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INTRODuaTION

Andn Norton
Alice Mary Norton began her career as

the editor of her high school paper. By !he
age oE2l, she'd become Andre Norton and
published her first book. She is one of the
most respected and prolific write" of
~cieoce fiction and fantasy. Andre Norton
has received the Gandalf Award for Life
Achievement in Fantasy Writing and the
Nebula Science Fiction Grand Master
AlVard. She Is the Guest of Honor at the
19B9 World Science Fiction Convention.

The Witch World. her most popular
series. bas deUghled readers for over 25
years and millions of copies are in print
She has written IS novels and three collec
tions of short stories about the Witch
World. She has al&o edited two coUcctiOnB
of stories by other authors set In the Witch
World. Currently a resident of florida,
Andre continues to write and edit Witcb
World stories.

About the Authors
Sasha Miller has been a writer ever

since sbe dl.scovered the business end of a
crayon at a very early age. Her profes
sional involvement 1.0 the Witch World
began with a short story. "To Rebuild the
Eyrie," In Taw of th6 Wilch World (sec
p. 123). She has conlinued the story of
Yareth and Binan from that story to a
novel - FakOl1 Magic - to be published
by TOR Boob in 1989 as part of the
Chrollicles ofLormi series edited by Andre
Norton. She is a member of the Aulhon'
Guild and of the Science Fiction Writers of
America.

Ben Miller - the left-brained balf of
this writing team - is a mathematician and
computer software developer who hu
been plaYing fantasy roleplaying 8ll1DCS
since the early 1970s. He has been a
science fiction fan even longer, and he
practically grew up on the boob of Andre
Nortoll.

Introduction

For all of us who've ever creaJed a world to dream about ... the Wuch
World stories hold a special place. It's a land, a 'WOrld. a place ofdarlc shadows
and alien powers and human beings toucMd 'With strangeness, a place where
men and women find extraordinary things within them, and march themulves
against an environment aJ once ma~louslytUtaJ~dand full ofmysUtUs. The
Witch World is never explored. The smallest vall~ holds strange happenings
and a past which reaches into things stranger still. 'The traveler finds the una
pected, the ancienl, the bizarre aJ every tum. Nature is powerful here and those
who open tMir hearts to it and to living things find themselves capable ofmar
vels and involved in an old, old warfare. One meets oldfriends here, and hears
of them; finds remnants ofeldritch powers and visitants; finds ... ifone loolcs
... ancient truths about courage and honesty and duty that involve the highborn
and the ordinary, the young and the old, humans and the four{ooted 1dnd all in
onefabric ofmagic and mystery.

- C.l. Cherryh. in the introduction to Lore ofthe Witch World
published by DAW Books, Inc., 1980

Welcome to the Witch World
Fantasy is the literature of imagination. And seldom does the imagination

soar so high or so richly as in Andre Norton's Wuch World series. Here, the bold
adventurer can meet literally anything from anywhere or any time.

The Lands
There are two explored regions of the Witch World. Alizon, Estcarp.

Karsten and Escore make up the Eastern Continent. while the Western Continent
holds the Dales of High Hallack, the Waste, and mysterious Arvon.

Power struggles, intrigue and open warfare are a way of Ii fe in much of the
Witch World. Karsten and Alizon are usually at war with Estcarp. In these bat
tles even victory
sometimes demands a
fearsome price. The
massive destruction
made by magical bat
tles often cripples both
sides.

