izards of Glantr i  can use magic 
in ways unheard of outside the nation.  Such 
know ledge does not come w ithout r isk, as the 
Radiance can have unusual effects on careless 
w izards. 

Requir ements:

The Craft Cir cles are learned as feats.  Wizard or  
Sorcerer  must be a human or  elf  w i th a Glantr i  
or igin.  Once you have taken one Craft feat, you 
may not take a feat from another  craft, you can 
only progress in the Cir cle you are in.  You must 
take time off in the campaign and spend the 
r equisi te amount of gold before you can learn 
the feat.  A character  gains al l  the abi l i t ies l isted 
under  a feat.

Time and cost to learn each Cir cle:

Fir st Cir cle: 7,000 gp/14 days

Second Cir cle: 28,000 gp/28 days

Thir d Cir cle: 63,000 gp/42 days

Four th Cir cle: 112,000 gp/56 days

Fifth Cir cle: 175,000 gp/70 days

Ski l l  Test: Many of the feats r equir e a ski l l  test to 
activate.  Unless other w ise stated, the number  of 
times a you can use a Craft feat before needing a 
long rest is equal to your  Intel l igence bonus.  
Fai led tests count as uses.

Cr i tical Fai lure

If  the mage is r equir ed to test Ar cana for  an 
effect and rol ls a 1, r erol l  the die.  I f  the r esult is 
another  1 then apply the Cr i tical Fai lure r esults 
descr ibed by the Feat.  Other w ise tr eat the 
r esult as just a normal fai lure.

Secret Magical Crafts of Glantri
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Alchemy

1st  Ci r cle of  Al chemy

Requirements: 4th level, Wizard or  Sorcerer

- Find Components: You may make a DC10 
Arcana check to know  the r equir ed 
ingredients to r epl icate a potion.  This 
destroys the potion in the process.

- Alchemical Preparation: You may create any 
common avai labi l i ty potion as a balm.  This 
r equir es a DC15 Arcana test and 1 hour  of 
work.  The balm is good for  1d4 days 
after wards i t separates and is useless.  I f  the 
the Arcana test is fai led the ingredients are 
lost and the you w i l l  need to more 
ingredients to tr y again.

2nd Ci r cle of  Al chemy

Requirements: 8th level, 1st Cir cle of Alchemy

- Find Magical Components: You can identi fy 
magical potions on a DC15 Arcana test.  In 
addition you can take a bonus action to 
identi fy the damage type of any magic i tem 
on a DC15 Perception test.

- Magical Preparation: You can now  create any 
potion up to uncommon avai labi l i ty.  These 
are created at half  the time and speed i t 
would take to make the potion normally, but 
only lasts 1d4 after  i t is created.

3r d Ci r cle of  Al chemy

Requirements: 2nd Cir cle of Alchemy, Level 12

- Transmute Matter : You may alter  one 
non-l iving object to another  non-l iving 
object.  You may change 1lb of mater ial per  
exper ience level.  Yout can change the i tem 
into another  i tem of the same weight, excess 
mater ial is lost.  The i tem's value is wor th the 
caster  level x the weight of the i tem.  You 
must spend a day inside a ful ly stocked 
laborator y and make a DC20 Arcana check.  

Cr i tical Fai lure: The tr ansformation fai ls and 
ever yone w ithin 20' takes 1d6 points of damage 

per  pound of mater ial being tr ansmuted.  The 
lab is automatical ly destroyed.

4th Ci r cle of  Al chemy

Requirements 3rd Cir cle of Alchemy, Level 16

- Transcend Energy: You can attempt to focus 
energy into matter  to create one of the 
fol low ing effects:

- Recharge an expended magic i tem.  I tem is 
r eturned to i t 's normal status w ith i ts star ting 
number  of charges.

- Reverse the aging process.  The recipient 
r eversed 1 week of aging per  level of the 
alchemist.  You can use this process on 
yourself .

- Animate a golem.  The golem had 1HD per  
level of the caster, cost to create the golem is 
the same as a r are magic i tem.

- Raise the dead.  A corpse cannot be dead 
more than a number  of days equal to the 
caster 's level, i t is tr eated as i f  i t has r eceived 
a r aise dead spell .  In order  to use the process 
the alchemist must make a DC25 Arcana 
check, and needs to take the test in an area 
w ith a large energy outburst l ike a l ightning 
storm.  Alternatively you may expend spells 
that do a combined 60d6 points of damage. 

Cr i tical Fai lure: The lab explodes as above.

5th Ci r cle of  Al chemy

Requirements: 4th Cir cle of Alchemy, Level 20

- Mutate Li feform: You can take on proper ties 
of another  creature or  mater ial.  You can 
change into another  creature, or  just adapt 
par t of i ts physiology.  You make a DC20 
Arcana check as a bonus action and selects 
one of the fol low ing effects:

- Gaseous Form: As the spell , but cannot effect 
gear.

- True Polymorph: As the spell , but only 
creature to creature.

- Stoneskin: As the spell .
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Dr acology

1st  Ci r cle of  Dr agons

Requirements: 4th level, Wizard or  Sorcerer

- Dragon Totem: The w izard picks a dragon 
type, when he makes a test using a cir cle of 
dragons feat, he manifests changes into the 
features of a dragon of that color.

- Protection from Dragons: The character  
makes a DC15 Arcana test to prevent a dragon 
from attacking him.  The effect is automatic i f  
he is a higher  level than the dragon's hi t dice, 
other w ise the dragon make make a w i l l  save 
against the w izard's spell  power  to ignore the 
effect.  Whi le the effect is active the dragon 
cannot attack the w izard or  his par ty, 
including casting spells or  using a breath 
weapon.  The dragon can communicate w ith 
the w izard and knows their  exact location but 
cannot harm him.  The effect ends i f  the 
w izard gets more than 120' from the dragon, 
or  i f  he or  a member  of his par ty attacks the 
dragon or  tr ies to steal from the dragon.

2nd Ci r cle of  Dr agons

Requirements: 8th level, 1st Cir cle of  Dragons

- Dr agon Tooth : The character  makes a DC20 
ar cana test.  I f  successful he can manifest 
magical fangs that have a r ange of 10' and 
attack as a dragon bi te attack of a dragon w ith 
the hi t dice equal or  lesser  to the character 's 
level.  The effect lasts f ive rounds.

- Dr agon Eye: The character  makes a DC20 
ar cana test.  For  a number  of rounds equal to 
his level, the w izard automatical ly detects 
invisible or  polymorphed dragons.

- Dr agon Claw : The character  makes a DC20 
ar cana test, i f  successful his hands become 
claws and attack as a dragon of the same hi t 
dice equal or  lesser  to his level.  This effect 
lasts one round per  level.

- Dr agon Scale: The character  makes a DC20 
ar cana test, i f  successful their  natural armor  
class becomes equal to a dragon w ith equal or  
lesser  hi t dice than his level.  This abi l i ty last 
one round per  level of the caster.

- Dr agon Wing: The caster  makes a DC20 
ar cana test, i f  successful they manifest w ings 
of the chosen type, and can f ly at the speed of 
his chosen dragon, his car r y weight is 100lbs 
per  character  level.  

3r d Ci r cle of  Dr agons

Requirements: 2nd Cir cle of Dragons, Level 12

- Dr agon Br eath : The caster  gains a breath 
weapon identical to his chosen dragon.  The 
damage is the same as a dragon w ith equal or  
lesser  hi t dice to the caster 's level.  This abi l i ty 
can be used three times before needing a long 
rest.

4th Ci r cle of  Dr agons

Requirements 3rd Cir cle of Dragons, Level 16

- Dr agon Might : The caster  may attempt to 
dominate a dragon, the dragon makes a 
saving throw  against the Draconology's spell  
power, i f  the dragon fai ls to save tr eat the 
effect as a Dominate Monster  spell .  The effect 
lasts 1 turn per  the caster s level.

5th Ci r cle of  Dr agons

Requirements: 4th Cir cle of Dragons, Level 20

- High Master  of  Dr agons: You may make a 
DC25 ar cana check, the caster  polymorphs 
into a Great Wyrm var iant of the chosen 
dragon.  This effect lasts for  1d4 rounds.

Cr i tical Fai lure: A Great Wyrm of your  type 
appears in 1d6 turns and attacks.  The Great 
Wyrm has maximum hi t points.
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Elem ental i sm

1st  Ci r cle of  Elem ents

Requirements: 4th level, Wizard or  Sorcerer

Protection from Elements: Pick an elemental type 
as your  Elemental focus.  You gains the fol low ing 
benefi ts depending on element.

- Fir e: Resistant to Fir e damage, can walk over  
lava w ithout harm for  90ft or  3 rounds, 
whichever  comes f i r st.

- Water : Resistant to Water  damage, can walk 
over  water  for  90ft or  3 rounds, whichever  
comes f i r st.

- Ear th: Resistant to damage from Ear th 
damage.  Can walk over  quicksand, mud or  
crumbling ledges for  90ft or  3 rounds, 
whichever  comes f i r st.

- Air : Resistant to damage from Air  damage.  
Can walk on clouds or  cl imb smoke up for  90ft 
or  3 rounds, whichever  comes f i r st.

2nd Ci r cle of  Elem ents

Requirements: 8th level, 1st Cir cle of Elements

- Minor  Conjuration: You must make a DC15 
ar cana check.  On a success the you summon 
1d4 minor  elementals of you focus.  The 
elementals have the minimum amount of hi t 
points they could have.  The elementals w i l l  
per form one task, and disappear  after  
f inishing i t.  They also vanish after  a number  
of days equal to your  caster  level.

Cr i tical Fai lure: A elemental of the r ival element 
appears, hosti le to you.  

3r d Ci r cle of  Elem ents

Requirements: 12th, 2nd Cir cle of Elements

- Major  Conjuration:  As above, except you 
summon any creature from the chosen 
elemental plane.  That creature w i l l  per form a 
task exactly as above.

Cr i tical Fai lure: The creature ar r ives hosti le 
towards you.

4th Ci r cle of  Elem ents

Requirements: 16th level, 3rd Cir cle of Elements

Elem ental  Master y: You gain fur ther  abi l i t ies 
based on their  focus.

- Full  Elemental Control: You may make a D20 
ar cana check.  I f  successful the you can create 
an elemental out of appropr iate mater ials on 
hand.  The new ly created elemental is 
completely under  the your  control.

- Fir e: You takes no damage from heat, though 
sti l l  takes damage as normal from f i r e.  The 
you can change the size of a f i r e by 2ft per  
round at w i l l .

- Water : The you can make water  be as sti l l  or  
rough as a storm equal to 3ft times your  caster  
level.    You can breathe water  at w i l l , and has 
advantage on al l  sw imming checks, ignor ing 
even cur rents and whir lpools.

- Ear th: The you can cast move earth at w i l l .  
You can never  immobi l ized by being bur ied.

- Air : The you can cast gust of wind at w i l l .  Al l  
missi le attacks against the you are at a 
disadvantage.  The you take no damage or  can 
be moved by high w inds.

Cr i tical Fai lure: The created elemental creature 
goes berserk, attacking al l  nearby.

5th Ci r cle of  Elem ents

Requirements: 20th level, 4th Cir cle of Elements

Metamorphosis: You must make an Arcana D25 
test, i f  successful you become an elemental of 
your  focus.  You retain al l  spells and abi l i t ies.  In 
addition the you can tr avel to the elemental plane 
of your  focus at w i l l .

Cr i tical Fai lure: An elemental of the focus type 
appears w ith maximum hi t points hosti le to you.
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I l l usion

1st  Ci r cle of  I l l usion

Requirements: 4th level, w izard or  sor cerer.

- Hypnosis: You must make a DC10 Arcana 
test.  I f  successful the target makes a w isdom 
save against the your  spell  casting abi l i ty.  I f  
the target fai ls, they act as i f  they are under  a 
suggestion spell .  The suggestion cannot 
make the target violate their  al ignment or  
harm themselves.  The effect ends when 
target has per formed a task for  the 
I l lusionist, taken damage or  the I l lusionist 
ends i t.  I f  the suggestion isn't clear  the effect 
automatical ly fai ls.  You regains the abi l i ty to 
use this after  a shor t r est.

Cr i tical Fai lure: You are affected by the 
suggestion instead, w ith al l  the above 
restr ictions.

2nd Ci r cle of  I l l usion

Requirements: 8th Level, 1st Cir cle of I l lusion

- Dream Alteration: You must make a DC12 
Arcana test against a sleeping target.  The 
target can be up to 1 mi le away per  caster  
level.  You can send a message or  a 
nightmare.  I f  a message is sent the target 
wakes up w ith the message fr esh in their  
mind.  I f  a nightmare is sent, the target may 
make a Wisdom save vs. the your  spell  
casting abi l i ty.  I f  successful nothing 
happens.  Other w ise the target does not 
benefi t from the r est.  I f  the target can pass 
two saving throws in a row  they are immune 
to your  power  Dream Alteration may only be 
used once per  dream.

Cr i tical Fai lure: The sleeping target wakes up 
w ith the know ledge of your  identi ty.

3r d Ci r cle of  I l l usion

Requirements: 12th Level, 2nd Cir cle of I l lusion

- Deli r ium Tremens: You must makes a DC15 
Arcana test, i f  successful a target w ithin 120' 

is attacked by an i l lusionar y monster  or  
monster s w ith a CR no greater  than your  
level.  The creatures exist only in the target's 
mind, but the damage dealt is r eal.  The 
effect lasts unti l  the i l lusionar y monster  is 
defeated, you end i t, or  breaks concentration.  
You regains this abi l i ty after  a long rest.