The Western Con
tinent is no more
peaceful. Escore was
divided by magical
wars between the for
ces of Light and Sha
dow. High Hallack
was nearly destroyed
while fighting the
invading Hounds of
Alizon. Even when
there is no open
warfare, remnants of
ancient wars threaten
to destroy the peace.
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The People
Strange races and creatures inhabit every valley and hilltop. The Sulcar,

seafarers with more than a touch of the corsair, ply the seas in their swift vessels.
Falconers defend their Eyrie from the invading enemy only to have it destroyed
by allies. The mysterious Witches, from whom the world takes its oame, guard
their power jealously. The Krogan, the Mosswives and the Tarfolk struggle to
remain independent in a world that does not permit neutrality. The People of the
Green Silences, the Renthan, the Flannan, the Vrang and the silent Lizard People
are fighting ancient evil to preserve their homes. The mysterious Were Riders
roam the Wastes and fight to defend High Hallack in return for brides to end
their loneliness. The hostile Kolder strive to control or destroy everyone they en
counter. These are only a few of the races you'll find as friends - and foes.

Gates
Many races are not native to the Witch World, but came by way of Gates 

magical openings spanning both space and time - from other worlds. Most
came with peaceful intent, welcoming contact with others. However the inimical
Kolder also came through a Gate from their ruined world. They took advantage
of Estcarp's preoccupation with its enemies to begin their takeover of this new
land. The man who successfully engineered the Kolder's defeat also came
through a Gate - from our own Earth. Small groups continue to enter through
these Gates accidentally or, in rare instances, deliberately.

Light and Shadow
The Witch World is Dot a tranquil place. Here, the struggle between the

Shadow and the Light, good and evil. is very real. Right and wrong are not simp
ly matters of philosophy - they're daily choices which determine whether ad
venturers find themselves gaining atJies, friends and freedom or being seduced
by a search for power that enslaves the seeker. Ancient struggles corninue and
the unwary may find themselves pawns in a ruthless game. Ultimately. everyone
must choose - those not on the side of the Light will find that they are aiding the
Shadow. In the Witch World, you may strive to learn which side someone has
chosen, but once you discover that fact, you wilt immediately know if they are
friends or enemies.

Strange remains and Places of Power can be found still bearing the taint of
the Shadow. Others are powerful tools of Light from a war which began
thousands ofyears in the past. Old Ones who withdrew from the Witch World in
ancient times may still be found rejoining the battle - on either side!

The Power
The Witch World is a place of many contrasts. Powerful magic can create

gates to other worlds, destroy mountains - or heal a child. Technology can heat
cities, light homes, maintain communication across great distances - or destroy
minds. Psionic abilities can be used to foster friendship between races, guide
searchers to those who need their help - or transport a man to a cell which has
no doors! All these powers are used to make life better - and to destroy it.

The Adventure
In the Witch World, adventurers live by their wits and good fortune. One

can seldom survive without the aid of friends and companions. The enemies are
too great to be faced alone and yet the ultimate struggle often comes from within.
The Witch World is an intricate tapestry ofstrengths and weaknesses. beauty and
terror, love and hate. GURPS Witch WorUI is your guide to this magical and
mysteryous world.
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About GURPS
Steve Jackson Games is committed to

full support of the GURPS system. Our ad
dress is SJ Games, Box 18957, Austin, TX
78760. ~ease Include a self-addressed,
stamped envelope (SASE) any time you
write us! Resources now available include:

Rol4playn'. This bimDnthly newsletter
includes new rules, variants, new races,
information on upcoming releases,
scen.ar:lo ideas and more. Ask your game
retaller, or write for subscription informa
tion.

New supplements and adventures.
We're always working on new material,
and we'll be happy to let you know what's
available. Send an SASE for our current
catalog.

E"ala. Up-to-date errata sheets for all
GURPS releases, including this book, are
always available from SJ Games; be~
to include an SASE with your request.

Q&A. We do our best to answer any
game question ~ompanied by an SASE.

Gamer llll'''''. We value your com
merlls. We will consider them. not only for
new products, but also when we update'
th!s book on later printingsl

BBS. For those of you who have home
computen, SJ Games operates a BBS with
discussion areas for several games, inchld
Ing GURPS. Much of the playtest feedback
for new products co~ from the BBS. It's
up 24 hours per day at (512) 447-4449, at
300, 1200 or 2400 baud. Give us a call!