Cr i tical Fai lure: The I l lusionist sees what he 
wants to see happen, but nothing actual occurs.  
You can take no other  actions than attempting to 
maintain the fai led i l lusion unti l  they pass a 
DC20 Intel l igence test at the star t of each round.

4th Ci r cle of  I l l usion  

Requir ements: 16th level, 3rd Cir cle of I l lusion 

- Shadow  Reali ty: You must make a DC20 
Arcana test, i f  successful you may dimension 
door from one shadow  to another  in sight, or  
become a non-corporeal shadow.  Whi le in 
the shadow  you can create immovable sol id 
objects l ike stair s  out of shadows.  You can 
alter  shadows w ith in 1 yard per  level.  

Cr i tical Fai lure: You are instead tr anspor ted to 
the Dimension of Nightmares, where you must 
f ind your  ow n way back to safety.

5th Ci r cle of  I l l usion 

Requirements: 20th level, 4th Cir cle of I l lusion

- Dreamlands: You create an interdimensional 
stronghold in the Dimension of Nightmares.  
This is tr eated exactly l ike Mordenkainen's 
Magnificent Mansion, except the mansion 
does not expir e.  To enti r e the stronghold you 
must make a DC20 Arcana check.  

- You can create shadow  creatures w ith a CR 
up to your  level and send them from 
stronghold on a mission.  This r equir es a 
DC25 Arcana test.  You can see through their  
eyes and hear  what they hear.  They w i l l  
r emain unti l  the task is done or  they are 
slain.

Cr i tical Fai lure: The created creatures go 
berserk instead and attack you.
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Necr om ancy

1st  Ci r cle of  Necr om ancy

Requirements: 4th level, w izard or  sor cerer

- Protection from Undead: You must make a 
DC10 Arcana test.  Whi le this is active a 
number  of undead creatures w ith CR up to 
the your  level cannot attack anyone w ithin 
10? of the your  r i tual.  Creatures w ith lower  
CRs are affected f i r st.  This power  lasts unti l  
the you move out of the cir cle, or  someone in 
the cir cle attacks.

Cr i tical Fai lure: The you cannot attack undead 
instead unti l  you is attacked by one.

2nd Ci r cle of  Necr om ancy

Requirements: 8th level, 1st Cir cle of 
Necromancy

- Control Undead: You must make a DC15 
Arcana test.  I f  successful he immediately 
gains control of undead w ithin 120' w i th a 
combined CR equal to your  level.  This 
undead can be control led or  destroyed at 
w i l l .  The effect ends at the r ise of the next 
ful l  moon.  Liches are immune to this affect.

Cr i tical Fai lure: You fal l  under  the control of the 
nearest intel l igent undead w ithin 120', or  goes 
catatonic for  1d8 hours other w ise.  You stay 
under  control unti l  the next ful l  moon or  the 
undead is destroyed.

3r d Ci r cle of  Necr om ancy

Requirements: 12th level, 2nd Cir cle of 
Necromancy

- Create Undead: You can craft undead after  a 
r i tual.  The r i tual r equir es two weeks of 
r esearch per  challenge rating, and 1000gp 
per  CR.  Corporeal undead need a fr esh 
corpse, incorporeal just a par t of a corpse.  
The actual r i tual r equir es 1 hour  per  CR and 
requir es a Arcana DC15 test,  at the end the 
undead is completely loyal to you, unl ike 
Control Undead.  Liches cannot be created.

Cr i tical Fai lure: You take 1d6 points of Necrotic 
damage per  CR of the creature attempted, plus 
another  d6 for  each immunity or  special attack 
of the undead.  This damage ignores any 
r esistance or  immunities.

4th Ci r cle of  Necr om ancy

Requirements: 16th level, 3rd Cir cle of 
Necromancy

- Raise Dead: You must make a DC20 Arcana 
test.  I f  successful you can cast True 
Resur rection w ithout spell  components.

Cr i tical Fai lure: You loses 1 point of Consti tution 
for  ever y level or  Hit dice of the creature you 
was tr ying to r aise.  I f  this r educes your  
Consti tution to 0 the caster  turns to a pi le of ash 
and cannot be r esur rected by any means.  
Other w ise the Consti tution r eturns at the r ate of 
1 per  long rest.

5th Cir cle of Necromancy

Requir ements: 20th level, 4th Cir cle of 
Necromancy

At tain  Li chdom

- The Necromancer  under takes a r i tual that 
r equir es 20 weeks to complete, and costs 
25,000gp.  At the end of the r i tual the 
Necromancer  makes a DC25 Arcana test.  I f  
successful the caster  immediately gains the 
fol low ing abi l i t ies from the Lich entr y in the 
monster  manual:

- Damage Resistance: per  l ich
- Damage Immunity: per  l ich
- Condition Immunity: per  l ich
- Truesight 120ft
- Legendar y Resistance 3/day
- Rejuvenation
- Paralyzing Touch
- Turn Resistance
- Undead

Cr i tical Fai lure: The Lich is turned into a demon 
of the DM's choice and is r emoved from the 
game.
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Cr yptom ancy

Runic magic is extr emely dangerous, the more 
you use runes the more l ikely there is a 
catastrophe.  Each rune used past the f i r st in a 
given day increases the chance of a cr i tical 
fai lure by 1.  So the second time you check for  a 
Cr i tical Fai lure the fai lure is confi rmed on a 2, 
then 3, 4 etc. Al l  r unes use the same Cr i tical 
Fai lure char t.

Cr i tical Fai lure:  Fir st attempt that day: A storm 
occurs in a 24 mi le area centered on you.  No 
tr avel is possible.  The storm lasts 1d12 hours.

Second  attempt that day: A earthquake occurs 
l ike the spell .  The ear thquake has a 36 mi les 
r adius centered on the you.  The ear thquake 
lasts for  one minute.

Thir d or  more attempt that day: The storm and 
the ear thquake both occur, and the r une is 
r ipped from the mind from your  mind and must 
be r elearned.

1st  Ci r cle of  Runes

Requirement: 4th level, Wizard or  Sorcerer

- Rune of Matter : You learn the tr ue name for  
a common mater ial (gold, sand, glass, i ron).  
Make a DC10 Arcana test.  I f  successful the 
you can mold the mater ial 1sq ft per  caster  
level.  The mater ial r eturns to i ts normal 
shape in 1d4 rounds.  To acquir e a r une 
requir es 1 week of study, 100gp in cost and a 
DC10 Investigation test.

2nd Ci r cle of  Runes

Requirement: 8th level, 1st Cir cle of Runes

- Rune of Li fe: Your  learn the tr ue name for  a 
non-magical creature of animal intel l igence 
or  lower.  Make a DC12 Arcana test, i f  
successful can take control of the named 
creatures, w ith a combined CR equal to their  
level.  You can see through their  eyes and 
hear  what they hear.  The abi l i ty lasts for  
1d10 turns.  The animal's actions are l imited 

by i ts intel l igence.  To acquir e a r une 
requir es 2 weeks of study, 500gp in cost and 
a DC12 Investigation test.

3r d Ci r cle of  Runes

Requirement: 12th level, 2nd Cir cle of Runes

- Rune of Power : Your  learn the tr ue name for  
a source of energy, (f i r e, cold, electr ici ty, etc). 
Make a DC15 Arcana test to increase or  
decrease the damage of a spell  using that 
energy by a number  of dice equal to your  
level.  This cannot r educe damage below  0 or  
increase i t above 20d6.  This may be done as 
a r eaction.  To acquir e a r une requir es 4 
weeks of study, 1000gp in cost and a DC15 
Investigation test.

4th Ci r cle of  Runes

Requirement: 16th level, 3rd Cir cle of Runes

- Runes of Magic: You  learn to bind  spells to 
i tems.  Make a DC20 Arcana test, i f  successful 
the spell  is bound to an i tem.  The spell  
tr iggers when the i tem is used or  picked up.  
Each spell  r equir es a di f ferent r une.  Only 
one rune per  i tem can inscr ibed, the r une is 
permanent unti l  activated or  dispelled.  The 
rune is invisible after  casting.  You can bind 
creature names to areas to prevent the 
creature from enter ing.  You can inscr ibe 
f ive r unes on a golem to activate i t, at a 
mater ial cost of 1,000gp per  hi t die.  To 
acquir e a r une requir es 8 weeks of study, 
2500gp in cost and a DC20 Investigation test.

5th Cir cle of Runes

Requir ement: 20th level, 4th Cir cle of Runes.

- Truename: You learn the tr ue name of an 
intel l igent creature.  This acts exactly as a 
Rune of Li fe.  You can replace spells the 
target has memor ized w ith your  ow n, and 
can cast the target's spells or  inscr ibe them 
in your  spell  book.  To acquir e a r une 
requir es 6 months of study, 5000gp in cost 
and a DC25 Investigation test.
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Wi tchcr af t

Penalties:  After  each feat is acquir ed the 
character  loses 2 points of Char isma 
permanently, to a minimum of 3.

1st  Ci r cle of  Wi tchcr af t

Requirement: 4th level, Wizard or  Sorcerer

- Brews and Potions: Identical to the Alchemy 
feat Alchemical Preparation, except the 
concoction is in the form of a potion.  You do 
not get the increased preparation time l ike 
alchemists however.

Cr i tical Fai lure: The potion has the opposi te 
affect intended.

- Si lver  Tongue: Maks a DC10 Arcana check, i f  
successful the you gain advantage on al l  
per suasion rol ls for  one hour.

Cr i tical Fai lure: You are incapable of falsehoods, 
including by omission for  one hour.

2nd Ci r cle of  Wi tchcr af t

Requirement: 8th level, 1st Cir cle of Witchcraft

- Doll  Curse:  You create a pair  of dol ls that 
look l ike your  victim, the process taking two 
days per  level of the victim, r equir ing you to 
place one doll  in the victim's home.  I f  the 
doll  is destroyed al l  effects end.  Each night 
you can per form one of the fol low ing actions 
by making a DC12 Arcana test.

- Pain: The victim takes 1d6 damage, not 
r educed by anything.  

- Sickness: The victim become violently i l l , no 
magic can cure the disease.

- Madness: The victim must make a Wisdom 
Save vs. your   Spellcasting Abi l i ty or  lose a 
point of Consti tution.  The only way to 
r estore this loss is to f ind and destroy the 
doll .

Cr i tical Fai lure: The doll  is destroyed and the 
you suffer  the effects of a Bestow Curse spell , 
effects up to the DM.  The cur se is dispelled 
normally.

  Witches Charm:  Makes a DC12 Arcana test, i f  
successful the Charm restores al l  lost Char isma 
from the Witchcraft Cir cle for  24 hours.

Cr i tical Fai lure: The w itch loses a permanent 
point of Char isma. 

3r d Ci r cle of  Wi tchcr af t

Requirement: 12th level, 2nd Cir cle of 
Witchcraft

- Spellbinding: Make a DC15 Arcana test, i f  
successful you conjures a number  of 
creatures whose combined CR are equal to 
the your  level.  The creatures must be of the 
same al ignment as you.  The creatures are 
utter ly loyal to you, and you can see through 
their  eyes.  The creatures last unti l  slain or  
dismissed.

Cr i tical Fai lure: Instead of appear ing, the 
creature takes over  your  body for  an enti r e day.

4th Ci r cle of  Wi tchcr af t

Requirements:16th level, 3rd Cir cle of 
Witchcraft

- Shapechange: Makes a DC15 Arcana test and 
can assume the shape of a creature or  
creatures whose combined CR is equal or  
less than yours.  The creatures cannot have 
more than 4HD each.  In the case of multiple 
creatures you becomes a single creature and 
controls the others.  Damage dealt to a 
control led creature is dealt the you when 
you returns to normal form.  This abi l i ty 
lasts unti l  you dispels i t.

Cr i tical Fai lure: You cannot r eturn to normal 
form, the effect must be dispelled normally

5th Ci r cle of  Wi tchcr af t

Requirements: 20th level, 4th Cir cle of 
Witchcraft

Ultimate Possession: On a DC25 Arcana test the 
Witch may Magic Jar  into an unw i l l ing victim as 
per  the spell .  The victim must be of equal or  
lower  level but gets no save.  You may stay in 
the victims body unti l  you  decides to r el inquish 
control.  The victim is ful ly aware of what is 
happening whi le possessed.    The w itch may 
cast her  spells or  use any of the victim's abi l i t ies 
whi le in possession.

Cr i tical Fai lure:You possess the victim, but your  
body dies.  I f  you r elease control or  are for ced 
out by a dispel magic spell  or  simi lar, you die.
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In the old tales of Jar ls, there were given to the 
great lords of old words of power  by the 
Immor tals.  The words give those that use them 
tr emendous w isdom, str ength, wealth or  a host 
of other  gi f ts, but at a ter r ible cost.  Each time a 
Nor thman learns a new  rune, there is a ver y 
good chance they w i l l  per ish in the attempt.  
There is a great cost to acquir ing each rune.

To acquir e a r une you must seek out a cler ic of 
the Nor thern Immor tals, know n as a godr ic.  
You must then convince the godr ic to per form 
the r i tual to let them request know ledge from 
the Immor tal.  Dur ing the r i tual the are are 
hung from a tr ee, bur ied al ive, left to the 
elements or  other w ise placed in extr eme 
danger.  There the character  w i l l  r emain for  
nine days.  When the Godr ic r eturns you w i l l  
ei ther  awaken, greatly weakened from the 
ordeal, or  have died in the attempt.  I t is a r isk 
many are w i l l ing to take.

To per form the r i tual you must worship of the 
Nor thern immor tals (Odin, Thor, Frey/Freya, 
Loki  or  Hel) and must contact the Godr ic as

 above.  I f  you are able to convince the Godr ic  
helps you undergoe a r i tual suicide.  This puts 
you at 0 hi t points.  Then you must make three 
death saves w ith no healing or  help from others.  
Any non-magical abi l i ty to modify deaths saves 
is al lowed.  I f  you die then you cannot be 
r esur rected.  Other w ise you w i l l  awaken in nine 
days from your  near  death state.  You then lose  
1 point of Consti tution permanently, but gain 
the know ledge of a r une. You must make a DC15 
Char isma save, i f  successful you can pick the 
r une you have learned, other w ise i t is 
determined at r andom.

A rune has multiple uses.  You  can use 
each abi l i ty of the r une once before needing a 
long rest.  The effect of the r une lasts for  1 turn 
unless a spell  effect or  other w ise stated.  I f  the 
r une al lows for  a saving throw, you use your  
char isma to determine the DC of the saving 
throw.  Some runes have permanent affects that 
tr igger  automatical ly.  Rune effects that tr igger  
immediately r esolve upon being activated.  The 
rune must be applied to an i tem or  a per son to 
activate.  This take a ful l  action.

Nor dic Rune Magic
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Rune/Name Effect Effect Effect

Fehu/Cattle You detect greatest 
amount of tr easure in 
90ft.

Indicates dir ection to a 
speci f ical ly identi f ied 
creature

Item of value is under  
effect of nondetection 
spell  for  one day

Urur /Auroch Causes hosti le w i ld 
animal to become 
placid unless a w isdom 

Your  str ength becomes 
18.

All  attackers w ithin 30' 
w i l l  only attack your  
character  for  duration 

Thurs/Giant Permanent advantage 
on persuasion tests 
against giantish 
creatures.

Hosti le giant creature 
becomes stunned 
unless i t can pass a 
saving throw  at the 
star t of each round

Character  enlarges l ike 
the spell .

Effect

Permanently 
announces your  
ow nership of an i tem 

None

None

As/Immor tals Grants True Sight l ike 
spell

Center s a Protection 
from Good and Evil in a 

You have advantage on 
al l  saving throws

None

Raidu/Journey For  next six hours 
automatical ly awaken i f  
enemy or  hosti le 

Can automatical ly 
determine which way is 
your  destination

For  the next six hours 
gain advantage on al l  
Consti tution tests due to 

None

Kaunna/Fir e For  two hours the r une 
w i l l  burn on an i tem 
l ike a tor ch, but not 
consume the i tem.  
Rune goes out i f  
submerged.

The rune w i l l  burn on a 
weapon, dealing 3d4 
extr a f i r e damage.  This 
w i l l  not harm the 
weapon.

None None

Gefu/Giving You gain advantage on 
any Persuasion tests to 
acquir e assistance

You gain advantage on 
Persuasion tests to 
come to a peaceful 

None None

Wunju/Joy You gain advantage on 
Per form tests in front of 

You gain advantage on 
any Persuasion test to 

Creatures in 20'  must 
make Char isma saving 

None

Hagla/Cruelty Casts a lightning bolt 
l ike the spell , for  3d6 
damage

Casts sleet storm 
centered on your  self  
for  1 turn.

None None

Isar /Ice Freezes a 10x10 area of 
water  into ice thick 
enough to  hold your  
weight.

Casts Ice Storm w i thin 
60'.  Damage is 3d6.

None None

Jarn/Frui tful Nature You detect poison of 
any type in food or  
dr ink

You detect spell  
components or  
alchemical ingredients 

None None

Ihwar /Hunter You gain advantage to 
hi t w i th missi le 
weapons.

When using Sur vival 
ski l l  to hunt, you can 
automatical ly capture 
animals al ive.

You automatical ly pass 
any attempt to tr ack a 
non-magical animal.

None
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Rune/Name Effect Effect Effect

Pethru/Unseen You are ignored by 
those w ithin 60' unti l  
effect ends or  you 
attack.

Messages w r i tten whi le 
the r une is activated are 
invisible except to 
r ecipient

You knows of presence 
but cannot see invisible 
creatures w ithin 60'

Algir /Elk Your  shield gains a +1 
magical bonus.

You gain advantage on 
savings throws against 
magic.

You can cause one 
attack against him to 
miss automatical ly.

Sowelu/Sun One healing effect used 
heals the maximum 
amount of damage.  The 
rune then expir es.

You can cast  Revivi fy 
just l ike a cler ic.

None

Effect

None

None

None

Tiwar /War You can  automatical ly 
do maximum damage 
when rol l ing, r une then 
expir es.

You are immune to fear  
for  duration of r une.

Enemies w ithin 10' 
have disadvantage 
testing for  fear.

None

Berkana/Bir ch You cast Barkskin on 
yourself .

You have resistance 
against next source of 
damage

You can immediately 
use any avai lable hi t 
dice for  healing.

None

Ehwar /Horse You can see through 
your  hor se's eyes.

You automatical ly 
passes any Animal 
Handling tests w ith 
hor ses

Can summon speci f ic 
hor se w ithin one mi le i f  
hor se know  character.

None

Mannar /Man You immediately knows 
motivation of one 
str anger.

You can ask three 
questions to a per son 
that must be answered 
in ful l  and tr uthful ly.

Instantly know  the 
dir ection of the ow ner  
of an i tem.

None

Lagur /Water You can cast water 
breathing.

You can f loat, 
r egardless of weight, as 
well  has hold up one 
person.

Invoking the r une on a 
ship keeps i t from 
sinking for  1d10 turns.

Using the r une on a 
stick causes the stick to 
keep one person af loat 
for  24 hours.

Ingwar /Grow th Causes vegetation to 
grow  rapidly in 15', 
creating di f f icult 
ter r ain.

Causes a single i tem 
made out of a plant 
mater ial to become 5x 
larger.

Casts enlarge on a single 
animal.

None

Odala/Bir thr ight Another  character  
immediately ignores 
one attack that would 
r educe their  hi t points 
to 0

You ignore the next 
attack that would 
r educe them to 0 hi t 
points.  This effect does 
not expir e unti l  attack 
is negated.

None None

Dagar /Day Rune becomes br ight as 
day for  200'.   
I l lumination is tr eated 
as dir ect sunlight.

Rune creates darkness 
w ithin 120' of character.

Character  can see 
per fectly in the dark for  
120'

None
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New Spells
Account ing

4th Level Divination (Wizard)

Cast ing Tim e: 1 Turn

Range: 10 feet.

Com ponents: V, S, M (1 ledger  wor th 10gp, 
consumed)

Dur at i on: Instantaneous 

When cast on a room no bigger  than 10x10x10, 
this spell  checks the math of ever y ledger, 
invoice, and sales sl ip in the area.  Al l  er ror s are 
discovered, embezzling detected, and records 
balanced.  Anything suspicious is r ecorded in 
the ledger  used as a component.  This spell  is 
taught only by the Darokin Merchant's Gui ld 
and Minrothad Tutor ial Gui ld.

  

Bleach

Cantrip (Wizard)

Cast ing Tim e: 1 minute

Range: Touch

Com ponents: S

Dur at i on: Permanent

With a touch you remove a stain from a cloth, 
non-magical w r i ting from paper, or  dye from 
fabr ic.  This spell  is extr emely popular  w ith the 
students at the Great School of Magic.

Car een

2nd level Transmutation (Wizard)

Cast ing Tim e: 1 action

Range: 100 feet

Com ponents: V, S, M (sand paper )

Dur at i on: Permanent 

This spell  r emoves al l  sea grow th from a 10x10 
section of a ship.  I f  used as a touch attack, the 
victim takes 1d8+1 per  caster  level on a fai led 
saving throw.  This spell  is taught only by the 
Minrothad Tutor ial Gui ld.

Cal l  upon Radiance

5th level Invocation (Wizard, Sorcerer/Radiance) 
ritual

Cast ing Tim e: 1 minute

Range: Self

Com ponents: V, M (soul cr ystal)

Dur at i on: 1 turn per  level

The caster  infuses himself w i th the power  of the 
Rad, granting him 1 charge per  level.  The caster  
can spend the charges when casting later  spells 
to change the one die per  charge to i t 's 
maximum value.  The spell  expir es at the end of 
the duration or  when al l  charges are spent.  
When the spell  is cast the caster  must make a 
Consti tution save or  become exhausted, the DC 
goes up by two for  ever y time a Radiance spell  
has been cast since a long rest.  This spell  is 
considered extr emely r are, casting i t in public, 
especial ly in Glantr i  or  Alphatia w i l l  draw  al l  
sor ts of unwanted attention.

Check  Car avan

4th level Divination (Wizard)

Cast ing Tim e: 1 hour

Range: 1 mi le

Com ponents: V, S, M (Cr ystal wor th 100 GP)

Dur at i on: Instantaneous 

This spell  f inds any f laws in a caravan before i t 
leaves.  Sick animals, badly secured cargo, or  
damaged wagons, the spell  w i l l  let the caster  
know  automatical ly what is the problem.  The 
spell  w i l l  work on caravans up to 100 wagons in 
length, but must be cast before they leave in the 
morning.  I t w i l l  only detect physical problems, 
not intentions.  I t w i l l  not tel l  you i f  the guards 
are planning to rob you.  This is spell  is only 
taught by the Darokin Merchant's Gui ld.
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Check  Load

2nd level Divination (Wizard)

Cast ing Tim e: 1 minute

Range: Touch

Com ponents: V, S

Dur at i on: Instantaneous

By touching the wagon you can automatical ly 
detect where the wagon was packed cor rectly.  
This spell  does not guarantee the wagon w i l l  be 
r epacked cor rectly, just i f  i t was done r ight the 
last time.  The spell  is taught only by the 
Darokin Merchant's Gui ld.

Clear  Sight

1st level Divination (Wizard)

Cast ing Tim e: 1 action

Range: Self

Com ponents: V, S

Dur at i on: Concentration

You can see to the hor izon as i f  i t were ten feet 
in front of you.  You are r estr icted by normal 
conditions l ike fog or  darkness, and can only see 
normally or  at maximum range.  Spells and 
abi l i t ies that are in effect are not affected, so 
spells l ike True Seeing are ampli f ied by this 
spell .  This spell  is normally only avai lable 
through the Minrothad Tutor ial School.

Cl im ate

3rd level Transmutation (Wizard)

Cast ing Tim e: 1 hour

Range: 30 feet

Com ponents: V, S, M (small jar  of water )

Dur at i on: 1 hour  per  level

When cast this spell  changes the cl imate in 1 
mi le per  level.  You can decide any cl imate from 
ar ctic to tropical.  The weather  w i l l  behave l ike 
the desir ed pattern for  as long as the spell  is 
active.  Weather  patterns w i l l  form slow ly, i t is 
not an instantaneous effect.

Clothwal l

4th level Conjuration (Wizard)

Cast ing Tim e: 5 minutes

Range: Self  

Com ponents: V, S, M (si lver  needle)

Dur at i on: Permanent

A single sheet of cloth extr udes from your  
hands, creating a single 30x30 non-magical 
cloth.  I f  you have prof iciency in Weaver 's Tools 
you can shape the cloth into a shape l ike a tent 
or  a garment.  The cloth comes out a single 
color, and is tough and durable.  I t cannot be 
attached to anything when cast, i t comes in a 
pi le on the ground.

Color

1st level Transmutation (Wizard)

Cast ing Tim e: 1 action

Range: Touch

Com ponents: V, S, M (small bi t of ink)

Dur at i on : Permanent 

When you touch the desir ed i tem, you 
permanently change i ts color  to the color  of 
your  choice. The most i t can affect is a 10x10 
square.  I t cannot make patterns, just a single 
uni form color.  

Cont r ol  Dest i ny

7th Level Enchantment 
(Wizard/Sorcerer/Radiance)

Cast ing Tim e: 1 Minute

Range: Self

Com ponents: V, S

Dur at i on: 1 hour  per  level.

When you cast Control Destiny you gain a 
number  of Destiny charges equal to your  level.  
Unti l  the spell  expir es or  when you run out of 
charges when you have to make a saving throw  
you automatical ly pass the saving throw.  Each 
saving throw  costs one charge.  

When the spell  is cast the caster  must 
make a Consti tution save or  become exhausted, 
the DC goes up by two for  ever y time a Radiance 
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spell  has been cast since a long rest.  This spell  
is considered extr emely r are, casting i t in 
public, especial ly in Glantr i  or  Alphatia w i l l  
draw  al l  sor ts of unwanted attention.

Count  Coins

Cantrip Divination (Wizard)

Cast ing Tim e: 1 action

Range: Touch

Com ponents: V, S

Dur at i on: Instantaneous

When you touch a container  and cast this spell  
you instantly know n the number  and quanti fy 
of the coins w ithin.  This has no effect on 
anything other  than metal coins, and does not 
tel l  you the nationali ty of the coins.  This spell  is 
taught only by the Darokin Merchant's Gui ld 
and Minrothad Tutor ial Gui ld.  

Cr eate Ai r

3rd Level Conjuration (Wizard)

Cast ing Tim e: 1 action

Range: Self  

Com ponents: S, M (grain of sea salt)

Dur at i on: Permanent 

You create enough fr esh air  to f i l l  a 10x10x10 
room.  The created air  displaces any gas there, 
but heavier  gases w ith displace the air  after  the 
casting.  The air  created is not power ful enough 
to push anything other  than gas.  

At Higher  Levels. When you cast this spell  
using a spell  slot of 4th level or  higher, create an 
additional 10x10x10 section of air  for  each level 
above 3rd.

Cr owd Sum m oning

2nd Level Enchantment (Bard, Wizard)

Cast ing Tim e: 1 turn

Range: 120' feet

Com ponents: V, S, M (a piece of shiny cloth)

Dur at i on: Concentration, up to 1 hour

Crowds are natural ly draw n to you whi le this 
spell  is active.  Any test to gain attention from 
people or  sel l ing a product have advantage.  You 
much have at least 50 people in the affected 
area to cast this spell .  I t does not prohibi t them 
from leaving, but makes you much more 
interesting to them.  This spell  is normally 
taught only by the Darokin Merchant's Gui ld 
and Minrothad Tutor ial Gui ld.  

Dischar ge

8th level Invocation (Wizard/Sorcerer/Radiance)

Cast ing Tim e: 1 Action

Range: 10' per  charge

Com ponents: V, S

Dur at i on: Instantaneous

You release al l  Radiance charges you sti l l  have 
from other  spells.  This spell  does 10 points of 
Radiant damage per  charge expended to a single 
target.  Discharge ignores al l  damage resistance 
and immunity.   

When the spell  is cast the caster  must 
make a Consti tution save or  become exhausted, 
the DC goes up by two for  ever y time a Radiance 
spell  has been cast since a long rest.  This spell  
is considered extr emely r are, casting i t in 
public, especial ly in Glantr i  or  Alphatia w i l l  
draw  al l  sor ts of unwanted attention.

Douse Flam e

1st Level Abjuration (Wizard)

Cast ing Tim e: 1 Action

Range: 10 feet

Com ponents: V, S, M (spr inkle of water )

Dur at i on: Permanent

You immediately extinguish a 10x10 section of 
non-magical f i r e.  You even remove al l  heat, so 
there is no danger  of the f i r e r eigni ting.  This 
spell  has no effect on magical f i r e or  creatures 
made of f i r e.

At Higher  Levels. When you cast this spell  
using a spell  slot of 2th level or  higher, 
extinguish an additional 10x10 section of f i r e 
for  each level above 1st.
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Duel -Shield

8th Level Conjuration (Wizard)

Cast ing Tim e: 1 hour

Range: Self  

Com ponents: V, S, M (r uby wor th 5,000 that is 
crushed when spell  is cast)

Dur at i on: 2 hours or  death of w izard.

This spell  r equir es two mages to cast, each must 
know  the spell .  This is a spell  unknow n outside 
Alphatia, when i t is cast i t can only end w ith the 
death of one of the w izards.  I t cr eates a dome 
60' in diameter  encompassing both w izards.  
Nothing shor t of a w ish spell  can br ing this 
shield dow n once cast.  Nothing can penetrate 
the shield from ei ther  dir ection.  

The shield is used for  duels to the death, 
as soon as one of the w izards is slain the shield 
ends.  I f  nei ther  of the w izards is dead at the 
end of two hours, the shield dissolves, 
disintegrating al l  tr apped inside, no saves or  
magic r esistance al lowed.  I f  w izards br ing 
groups w ith them, al l  present must declare their  
loyalty.  The spell  ends when the last combatant 
of one side is dead. 

Evaluate

1st Level Divination (Wizard)

Casting Time: 1 action

Range: Touch

Com ponents: V, S, M (1 platinum piece)

Dur at i on: Instantaneous

By touching an i tem you immediately know  i ts 
value in gold pieces.  This spell  r eveals nothing 
other  than monetar y wor th.  This spell  is taught 
only by the Darokin Merchant's Gui ld and 
Minrothad Tutor ial Gui ld.  

Em bezzle

4th Level I llusion (Wizard)

Cast ing Tim e: 1 minute

Range: Touch

Com ponents: V, S, M (a touch of charcoal)

Dur at i on: 1 Day

After  casting this on a document or  ledger, al l  
tests to check the math or  see i f  money is 
missing is at a disadvantage.   This spell  is 
taught only by the Darokin Merchant's Gui ld 
and Minrothad Tutor ial Gui ld, though they are 
both loathe to admit i t.

Eye of the Eagle

5th level Enchantment (Cleric/Druid)

Cast ing Tim e: 1 action

Range: Touch

Com ponents: V, S, M (eagle feather )

Dur at i on: 1 turn

Whi le under  the effect of this spell , i f  the person 
affected by this spell  rol ls maximum damage 
w ith an attack from a long or  shor t bow, you 
can rol l  another  die of the same type and add 
that damage to the total.  Continue doing so 
unti l  you do not rol l  maximum damage on the 
die.

Fabr i cate

4th level Conjuration (Wizard)

Cast ing Tim e: 1 turn

Range: 10 feet

Com ponent : V, S, M (small toy house)

Dur at i on: Permanent 

You create common household i tems w ith this 
spell . When you cast the spell  you may create 
ei ther : Meals for  3 people, clothes for  3 people, 
or  furni ture for  one room.  None of the i tems 
created are magical, the i tems are of average 
craftsmanship, they provide no bonuses other  
than what normal i tems of their  type would 
provide.

Fi r ebow

3rd level Invocation (Cleric)

Cast ing Tim e: 1 action

Range: Touch

Com ponents: V, S, M (hickor y ash)
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Dur at i on: 1 round/level or  unti l  al l  the charges 
are used.

A long or  shor t bow  is charged w ith 3 charges.  
When the ar cher  shoots an ar row, he can use 
any number  of charges.  Each charge adds 1d8 
to the damage i f  the attack hi ts.  I f  the attack 
misses the charges are lost.  The spell  expir es i f  
al l  the charges are spent.

At Higher  Levels. When you cast this spell  
using a spell  slot of 4th level or  higher, add two 
additional charges for  each level above 3rd.

Fi r e Gate

5th level Conjuration (Cleric)

Cast ing Tim e: 1 round

Range: 10 feet

Com ponents: V, S

Dur at i on: Instantaneous

When you cast this you enter  any bonfi r e large 
enough to cover  you completely.  You take no 
damage from the f i r e when you do this.  You 
may then telepor t to any f i r e that you know  of, 
stepping out of the second f i r e unscathed.  

Hunt ing Paint

2nd level Enchantment (Cleric, Druid) ritual

Cast ing Tim e: 30 minutes

Range: touch

Com ponents: V, S, M (face paints)

Dur at i on: 1 day

While the paint is worn by the target, they are 
under  the effects of a bless spells and have 
advantage on al l  Sur vival tests.  I f  the bearer  of 
the paint fai ls a saving throw  against a water  
based attack or  is submerged the spell  ends.  I f  
cast as a r i tual the caster  may target a number  
of people equal to his caster  level w i th this spell .

Ignor e Road

1st level Abjuration (Wizard)

Cast ing Tim e: 1 turn

Range: 100 feet

Com ponents: V, S, M (dir t from the road being

 tr aveled on)

Dur at i on: 1 day

While under  this spell  caravans are able to 
avoid holes, bad weather  and other  pi tfal ls 
along badly maintained roads.  You have 
advantage on al l  Animal Handling or  Vehicle: 
Land tests you have to make when testing to see 
how  far  you've tr aveled over land.   This spell  is 
taught only by the Darokin Merchant's Gui ld.

In fusion

6th level Enchantment (Cleric)

Cast ing Tim e: 1 turn

Range: 10 feet

Com ponents: V, S, M (bi t of buffalo dung)

Dur at i on: Permanent 

You may cast this spell  on a number  of targets 
equal to your  cler ical level.  Whi le this spell  is 
active, each person under  i ts effect 
automatical ly passes their  next saving throw.  
The spell  for  them then expir es.  The spell  can 
expir e on one person and stay active on 
another.

Inventor y

3rd level Divination (Wizard)

Cast ing Tim e: 1 turn

Range: Touch

Com ponents: V, S, M (small abacus)

Dur at i on: Instantaneous

You instantly know  the contents and quanti ty of 
any container, wagon or  vessel that you touch.  
You w i l l  know  what is in i t, but not anything 
more speci f ic than what i t is made of.  You 
cannot detect i f  something is  magical inside.  
You w i l l  know  a chest contains a sword, but not 
i f  i t is a the king's sword.  This spell  is taught 
only by the Darokin Merchant's Gui ld and 
Minrothad Tutor ial Gui ld.  
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Nightwatch

2nd level Enchantment (Wizard)

Cast ing Tim e: 1 action

Range: Touch

Com ponents: V, S, M (bat's w ing)

Dur at i on: 1 night

The affected creature can see in the dark as well  
as he could see i f  i t was dayl ight, up to 200 feet.  
After  200 feet ever ything appears to be in a 
haze.  This spell  has no affect in dayl ight, or  
inside or  underground.  This spell  is taught only 
by the Darokin Merchant's Gui ld and Minrothad 
Tutor ial Gui ld.

Oi l sk in

1st level Transmutation (Wizard)

Cast ing Tim e: 1 action

Range: Touch

Com ponents: V, S, M (bi t of eel skin)

Dur at i on: 2 turns

You cannot get wet by any means shor t of 
complete immersion.  Rain w i l l  not touch you, 
even waves across a ship w i l l  not get you wet.  
You suffer  no penalty tr ying to see in a storm 
because rain does not get in your  eyes. This 
spell  is taught only by the Minrothad Tutor ial 
Gui ld.

At Higher  Levels. When you cast this spell  
using a spell  slot of 2th level or  higher, the 
duration increases 2 turns for  each level above 
1st.

Or ientat i on

Cantrip Divination (Wizard, Ranger)

Cast ing Tim e: 1 action

Range: Self

Com ponents: S

Dur at i on: Instantaneous

You automatical ly know  which dir ection is 
nor th when you cast this.  I t does not tel l  you 
anything apar t from the or ientation.

Pr ecipi tat i on

1st level Conjuration (Wizard, Druid)

Cast ing Tim e: 1 turn

Range: Self

Com ponents: V, S, M (vial of pure water )

Dur at i on: 1 hour

You create a l ight precipi tation or  r ain, snow, 
sleet or  hai l  in a 120' diameter  centered on 
yourself .  The weather  isn't heavy enough to be 
anything more than annoying.  Frozen 
precipi tation w i l l  melt in hotter  temperatures 
when i t hi ts the ground.

Pr edict  Weather

2nd level Divination (Wizard, Druid, Ranger)

Cast ing Tim e: 1 turn

Range: 10 mi les

Com ponents: V, S, M (dir t from local area)

Dur at i on: Instantaneous

You know  what kind of weather  and of what 
intensi ty i t w i l l  occur  in a 10 mi le diameter  
around you.  You have  a general idea when the 
weather  w i l l  ar r ive, and from what dir ection.

Quicken Pace

2nd level Enchantment (Wizard)

Cast ing Tim e: 1 turn

Range: Self

Com ponents: V, S, M (small whip)

Dur at i on: 1 day

Any horse or  wagon under  your  control dur ing 
this spell  increases i t over  land tr avel by 2 mi les 
for  dai ly tr avel.  I t has no effect on speed other  
than total dai ly distance tr aveled.   This spell  is 
taught only by the Darokin Merchant's Gui ld.

At Higher  Levels. When you cast this spell  
using a spell  slot of 3rd level or  higher, you 
move an addition 2 mi les for  each level above 
2nd.
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Retain  Power

7th level Enchantment 
(Wizard/Sorcerer/Radiance)

Cast ing Tim e: 1 action

Range: Self

Com ponents: V, S, M (soul cr ystal)

Dur at i on: Permanent

You can retain the charges from Radiance spells 
permanently by casting this spell .  You can then 
spend the charges whenever  you w ish, stor ing 
them indefini tely.  The more Radiance you store 
in your  body the more di f f icult i t becomes to 
cast spells.  Ever y f ive charges of Radiance you 
have stored counts gives a +2 to the DC of any 
tests made to avoid fatigue from casting 
Radiance spells.  

This spell  is considered extr emely r are, 
casting i t in public, especial ly in Glantr i  or  
Alphatia w i l l  draw  al l  sor ts of unwanted 
attention.

Rot

2nd level Necromancy (Wizard)

Cast ing Tim e: 1 action

Range: Touch

Com ponents: V, S, M (bi t of r ust)

Dur at i on: Permanent 

You cause a single non-magic i tem to decay into 
uselessness.  The i tem must be able to be held in 
your  hand.  Wood rots, cloth becomes moth 
eaten, metal r usts.  I tems held by another  must 
be touched w ith an attack rol l , the ow ner  of the 
i tem can make a Dexter i ty save to avoid the 
i tem's destr uction.

Savior  Fai r e

2nd level Enchantment  (Bard, Wizard)

Cast ing Tim e: 1 action

Range: Self  

Com ponents: V, S, M (bi t of cologne)

Dur at i on: 1 hour

You instinctively know  how  not to embar rass 
yourself  when in an unfamil iar  setting.  You 

have advantage in tests to make fr iends in 
locations where you are not fami l iar.  You may 
not know  the language but can get by being a 
wall f lower  or  w ith hand gestures.  This spell  is 
normally taught only by the Darokin Merchant's 
Gui ld and Minrothad Tutor ial Gui ld.

At Higher  Levels. When you cast this spell  
using a spell  slot of 3rd level or  higher, the 
duration is increased by an hour  for  each level 
above 2nd.

Sea Legs

1st level Enchantment (Wizard)

Cast ing Tim e: 1 action

Range: Touch

Com ponents: V, S, M (bi t of l ime)

Dur at i on: 1 hour

Whi le under  the effects of the spell  the target 
suffer s no penalties for  moving on a rocking 
ship, and is immune to seasickness and other  
ai lments brought on by being unaccustomed to 
ship l i fe.   This spell  is taught only by the  
Minrothad Tutor ial Gui ld.

Si lver  Tongue

2nd level Enchantment (Bard, Wizard)

Casting Time: 1 action

Range: self  

Components: V, S, M (si lver  piece)

Duration: 1 turn

As long as you do not l ie, you have advantage on 
al l  Persuasion tests.  Omissions and 
exaggerations are permitted, but i f  you tel l  a 
blatant falsehood the spell  ends.  Tel l ing 
someone ?This is the f inest dagger  in Darokin? 
is acceptable, but not that i t was w ielded by 
Halav himself.  This spell  is normally taught 
only by the Darokin Merchant's Gui ld and 
Minrothad Tutor ial Gui ld.
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Sm uggl ing

3rd level I llusion (Wizard)

Cast ing Tim e: 1 turn

Range: Touch 

Com ponents: V, S, M (small electr um statue)

Dur at i on: 1 day

This spell  can affect a per son, a wagon, or  a 
ship.  Whi le affected anyone tr ying to search the 
target for  hidden contraband has disadvantage 
on al l  Perception tests.  I t does not make the 
cargo invisible, but people are more l ikely to 
over look i t.  This spell  is taught only by the 
Darokin Merchant's Gui ld and Minrothad 
Tutor ial Gui ld, but not openly.

Talk  to Sea Cr eatur es

1st level Divination (Druid, Wizard) ritual

Cast ing Tim e: 1 action

Range: Self  

Com ponents: V, S

Dur at i on: 10 minutes

You gain the abi l i ty to comprehend and verbally 
communicate w ith sea creatures for  the 
duration.  The know ledge and awareness of 
many beasts is l imited to their  intel l igence, but 
at a minimum beasts can give you information 
about nearby locations and monster s, including 
whatever  they can perceive or  have perceived 
w ithin the past day.  You might be able to 
per suade a sea creature to per form a small 
favor  for  you, at the DM's discretion.

Tar

1st level Conjuration (Wizard)

Cast ing Tim e: 1 action

Range: Touch

Com ponents: V, S, M (a small bi t of tar )

Dur at i on: Permanent 

You cover  a 50' rope or  10x10 area w ith tar.  The 
tar  is sticky and w i l l  burn i f  an open f lame is 
applied to i t.  Turpentine w i l l  r emove i t.  You 
can cast this spell  offensively, i f  the target fai ls a 
Dexter i ty save they are covered in tar, and may 

be set on f i r e as normal.

Thor nspear

1st level Conjuration (Cleric, Druid)

Cast ing Tim e: 1 action

Range: Self  

Com ponents: V, S, M (bi t of mistletoe)

Dur at i on: 1 minute

You create a 5' long magical spear  that does 
3d10 damage and can be throw n.  The spear  is 
normal in al l  aspects, but disappears after  you 
attack w ith i t.

Thunder dr um

3rd level Invocation (Cleric)

Cast ing Tim e: 1 action

Range: 120'

Com ponents: V, S, M (drum)

Dur at i on: Instantaneous

Your  drum creates a deafening noise that dr ives 
enemies away.  Creatures, fr iend or  foe,  w i thin 
10' of you are not affected.  Creatures CR1 or  
less automatical ly become fr ightened..  Other  
creatures must pass a  Wisdom saving throw  or  
become fr ightened.  This spell  has no effect on 
creatures w ith more hi t points than you.  Al l  
cr eatures affected take Thunder  damage equal 
to your  cler ic level.  

Whi le fr ightened by this spell , a creature 
must take the Dash action and move away from 
you by the safest avai lable route on each of i ts 
turns, unless there is nowhere to move.  I f  the 
creature ends i ts turn in a location where i t 
doesn't have l ive of sight to you, the creature 
can make a Wisdom saving throw, on a 
successful save the spell  ends for  that creatures.

Tr anscend Li fe For ce

9th level Transmutation (Wizard, Sorcerer, 
Radiance) ritual

Cast ing Tim e: 2d12 hours

Range: Self

Com ponents: V, S, M (l ich's skull , nightw ing's 
tongue, 12 ounces of phoenix ashes, pint of 
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fr esh gremlin blood, two mandragoras, tooth 
from the Star  Dragon, 2 malfera's eyes and 12 
feathers from an Archon, al l  of which is 
consumed in the casting)

Dur at i on: Permanent

The ultimate spell  of the Radiance, this spell  
gives you a chance at becoming an Immor tal.  
Just learning this spell  should be the goal of an 
enti r e campaign.  The only way to acquir e the 
spell  is to learn i t from a Pr ince or  Ar chduke of 
Glantr i , be a member  of the Brotherhood of the 
Radiance, and have the sponsorship of an 
Immor tal of the Sphere of Energy.  

To cast the spell  you must have 50 
Radiance charges saved through the Retain 
Power  spell .  Once cast the you f inds yourself  
f loating before a golden door, which becomes 
more di f f icult to r each as the caster  tr ies.  To 
r each the door  the caster  must pass six tests in 
the form of saving throws.  You must save 
against each saving throw  at DC25 to prove they 
are wor thy.  I f  you fai l  any of them you wake up 
in pain at the end of the spell .  For  2d4 days you 
have a 30% chance of spell  fai lure and cannot 
cast any Radiance spells for  the duration.  In 
addition you must make a DC15 Consti tution 
save or  lose a point of Consti tution permanently.

I f  al l  the tests are passed, you f ind 
yourself  on the other  side of the door  before an 
Immor tal of the Sphere of Energy.  The 
Immor tal w i l l  explain ever ything that has just 
happened, and the meaning behind the 
Radiance.  The Immor tal w i l l  then explain the 
last test is a duel.  You must f ight an Empyrean 
loyal to the Sphere of Energy alone.  I f  you 
succeed, you have become an Immor tal, i f  you 
fai l  your  l i fe for ce is used to power  the 
Radiance.  Your  character  is r emoved from play 
to become a power ful for ce in the Know n 
Wor ld.

Tr ansm ute Water  to I ce

3rd level Transmutation (Wizard)

Cast ing Tim e: 1 minute

Range: 100 feet

Com ponents: V, S

Dur at i on: Permanent 

You change al l  water  in a 10x10x10 area to ice.  

I f  cast at a r iver  or  ocean the spell  w i l l  cr eate an 
iceberg, which w i l l  be moved by cur rents as 
normal.  The ice in non-magical, and is tr eated 
as rough ter r ain i f  on the ground.

Tr ust

1st level Enchantment (Wizard)

Cast ing Tim e: 1 action

Range: Self

Com ponents: S, M (si lver  piece)

Dur at i on: 1 round

Your  gain advantage on the next Deception or  
Persuasion test you make before the spell  
expir es.  This spell  is normally taught only by 
the Darokin Merchant's Gui ld and Minrothad 
Tutor ial Gui ld.

War p Wood

1st level Transmutation (Wizard, Druid)

Cast ing Tim e: 1 action

Range: Touch

Com ponents: V, S, M (bi t of w yrmwood)

Dur at i on: Permanent 

You cause a single non-magic wooden i tem to 
warp into uselessness.  The i tem must be able to 
be held in your  hand.  I tems held by another  
must be touched w ith an attack rol l , the ow ner  
of the i tem can make a Dexter i ty save to avoid 
the i tem's destr uction.

Water y For m

2nd level Transmutation (Wizard) ritual

Cast ing Tim e: 1 minute 

Range: Self

Com ponents: V, S, M (drop of pure water )

Dur at i on: Concentration

You tr ansform into a volume of water  equal to 
your  mass.  Your  clothing and gear  tr ansforms 
w ith you, and you cannot be separated.  Whi le 
you are in this state you can only be harmed by 
magic weapons, cannot attack, and move 1/3 
your  normal speed.  In addition you can breath 
water  normally, but i f  you are in a body of 
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water  you move along w ith the water  at the 
speed of the cur rent.  

Wal l  of  Wood

4th level Conjuration (Druid)

Cast ing Tim e: 1 action

Range: 120 feet

Com ponents: V, S, M (hear twood of an oak)

Dur at i on: Concentration, up to 10 minutes

A nonmagical wall  of sol id wood spr ings into 
existence at a point you choose w ithin r ange. 
The wall  is 6 inches thick and is composed of ten 
10-foot-by-10-foot panels. Each panel must be 
contiguous w ith at least one other  panel. 
Alternatively, you can create 10-foot-by-20-foot 
panels that are only 3 inches thick. 

I f  the wall  cuts through a creature?s space when 
i t appears, the creature is pushed to one side of 
the wall  (your  choice). I f  a creature would be 
sur rounded on al l  sides by the wall  (or  the wall  
and another  sol id sur face), that creature can 
make a Dexter i ty saving throw. On a success, i t 
can use i ts r eaction to move up to i ts speed so 
that i t is no longer  enclosed by the wall . 

The wall  can have any shape you desir e, though 
i t can?t occupy the same space as a creature or  
object. The wall  doesn?t need to be ver tical or  
r est on any f i rm foundation. I t must, however, 
merge w ith and be sol idly suppor ted by existing 
wooden suppor ts. Thus, you can use this spell  to 
br idge a chasm or  create a r amp. 

If  you create a span greater  than 20 feet in 
length, you must halve the size of each panel to 
create suppor ts. You can crudely shape the wall  
to create crenelations, battlements, and so on. 

The wall  is an object made of wood that can be 
damaged and thus breached. Each panel has AC 
15 and 30 hi t points per  inch of thickness. 
Reducing a panel to 0 hi t points destroys i t and 
might cause connected panels to col lapse at the 
DM?s discretion. 

I f  you maintain your  concentration on this spell  
for  i ts whole duration, the wall  becomes 
permanent and can?t be dispelled. Other w ise, 
the wall  disappears when the spell  ends.

Wr ath of  At r uaghin

9th level invocation (cler ic)

Casting Time: 1 action

Range: 120 feet

Components: V, S, M (medicine pouch, 
consumed in the casting)

Duration: Instantaneous

You br ing dow n the w rath of the Immor tal 
Atr uaghin on your  foes.  Assign a number  of 
dice equal to tw ice your  cler ic level to the 
targeted creatures, the pool may be divided any 
way you decided by you, i t need not be the same 
damage type per  target.  You can descr ibe each 
affect, some creature are hi t by f i r e, other s by 
l ightning for  example.
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Goods and Services
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Tools and Equipment
Many adventurer s in Mystara are tr ained in a tr ade or  profession before becoming adventurer s.  
For  some, especial ly in Minrothad and Darokin, adventur ing is a means to acquir e more capitol for  
a side business.  Other  adventurer s pick up use tr ades that help them mend or  create weapons, 
armor  or  even legal know ledge in cases of legal di f f iculties.

Item Cost Weight

Advocacy Books 75gp 10 lbs

Armorer 's Tools 35gp 70 lbs

Barge Making Tools 35gp 7 lbs

Bow yer  Tools 15gp 3 lbs

Bui lder 's Tools 50gp 20 lbs

Cabinetmaker 's 8gp 7 lbs

Canvas Maker 's 5gp 4 lbs

Car t Maker 's Tools 15gp 8 lbs

Cooper 's Tools 3gp 5 lbs

Farmer 's Tools 5gp 22 lbs

Financier 's Ledgers 50gp 8 lbs

Fletcher 's Tools 3gp 1 lb

Law yer 's Books 100gp 15 lbs

Lumber jack's Tools 25gp 30 lbs

Mining Tools 10gp 25 lbs

Net Maker 's Tools 2gp 4 lbs

Rope Maker 's Tools 1gp 6 lbs

Saddle Maker 's 25gp 10 lbs

Shepherd's Tools 10gp 10 lbs

Shipw r ight's Tools 65gp 120 lbs

Tai lor 's Tools 15gp 4 lbs

Tool Maker 's Tools 25gp 18 lbs

Trap Maker 's Tools 45gp 7 lbs

Wagon Maker 's 35gp 6 lbs

Wheelw r ight's Tools 15gp 4 lbs

Weapons

Name Cost Damage Wt.

Cestus 1gp 1d4 
bludgeoning

1 lb.

Kasas 25gp 1d6 slashing 3 lb.

Whistl ing 
Ar row

3 sp None ¼ 
lb.

Proper ties

Finesse, Light

Finesse, Light

Signal noise 
only
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Captain Quinn's Nautical Empor ium
The pr ide of  the Minr othad Islands is pr oud to of fer  these f ine magical items 
acquir ed af ter  a lifetime of  adventur e on the high seas.  Each of  these f ine 
magic items w ill make any ship's captain's life so much easier , you'll w onder  
how  you got along w ithout them.  Pr ices ar en't listed, because if  you have to 
ask, you can't af for d it.  Check us out in Harbortown, the Old Town side.

Am ulet  of  Tim ekeeping.  For those you who know anything about navigation, 
the only real way to know where you are going east to west is by keeping 
accurate time.  This beauty does exactly that.  Use the command word and it 
will keep accurate time no matter what.

While activated you know  the exact time, and gain advantage on al l  Sur vival 
tests made on the open ocean for  navigating. (Uncommon)

Balance of  Conver sion .  This beauty is a must for people trading in areas that 
don't accept coins, or for cashing in gems without having to pay the jeweler's 
fee.  Simply put either coins or a gem on one side of the balance, say the magic 
word, and the balance will turn coins into a gem of equal value or the gem into 
coins of the gem's worth.  

When activated the balance w i l l  turn up to 1,000 coins (the balance only 
holds 100 coins i f  not in a bag) in a gem of equal value.  I f  a gem is placed on 
the balance then the balance tr ansforms i t into local coins of equal value.  
The balance can be used up to three times a day. (Rare)

Bead of  Dew.  This one you'll want to stock up on.  Perfect when you have to 
stock up on your water supplies but your source of water is of a dubious 
nature.  Just drop one of these into a barrel of water, and you've instantly got 
pure clean drinking water.  

The bead w i l l  pur i fy up to 100 gallons of water  when places in the vessel 
containing the water.  The effect is permanent, though the water  may foul 
normally after wards.  This uses up the bead. (Common)

Cabinet  of  Secur i t y. A must for captains who don't like people meddling in 
their affairs.  The cabinet has several functions, and you'll use all of them.  First 
only you can open it without magic.  Second it can't be moved unless you want 
it to.  Third, and most important, you can decide what drawers are visible when 
people are looking through it.

The cabinet has three effects, al l  tr iggered w ith the command word.  The f i r st 
effect causes Arcane Lock to be cast on the cabinet.  This lasts unti l  i ts ow ner  
uses the command word to deactivate i t.  The second prevents the cabinet 
from being moved.  The only way to move the cabinet to take a section of the 
f loor  w ith i t.  The last effect al lows the ow ner  to create an i l lusion that any 
number  of drawers to appear  as empty shelves. Any of the effects can be 
used as often as needed. (Rare)

Chal i ce of  Detect i on. This one is a true lifesaver.  Nothing fancy about it, any 
kind of poison is put into the chalice and it turns it into a frothy foul smelling 
green liquid.  You will instantly know that somebody is trying to drug you.  
Then all you have to do is use the cat of nine tails to figure out who.

When a poison is placed in the chalice, the chalice tr ansforms the l iquid 
inside i t to a green foul smell ing f luid.  Whi le i t does not neutral ize the 
poison, i t is impossible to miss the tr ansformation. (Uncommon)
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Desk  of  Studying. For you Aurumancers or other wizardly types, you need 
this.  The desk speeds up the time it takes to memorize spells from a few hours 
to just a few minutes.  While the desk to too large to take adventuring, it's 
perfect in a captain's cabin.

When a w izard si ts at the desk to prepare spells, i t only takes 1 turn to 
prepare al l  the spells instead of 1 minute per  spell  level. (Ver y Rare)

Ear r ing of  Seam anship . So you've got a landlubber that don't know the jib 
from the head and you can't just throw him overboard.  With this little gem 
you'll make a salt out of him yet.  Just stick it in his lobe and he'll automatically 
know the difference between a rope and a line.  If he ain't got his ears pierced 
yet, well, that's why they made knives.

While wear ing the Ear r ing you gain prof iciency in Vehicles (Water ). 
(Uncommon)

Figur ehead of  Pr otect i on .  If you don't have one of these on your ship yer a 
damned fool.  This beauty will keep your ship from harm, no matter what.  
Rocks, sea monsters, or ballista fire fire just scratches the paint.  The only way 
your ship is going to the deep is through sorcery, nothing else will touch it.

While attached to the bow  of an ocean going ship, the ship gains Immunity 
(non-magic attacks). (Legendar y)

Gaf f  of  Dock ing. The best way to make money on the seas is to leave nothing 
to chance.  This item's effect isn't impressive, but the peace of mind it gives a 
ship's captain is worth the price.  Just touch the gaff to the ship or mooring you 
are docking with and your ship will effortlessly slide along side it.  Can also be 
used for boarding actions, but you didn't hear that from me.

When touched to a dock or  another  ship, your  ship w i l l  gently move along 
side i t, no test needed. (Common)

Gavel  of  Author i t y. While a Captain's Mast is rarely a pleasant thing, with the 
gavel at least they will listen to you.  Just slam it down once and everyone 
present will be captivated by your every word.  Great for stopping mutinies 
before they start.

When activated your  Char isma based tests have advantage for  1 turn.  The 
Gavel can be used three times per  day. (Uncommon)

Handker ch ief  of  Fl i r t i ng.  This one you will get a lot of use out of at parties 
and soirees.  Just wave it in front of your face, say the magic word and for the 
next hour you will be the life of the ball.  Ladies will find you irresistible, no 
matter how bad your jokes.

When activated you have advantage on al l  Persuasion tests of a romantic 
nature against character s of the opposi te sex for  one hour.  The Handkerchief 
of Fl i r ting works once per  day.  (Uncommon)

Handker ch ief  of  Lengths. This is a discrete but effective lifesaver.  Looks like 
an ordinary kerchief, but you say the command word and you can lengthen it 
out for a couple hundred feet.  Great when you need to make a quick get away 
off a balcony or have to tie up some guard while you do a little ransacking.

The Handkerchief w i l l  go from several inches long to up to 200 feet long 
when you pull  on i t as you use the command word.  The weight w i l l  not 
change, and the handkerchief has the same toughness of si lk rope.  I t w i l l  
r eturn to normal size i f  you use the command word again, untying i tself  on 
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the opposi te end i f  necessar y. (Uncommon)

Ever fu l  Inkwel l . If you're a penny pincher like myself, you'll love this magical 
creation.  It never runs out of ink, ever!  Write your memoirs knowing you've 
spent your last copper on ink.  It won't even spill when tipped over!  How can 
you beat that kind of value?

The inkwell never  r uns out of ink when used w ith a pen.  The ink is 
non-magical, and w i l l  only come out when a pen is dipped in i t. (Common)

I r ons of  Im pr i sonm ent .  Sometimes you have to clap a man in irons.  Knowing 
our business, that man will usually know his way around a lock or two.  So 
what to do?  Try these magical shackles.  They work on command words, they 
don't even have a lock!  One word locks them in place, another word frees them.  
Remember to take them off before you chuck the sorry bastard overboard.

The irons when activated lock in place as an Arcane Lock unti l  the other  
command word unlocks them.  The i rons cannot be damaged except by 
magic. (Uncommon)

Ladle of  Dr ink ing. An absolute must for extending the life of your rum ration!  
Just say the magic word and the ladle will refill itself ten times with what ever 
beverage you just poured.  Morale is much easier to maintain if they know the 
booze is safe.

When activated the Ladle r ef i l ls up to ten times w ith a non-magical beverage 
that was last in the ladle.  The beverage is non-magical, but has al l  the same 
proper ties as the copied beverage.  The copied beverage must be potable.  The 
Ladle can be used once per  day. (Uncommon)

Libr um  of  Evaluat i on. When you are tired or just being lazy, this book will 
turn the task of appraising your latest haul into a minor distraction.  Just touch 
the gem or jewelry to the blank page on the left, and the librum will give you a 
description and monetary appraisal on the blank page on the right.  Then just 
turn the page and start with the next bit of loot.  When the book is full, close it 
up and start again the next day with all the pages pages magically wiped clean!

A Librum of Evaluation comes w ith 80 + 2d20 pages.  Touching a non-magical 
piece of jewelr y or  gem causes the l ibrum to cast an evaluate spell  on i t, w i th 
the r esults magical ly w r i tten on the opposi te page.  When the book is ful l , i t 
ceases to function for  24 hours after wards the book is w iped clean and can be 
used again. (Uncommon)

Por table Mast . You will want several of these, trust me.  Say you lose a mast in 
a storm or to hostile action.  Normally you are in dire straights, but with a 
portable mast replacing the lost sail is a breeze.  Just clear the damaged one out 
of the way, place this pole and say the magic word.  The pole will grow to 
replace the missing mast, complete with fully rigged sails!

The por table mast only works on ships.  When the command word is spoken 
the 10' pole grows to the size of the desir ed mast, and even produces sai ls and 
r igging of the appropr iate type.  Saying the command word again r eturns the 
sai l  back to i ts normal shape. (Rare)

Needle of  Sew ing.  Got this little treasure off an Ierendi captain in a game of 
cards, along with everything she was wearing but her socks.  This one is a real 
time saver.  Just touch it to what you need fixed, say the magic word and the 
needle will stitch back up!  Not just cloth, I 've seen this thing sew back 
splintered wood good a new.  Your sailmaker will thank you for this one.
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The needle can be used to cast the mending cantr ip at w i l l . (Common)

Oar  of  Row ing.  Another fantastic piece of nautical magic, the Oar will row by 
itself with the strength of twenty men!  Just put the business end in the water 
and say the magic word and off you go.  Now unless you want to go in circles, 
you'll need twenty men on the other side of the boat as well.  Or just just buy 
two!

When the paddle is placed in the water  the oar  w i l l  row  by i tself  as i f  pul led 
by twenty men unti l  the command word is spoken again.  Unless an equal 
amount of rowers or  another  Oar  of Row ing is on the opposi te side of the 
ship, the ship w i l l  go in cir cles. (Rare)

Ar om at i c Pipe. This is just a creature comfort, but a needed one.  Place any 
combustible material in the pipe, from tobacco to paper, say the command 
word and the pipe will turn it into a lovely pipeweed with any flavor desired.  
Turn torn up paper into the finest Belcadiz tobacco, or go for more exotic smells 
like cherry wood or mint.

When the command word is spoken the pipe the produces a f lavored smoke 
of the smoker 's choice. (Common)

Pole of  Angl i ng.  If you need fresh fish for the crew, or you are fishing for 
bigger game, this gem here is what you be needing.  Bait the hook, cast the line, 
and name your catch.  As long as its near by you'll haul it without harm within 
a minute.  Best part it as long as it lives in the sea, you can catch it!  Giant 
crabs, sea serpents, merfolk, all can snatched from the sea with this beauty.  
Yeah don't expect the mermaid to be happy to see you if you reel her in with 
this.

The user  names a sea creature and casts the l ine.  I f  the creature is w ithin 1 
mi le they w i l l  sw im to the l ine in 1d6 rounds.  Once the target has taken the 
bai t the pole w i l l  r eel them in w ithout harm.  The pole w i l l  not work on 
creatures w ith 100hp or  more, and any creature CR3 or  higher  can make a 
Strength save vs. DC10 to avoid the affects.  The pole can be used three times 
a day, including fai led attempts.

Qui l l  of  For ger y. While I 'm not suggesting you partake of any illegal activities, 
sometimes you need something authorized and the local authorities are asking 
for a tad more than the going price for the service.  With this dandy item, just 
get a sample of their handwriting and you can make any form look perfectly 
legal!

The Qui l l  of Forger y r equir es a sample of the w r i ting to be copied to be held 
in the off  hand.  When activated you can per fectly copy the handw r i ting of 
the sample well  enough to pass any scrutiny.  The Qui l l  can w r i te up to 100 
words per  day before needing to r echarge for  24 hours. (Rare)

Rudder  of  Guidance. Any captain that doesn't have one of these on his ship is 
a damned fool if you ask me.  You put the rudder on your ship, say the 
command word and your destination and the rudder will steer straight to the 
destination, never once veering off course.  If you have to take a detour, just say 
the command word again and the ship is yours.  Cuts down on the need for a 
helmsman dramatically.

The Rudder  of Guidance has to be instal led on a ship to work.  Once activated 
the ship w i l l  not go off  course, but w i l l  go the shor test way possible, even i f  
that route takes the ship through inclement weather  or  dangerous areas.  
(Rare)
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Soap of  Washing.  You will thank me for this purchase later.  Just put this bar 
of soap in a bucket of water and for the next hour and stain the water touches is 
instantly cleaned.  Works on crew as well!  Just line them up in a row and get to 
washing, your nose will appreciate it!

Put the soap in a container  of water, for  the next hour  any non-magical stain 
touched by the water  is instantly cleaned.  The soap is used up in the process. 
(Common)

Spoon of  Medicat i on . So you've got a man down with an illness, before it 
spreads to the rest of the crew get him back to shipshape with this dandy 
charm.  Just fill it with honey and shove the remedy down his throat, disease 
cured!

To activate f i l l  the spoon w ith honey and imbibe.  The spoon w i l l  cure al l  
non-magical diseases.  The spoon can be used once per  day. (Common)

Table of  Plenty/Banquets. This wonder is perfect for saving your ship's stores, 
especially if your steward isn't the greatest cook in the world.  Simply say the 
command word and four meals will magically appear, complete with settings!  
The food is adequate fare, and can be summoned three times a day.  Now if you 
have the gold, upgrade to the Table of Banquets to keep the entire ship happy.  
Now the table will expand to feed up to 40 people, just like above.  You'll need 
the space of course, my suggestion is to use it above decks when possible as the 
table will be 60' long.  Best part, say the command word again and all the 
scraps instantly vanish!

The Table of Plenty w i l l  magical ly create up to four  meals three times a day, 
complete w ith place settings, candles and tablecloth.  Anything moved more 
than 5' from the table vanishes.  The Table of Banquets w i l l  also expand up to 
60', w i th settings for  four  additional people per  5' expanded.  The Table of 
Banquets w i l l  r eturn to normal size w ith the command word again.  I t is 
identical in al l  other  purposes as the Table of Plenty.  (Rare/Ver y Rare)

Tom e of  Tr anslat i on. So you're ashore on the Isle of Dread and the village 
chief is telling something and you don't know if he's offering you his daughter 
or inviting you to be the main course at dinner.  Well, worry no longer!  Hold 
open the Tome of Translation and all conversation will be translated into the 
language of the reader.  Works great until you realize the village chief can't 
read.  

When the Tome is open al l  dialogue is tr anscr ibed into the language of the 
person being spoken to.  The Tome w i l l  r ecord up to 300 pages of dialogue 
before i t slams shut and requir es 24 hours to r echarge, then i t w i l l  open w ith 
al l  pages blank again. (Uncommon)

Xylograph.  One problem you have with a lot of sailors is they can't write for 
anything.  This is the answer to your prayers!  This seemingly boring square 
piece of wood will sketch out everything you say with perfect spelling as soon 
as you say the command word.  Say it again and the grooves magically fill with 
ink!  Then just put a piece of parchment to it and you've got yourself a letter 
that would make any scribe jealous.

When you say the command word the Xylograph records ever ything said in 
i ts presence by inscr ibing the words onto i ts self .  Activating i t again f i l ls the 
grooves w ith magical ink and you can use paper  to make the dialogue into a 
letter.  You can also draw  on i t w i th just your  f inger, the Xylograph w i l l  shape 
to form your  draw ing.  The Xylograph can be used once per  day.
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Tarla's Epicurean Delights
After a successful career adventurering, I have settled down and focused on my try love of fine food and 
drinks.  Now I am able to offer you the widest variety of beverages, cheeses and breads from across the 

known world.  Perfect for dining with royalty or sea salts.  With locations in Darokin, Minrothad, Thyatis, 
Alphatia and now Glantri City, you are never far away from the best foods at the lowest prices.  

Ask about deals on larger quantities.

Wines
Azur e Lune de Vin: A magical brew  from the Wizards of Wines, this fr ui ty br ight blue w ine makes 
i ts imbiber  aler t and energetic, unti l  the effect wears off  and the ful l  effect of the w ine kicks in.  
(Remove one level of fatigue for  4 hours at the end of four  hours gain two levels of fatigue.)

Bottle: 20pp, Glass: 7pp (You may only benefi t from a glass once per  day)

Cava: A l ight, bubbly w ine made by the Belcadiz elves of Glantr i .  The w ine of choice by them, 
considered a delicacy by vintner s.  

Bottle: 8pp, Glass: 8gp

Cham pagne de l e Stom p : From the Wizard of Wines w iner y in New  Averoigne, de le Stomp is 
considered one of their  f inest.  A heady w ine, w ith a strong distinct taste.

Bottle: 15pp, Glass: 3pp

Deepwood Spice Wine: A special blend from Clan Chossum, this one is unique as i ts r ich almost 
bi tter  f lavor  is loved by humans and dwar ves, but elves consider  i t a poor  house w ine.

Bottle: 12pp, Glass: 12gp

Glowt r ee Fr u i t  Wine: Another  impor t from Clan Chossum, this one is prefer red by elves and has a 
small demand by Hin. To others the strong ci tr us f lavor  can be over whelming.

Bottle: 5pp, Glass: 1pp.

High Shi r e Mulber r y Wine: A common w ine impor ted from the Shir es, the ber r y taste on this 
vintage is an acquir ed taste.

Bottle: 2pp, Glass: 2gp

Im per ial  Spice Wine: From the Alphatian Empire, this magical ly enhanced brew  can leave the 
hear tiest dr inker  in an alcoholic stupor  after  a single glass.  (Make a DC15 Consti tution save or  be 
stunned for  1d6 rounds)

Bottle: 120pp, Glass: 14pp

Mosi t i us Label  Red : One of the f inest w ines produced in the Thyatis Empire, a thick strong bodied 
w ine favored by Emperor  Thincol himself.

Bottle: 20pp, Glass: 4pp
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Mosi t i us Label  Whi te: Not as in demand as Red Label, this l ight fr ui ty w ine is sti l l  extr emely 
popular  in the Thyatis Empire.

Bottle: 16pp, Glass: 13gp

Nor wor ld Ice Wine: A r are impor t from Alphatia, this obviously magical ly enhanced w ine is cold 
no matter  how  long i t has set out.  A unique taste, this w ine is bought more for  the novelty value.

Bottle: 20pp, Glass: 4pp

Patxar an: An acquir ed taste even among the Belcadiz elves, this bi tter  spiced w ine is considered 
best ser ved w ith the zesty food you f ind among the Glantr ian Elves

Bottle: 2pp, Glass: 2gp

Pur ple Gr apesm ash #3: A mass produced w ine from the Wizards of Wines in Glantr i  Ci ty, this 
w ine can be found in most taverns across the know n wor ld.

Bottle: 1gp Glass: 2sp

Red Dr agon Cr ush : A r ich hear ty w ine popular  among adventurer s, this Wizards of Wines 
specialty is in great demand in Minrothad.

Bottle: 4pp, Glass: 1pp

Sangr ia: The most common of the Belcadiz w ines, this fr ui ty blend is produced in enough quanti ty 
to make i t to the tables of most taverns in Glantr i  and Darokin.  

Bottle: 2pp, Glass: 2gp

Si lver  Select i on Sher r y: A extr emely common mass produced w ine from Darokin, whose pr imar y 
advantage is i t w i l l  get you drunk quickly and cheaply.

Bottle: 1gp, Glas:s 2sp

Sunless Sea Blue Wine: A dwar ven w ine of unknow n or igin, this dark blue tinted l iquor  is f i l led 
w ith unusual but del icious f lavor  making i t greatly in demand.  Dwar ves seem to hate i t though.

Bottle: 60pp, Glass: 12pp

Br andies
Al l 's Reck less Br andy: Brewed but once a year  on the holiday that gives i t the name, this l iquor  is 
greatly in demand outside Minrothad as most of i t is drunk in a single day.

Bottle: 12pp, Glass: 3gp

Blackbot tom  Por t : A brandy despite i ts name, this cheap quali ty Shir e dr ink is famous for  tasting 
better  the more you dr ink i t.

Bottle: 2gp Glass: 1sp

Quor tw iz: A gnomish brandy made from rutabagas and cauli f lower.  A unique taste, usually drunk 
by other  r aces on a dare, then fol lowed up w ith a chaser,  tr adi tionally w ith six shots of Wodka.

Bottle: 8gp, Glass: 1ep



94

Ales, Beer s and Meads
Blackhear t  Dar k  Stout : One of the few  things to come out of that dark land, this stout is a thick and 
heady dr ink, w i th more than enough kick so you won't need more than a few  to forget the day.

Keg: 37gp, Pint: 3sp

Br oken Lands Stout : An extr emely strong beer  coming out of Darokin, this one is thick enough to 
make i t a sipping beer.  The strong taste is not meant to be taken al l  at once.

Keg: 6gp Pint: 5cp

Deep Dar k  Pale Ale: Sold in l imited quanti ty by the dwar ves of Rockhome, this ale is surpr isingly 
smooth for  a dwar ven dr ink.  Whi le much more expensive, most think i ts wor th i t.

Keg: 62gp Pint: 1ep

Gai ty Local  Blend : The house brew  of Gaity Island in Alphatia, this beer  is know n for  i ts r ich taste, 
merci ful hangovers and overpr iced mugs.  You are paying for  the name.

Keg: 124pp (124gp in Alphatia), Pint: 5gp (5sp in Gaity Island, 1gp in Alphatia)

Hat t i an Lager : Whi le the people maybe unpleasant, their  beer  is not.  This lager  is a r ich and 
f lavor ful blend that always seems to beg for  another  round.

Keg: 2pp, Pint 8cp

Jar l 's Ale: The common name of any number  of ale produced in the Soder f jord Jar ldoms, this mass 
produced beverage is typical ly found across the r ealms in taverns ever ywhere.

Keg: 1pp, Pint: 4cp

Low Por t  Ale: A common ci tr us tasting ale from Minrothad, this cheap strong dr ink is ver y popular  
w ith sai lor s as they say i t keeps scur vy away.

Keg: 6gp, Pint: 4cp

Mleko Bor suk  Golden Label : A surpr isingly smooth and creamy mead from the gnomes, this 
r ecipe is kept secret, though the dr inkers don't ask many questions.

Keg :2pp, Pint 8cp

Ochalean Ginger  Beer : Don't let the name fool you, this is a Thyatian brew.  Made w ith a r ather  
complicated brew ing process, this brew  has a sharp ci tr us taste that can surpr ise you.

Keg: 2pp, Pint: 8cp

Old Town Lager : A new  beer  from Vestland, Old Tow n is almost clear  brew  w ith a strong kick but 
f lavor ful after  taste.  

Keg: 62gp, Pint: 1ep

Ross'  Finest : The pr ide of Klantyr, this Glantr i  brew  is the favor i te of Crow nguard war r ior s, though 
i ts thick body and extr emely high alcohol content are too much for  many men.

Keg: 7gp 1ep, Pint: 6cp
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Ruby Dr agon Stout : The strongest beer  made in the Shir es, this nutty stout w i l l  knock dwar ves off  
their  stools, and leave them w ith a strong walnut smell on their  breath.

Keg: 1pp, Pint: 4cp

Tangor : Low  in f lavor, but high in alcohol this cheap beer  from the Isle of Daw n at least w i l l  let you 
forget how  bad i t tastes when you wake up.

Keg: 3gp, Pint 2cp

Tr aldar 's Ki ss: An extr emely common, cheap and strong beer  from Karameikos, this is the beer  for  
someone looking to get drunk on a budget.

Keg: 4gp, Pint 3cp

Wyr war f  Fungal  Mead: A ver y unusual mead from Rockhome, made out of fermented 
mushrooms.  Dwar ves may favor  i t, but i t is a dr ink others have to for ce themselves to l ike.

Keg: 6gp, Pint: 4cp

Zeabur g Royal  Mead : Without a doubt the best mead produced.  This Ostland dr ink provides the 
r ight amount of f lavor  compared to i ts kick.  I t 's a dr ink to enjoy w ithout getting drunk too quickly.

Keg: 6gp, Pint: 5cp

Spir its
Br am bler ose Rose Whiskey: The best whiskey from the Five Shir es, Bramblerose is long 
fermented in rose wood vats to give i t a ver y distinctive taste.  The f lavor  makes i t qui te popular  

Bottle: 7gp, Shot: 6sp

Cr ownguar d Black  Label : Whi le other  lands prefer  w ine, the Klantyre love their  whiskey.  There is 
no whiskey in the wor ld better  know n than Black Label.

Bottle: 50gp, Shot: 4gp

Jenevi r : A harsh l iquor  from Glantr i , only the Flaemish dr ink this str aight.  Almost ever yone else 
mixes i t w i th a weaker  dr ink to l ighten the kick.

Bottle: 12gp, Shot: 1gp

Kum is: An extr emely unusual dr ink from Ethengar, mare's mi lk fermented w ith sugar.  The taste is 
highly exotic w ith a legendar y kick.  Whi le an acquir ed taste or  other s the Ethengar  love i t.  

Gourd: 4gp

Nalewk i : A strong fr ui t l iquor  from Karameikos, this Traladaran staple has found a home in 
Thyatis and elsewhere for  i t 's pleasant f lavor  and mi ld after  taste.

Bottle: 16gp, Glass: 2gp

Sapaa: A fr ui ty l iquor  from the Pear l Islands, this is a major  expor t of Thyatis mainly because of the 
ease to brew  i t.  Whi le not the best tasting l iquor, i t is one of the cheapest.

Bottle: 8sp, Glass: 2cp
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Sea Shi r e Bum bo: The most popular  r um among sai lor s of Ierendi, Minrothad and the Shir es, 
Bumbo is found on most ships.  Sai lor s prefer  i ts ci tr us base for  keeping away disease, and the 
f lavor  helps.

Bottle: 4pp, Glass: 1pp

Wodka: A common and cheap beverage from Karameikos, wodka is a staple in that nation as well  
as gaining popular i ty among the peasants in Thyatis and Glantr i .

Bottle: 1gp, Shot: 1cp

Non-Alcoholic
Al -Qahwa: A popular  coffee from Ylaruam, this is mixed w ith cinnamon for  extr a f lavor.  Traded 
heavi ly, w i th high demand in Darokin and the Shir es.

Pound: 10gp, Cup: 2sp

At?y: A popular  Ylaruam tea, this is gaining popular i ty due to being brewed w ith mint leaves.  Even 
the stoic dwar ves and Ethengar i  have star ted buying i t in bulk.

Pound: 15gp, Cup: 3sp

Her bata: A Karameikos tea, herbata is an acquir ed taste.  The local Traladarans love i t for  i ts heavy 
bi tter  taste, but i t has not caught on i t other  lands.

Pound 3gp, Cup: 6cp

Kava: An Ierendi herb dr ink, the bi tter  dr ink is said to have medicinal proper ties.  Prefer red by the 
local Makai, visi tor s to the islands tr y i t more for  i ts r eputation than i ts taste.

Glass: 5cp.

Qahwah S?dah : The most common Ylaruam coffee by far, this strong black blend is loved by 
adventurer s for  i ts low  cost and ease of f lavor ing.

Pound: 2gp, Cup 2: cp

Quickhand Br and Cof fee: The Shir e's attempt to get in on the Ylaruam coffee market, Quickhand is 
a mi ld coffee, grow n in quanti ty in Highshir e.  Whi le not as strong as Ylar i  coffee, i t is cheaper.

Pound: 1gp, Cup: 1cp

Veequay's Laf f y Fizz: Despite what you think, i t 's not a gnomish dr ink.  Made for  a rogue born in 
ancient times, this str ange f izzing dr ink actually tickles as you dr ink i t.   Popular  w ith chi ldren.

Bottle: 4sp

Zh? Chá: A tea from Ochalea, Thyatis began expor ting i t when Emperor  Alexian I grew  fond of i t.  
I t can be brewed several ways, from sweet to bi tter  and in between.  

Pound: 4gp, Cup: 3cp
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Cheeses
Ackaw i : An extr emely popular  cheese from Ylaruam, this semi-hard cheese as a mi ld salty taste 
and holds up well  in deser t heat.  Ylar i  view  i t as a snack more than a meal por tion. 

5lb Wheel: 4gp, Wedge: 1ep.

Bel l i ssar ian Cr eam  Cheese: Popular  Alphatian cheese, this tasty spread has been expor ted across 
the continent.  Cheap, healthy and tasty, i t is common in most major  ci ties.

3lb Loaf: 2gp

Br unost : A common cheese in the Nor thern Reaches, Brunost is sweet chewable cheese, per fect for  
a meal or  just a snack on the tr ai l .

4lb Wheel: 8sp, Wedge: 1sp

Cr ossr oads Br andy-Cheese: A unique cheese from the Alphatian Isle of Ne'er -do-well , this cheese 
actually has a high alcohol content.  I t can be used for  cooking, but is usually just eaten plain.

3lb Wheel: 10gp, Wedge 1ep.

Dam m e: Found mainly w ith the Flaemish of Glantr i , this extr emely spicy cheese isn't popular  
outside i ts pr incipal i ty except as an ingredient in some dishes.

5lb Wheel: 8gp, Wedge 2gp

Gl im m er  Cheese: A tr anslucent cheese from Alfheim, this cheese is know n for  a melt in your  
mouth f lavor, and a strong taste that lasts for  several minutes.

1lb Br ick: 6gp, 1 Slice: 2sp

Hat t i an Br i ck  Cheese: This bi tter  cheese is extr emely hard, almost impossible to bi t off  a piece and 
di f f icult to cut w ith a kni fe.  I t is meant to be soaked in lager  and chewed over  time. 

5lb Wheel: 4sp, Wedge: 3cp

Labneh : A Ylar i  cheese know n for  i ts smooth f lavor, i t is extr emely easy to make but somewhat 
di f f icult to expor t.  Double pr ice for  countr ies not adjacent to Ylaruam.

1lb Loaf: 3cp

Mim olet te: This popular  cheese comes from New  Averoigne in Glantr i .  I t has a sweet, nutty f lavor, 
and tr anspor ts well .  I t is cur rently enjoying increased popular i ty in Darokin.

2lb Wheel: 6sp, Sl ice: 2cp

Moonhi l l  Night  Cheese: This strong, bi tter  cheese is barely know n outside the Shir es.  I t somehow  
gives hin who eat i t 30 'darkvision for  1d6 hours once per  day.  I t has no affect on other  r aces.

1lb Wheel: 5gp, Sl ice: 1gp

Oscypek : This cheese from Karameikos is instantly r ecognized by i ts spindle shaped form.  A ver y 
common cheese in Karameikos, i t also tr anspor ts well  for  adventurer s.

Spindle: 3cp.
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Pr im : The spreadable form of Brunost, Pr im is found mainly in the Nor thern Reaches, but 
tr anspor ts well  enough to r each other  markets.

1lb Loaf: 2sp

Rushan: A ver y tough cheese from Ochalea, Rushan is meant to be covered w ith sweets or  nuts so 
the eater  can savor  i t over  time.  Eating i t plain is not advised.

¼lb Stick: 2cp.

Sateeka Fang Cheese: This durable cheese is found al l  over  the Shir es and is expor ted to other  
nations.  A mi ld, crumbly cheese, i t is par t of f ield r ations for  many armies in the Know n Wor ld.

5lb Wheel: 6sp, 1 Wedge: 3cp

Selenica Gold: One of Darokin's most popular  expor ts, this cheese is semi hard unti l  eaten then 
almost melts in your  mouth.  I t is also extr emely popular  as a cooking ingredient.

3lb Wheel: 1gp, 1 Wedge: 2sp

Twar og: Another  common Traladaran cheese, Twarog is a soft creamy cheese that does not tr avel 
well , but is extr emely easy to make.  I t is a staple in many diets.

1lb Loaf: 5cp

Wekr an Stone Cheese: A common cheese from Rockhome, i t l ives up to i ts name.  The cheese is 
extr emely hard, the dwar f sucks on i t to soften i t, usually whi le he works, r eleasing the f lavor  
slow ly.

10lb Wheel: 8gp, 1 Slice: 1ep

Wer eskalot  Five Year  Cheese: A di f f icult cheese to make, Wereskalot Five Year  is a strong 
extr emely bi tter  cheese that is a major  cooking ingredient in several nations.  I t is pr iced 
accordingly.

5lb Wheel: 12gp.  Sl ice: 1ep.

Whi te Noso Ro?ec: An extr emely strong and unusual gnomish cheese, i t is considered an 
expensive delicacy among the small folk .  For  other  r aces, i t is best eaten quickly.

5lb Wheel: 3pp, Sl ice 1gp.

Br eads:
Baguet te: A thin cr ispy bread from New  Averoigne, baguettes are long loafs of bread usually eaten 
along side breakfast or  lunch.

1 Loaf: 2cp.

Desem : Another  Glantr i  bread, Desem is found in Bergdhoven.  Desem is a tangy bread, often 
spiced to the desir es of the Flaemish l iving there.  I t has found some popular i ty as a novelty food.

1 Loaf: 4cp.
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Favar o Deep Gr ain : A popular  Shir e bread, Favaro has a thick taste to i t, and is extr emely chew y.  
The hin use some spices to give i t a tangy texture, increasing i ts demand.

1 Loaf: 7cp.

Khubz: The staple bread of the Ylar i , Khubz is a sl ightly leavened f lat bread that is used to ser ve 
other  food w ith.  In par ts of Ylaruam i t has r eplaced dishes enti r ely.

5 Loafs 1cp.

Kublatz Spiced Br ead : A gnomish delicacy, Kublatz is spiced w ith cinnamon, saffron, cayenne, 
gar l ic, peppermint, ginger  and twelve other  spices.  Best eaten quickly.

1 Loaf: 2sp

Lefse: A f laky f lat bread common to the Nor thern Reaches.  Tradi tional uses is to w rap other  foods 
in i t and eat ever ything together.  Catching on in Rockhome and Ethengar.

5 Loafs: 1cp

Long Br ead : An expor ted staple from Alfheim, this bland tasting bread would not be popular  
except for  the fact i t never  spoi ls, making i t in demand w ith sai lor s and adventurer s.

1 Loaf: 8sp

Lucian Sal t  Br ead : A common staple from Seashir e, Salt Bread does not go bad easi ly, whi le the 
taste leaves much to be desir ed, sai lor s cannot pass up i ts longevi ty.

12 Biscui ts: 1cp

Mal low fer n Dar k  Wheat : Another  Shir e bread, Mallow fern is know n for  i ts ful l  taste and 
satisfying nature.  I t does not take much to f i l l  a stomach, and the f lavor  is qui te enjoyable as well .

1 Loaf: 8sp

Mancheco: Baked by the elves of Belcadiz, this bread is cooked w ith nuts and fr ui ts inside, giving i t 
a ver y pleasant taste.  I t is one of the few  delicacies of Belcadiz the other  pr inces enjoy.

1 Loaf: 1ep

Mantou: A sweat bread from the Thyatis province of Ochalea, Mantou is meant to be f i l led w ith 
other  tr eats.  I t is commonly ser ved as a pastr y f i l led w ith sweet meats or  candies.

1 Loaf: 3cp

Mul l : The people of Klantyre love str ength, and their  bread is no exception.  With a ver y distinctive 
f lavor  and loaded w ith fr ui t, Mull  is ver y much a food of i t 's land.

1 Loaf: 7cp

Panem : Possibly the most common bread in the Know n Wor ld, this basic Thyatian bread is given 
out fr eely to i ts people.  Know n for  being extr emely easy to make, i t is a staple ever ywhere.

5 Loaves: 1cp
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Plain  Br eid : Another  bread of Klantyre, Breid is a simple bread, though chew y and aromatic.  The 
people of Klantyre bake the loafs tal l , so fami l ies can put more food w ith them.

1 Loaf: 4cp

Reedle Br ead : A common bread found in Darokin, Reedle makes i t r ye bread baked w ith common 
nuts.  I t is found in taverns across the nation. 

1 Loaf: 2cp

Shadowgate Whi te Br ead : The most common bread made in the Five Shir es.  Whi le the taste is 
nothing special, the hin produce i t in enough quanti ties that i t is found of peasant tables 
ever ywhere.

1 Loaf: 1cp

Skyfyr  Mi l l et  Loaf : An extr emely low  quali ty bread found in Alphatia, this is what passes for  food 
for  the Jennite slaves.  Flavor less and hard, i t 's only r edeeming quali ty is i t is extr emely cheap to 
make.

10 Loaves: 1cp

Stonebr ead: This f laky bread is a popular  expor t from Alphatia.  Long lasting, w ith a distinctive 
but not unpleasant taste, i t is a common choice for  adventurer  r ations.

1 Loaf: 3cp

St r eel  River  Flat  Br ead : A fai led attempt at Darokin to copy the breads of Ylaruam, the Flat bread 
is used as a breakfast food w ith any host of spreads.

1 Loaf: 2cp

Thantabbar  Fest ival  Br ead : A r ecipe that won several cooking contests in a row, this is a sweet 
bread cooked w ith a nutty glaze sw ir led inside.  Considered a tr eat for  chi ldren. 

1 Loaf: 6cp

Thr eshold Sal ted Chelb : A common bread in Karameikos, Chelb is a sourdough that is used for  al l  
forms of cooking,  One practice is to scoop out the ends to make a bow l for  soup.

1 Loaf: 2cp

Tor t i l l a: This Belcadiz specialty as a f latbread made from f inely ground f lour.  Per fect for  w rapping 
up your  meal into just a few  single bi tes, i t is per fect for  the adventurer  on the go.

5 Tor ti l las: 2sp

Vest land Zweiback : This tw ice cooked bread is common in the Nor thern Reaches.  I t tr anspor ts 
well , and can be dipped in jams to ser ve as a snack.  Popular  w ith parents of teething chi ldren.

2 Sticks: 1cp

Wyr war f  Fungal  Br ead : A bread made by dwar ves from fungus.  I t has a str ange taste, and a 
l inger ing after taste as well .  Dwar ves seem to the only r ace that can stomach i t.

1 Loaf: 4cp
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Exot i c Special t i es
Alham br a Gold  Snuf f : A extr avagance among the nobles, this f inely ground tobacco causes a 
r elaxing feel when you want i t, w i thout the need for  l ighting a pipe or  a cigar.

1 Tin: 8gp

Cigar : Made w ith f ine Belcadiz tobacco leaves, these exquisi te smoking tr easures are tr easured by 
gentr y ever ywhere.  Per fect for  celebrations, they go well  w i th any of our  brandies.

1 Cigar : 4gp

Cocoa: This bean can be turned into any number  of tr eats, and the taste is border l ine addictive.  
Impor ted from an unknow n location by Minrothad, this del icacy is taking the continent by storm.

1 lb Bag: 50gp

Locum : A popular  specialty from from the f iner  confectioners of Thyatis, Locum is made w ith dates 
w rapped in a sweetened gel then covered in powdered sugar.  Extr emely popular  w ith the nobles.

1 Tin (20 pieces): 4gp

Mok taar : A str ange dwar ven tr eat, this is the form of a hard candy popular  among i ts miners.  
Instead of being sweet, i t tastes of a var iety of meat products.  A single Moktaar  candy lasts for  
about six hours.

1 Pack (six pieces): 6sp

Pem m ican: From the Atruaghin plateau comes this smoked  bison delicacy.  Powdered and 
f lavored w ith a var iety of ber r ies, this high energy r ation is per fect for  adventurer s on long term 
expeditions.

1 Str ip: 2gp

Pepper pot 's Pr i sm at i c Taf f y: A tr eat from the Shir es, this candy consists of a foot long str ing of 
sticky taffy of var ious color s.  The delight is that each of the seven color s is a di f ferent f lavor.

1 Str ip: 1cp

Pipeweed: Grow n in many var ieties across the Five Shir es, whi le a staple among the hin, pipe 
smoking is not as common in other  countr ies.  For  those that possess the habit, please speci fy brand 
when order ing.

Common Quali ty 1lb pouch: 8sp.  Good Quali ty 1lb pouch: 2gp.  Excellent Quali ty 1lb pouch: 1pp.  
Pipe: 1 ep.

Quazzidings (Candied): A gnomish confection,  The Quazziding is a extr emely bi tter  fr ui t when 
candied makes for  one of the most unique tastes of extr eme bi tterness and tar t sweetness.

1 Jar  (5 fr ui ts): 1ep

Tablet : From the Pr incipal i ty of Crow nguard comes this crumbly tr eat.  Made w ith butter, eggs and 
sugar  and f lavored w ith whisky.  Considered a delicacy by the Klantyre war r ior s, and i t tr avels 
well .

1 Half-Pound Br ick: 3sp