Pilse Ihferences
Rules and statistics in this book are

specifically for the GURPS &Isle Set
(Third edidon). Any page reference thaI
begim with a B refers to a page in the
GURPS &sk Sel- e.g.• p. Bl02 means
p. 102 of the GURPS B4!ic Set (Third
Edition).

Introduction
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History

Ancient History
Once, long ago, there were two fair lands, Escore and Arvon.

Cities, garths and manors dotted the lands, all comfortable, safe and
serene. Here walked the Old Race, content and untroubled. And,

nestled against the mountains, were tall towers where dwelt the beings known
today only as the Old Ones. These, partly ofthe Old Race and yet of much older
stock, wielded gifts and Powers which led them to be revered by the lesser
peoples. From the Old Ones came the strange devices of peculiar metal that
heated and lighted the cities, and other wonders whose use has been forgotten.

Shadow over Escore
When tbe change began, it was with the best of intentions. In Escore, a hand~

ful of seekers after knowledge experimented with Powers they thought they un
derstood. They sought power, first for its results, and later, inevitably, for its
own sake. And with each new discovery came subtle, evil alterations of spirit, of
mind, and sometimes even body. Gradual changes no longer contented these
seekers of Power; they began to force them.

That brotherhood and sisterhood ofthe Old Ones experimented first in secret
and then in the open. In the beginning, they recruited volunteers; later, as ~y
grew in evil, they forced others to their purpose. Children, animals - things
came into being that were not as their parents had been. Some were harmless,
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even ofgreat beauty and an aid to all. But these became fewer and fewer. At first,
those that were clearly mistakes were destroyed. Later, they were kept to be
studied and examined. Later still. their makers released them into the world, that
they might be observed in freedom.

As the corruption spread and fouled those who dabbled in it, these mon
strosities came to be used. Nor did the users and the makers place restrictions on
the fashioning of evil servants and weapons.

At last those of the Old Race still untouched by the evil took action. They
sounded war horns and marsbaUed annies to put down the Forces of Shadow.
But their delay proved fatal. The Shadow had grown too strong and the Forces
of Light were defeated. Those who survived this conflict faced the prospect of
being utterly lost in the malevolence that was rapidly destroying their homeland.

Some survivors argued that it would have been better to have perished in the
war than live defeated. Whole households retired into their manors and, clinging
to each other for comfort, summoned raw, uncontrolled forces and thereby
obliterated themselves.

Ji1ight to the West
Others, stubbornly dedicated to tife, sought another way. Among them were

a few wielders of great Power. These leaders ordered an ingathering of survivors
willing to try another road. This was an act of courage as great as riding to war,
or choosing death rather than capitulation. The Old Race loved and revered their
country, drawing energy and life force from the land itself. Nevertheless, they
struck out for the West and whatever might lie beyond the bordering mountains.

They were not allowed to go easily. The dark servants of the Shadow harried
them both night and day. They lost men, women and entire families - some to ,
death, some to worse fates. Steadfastly, they held to their purpose until they
came to a place of promise. They then turned and unleashed such havoc that it
sundered the land, raising the Great Mountains, closing the road behind them
and keeping it closed for centuries thereafter. They also planted artifacts and
Wards that left a block in the minds of their descendants so that none of them
were able even to think of the East, from which they'd fled.

Escore in Ruin
In Escore, unchecked evil began to turn on itself. Those who were drunk

with power turned on one another. bringing about terrible wars fought with dark
energies and inhuman, demonic things. Struggles lasted for years, sometimes
bringing defeats that annihilated entire armies. Many of the powerful sorcerers

. left through gates to other worlds, never to return. An uneasy peace began to
return to the stricken land, as rival factions destroyed each other. Eventually
none of the sorcerers remained in Escore; at least, they were no longer heard of.
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Wrtch World Timeline
Each year in the Wiech World bean a

name rather than a nu.mber and - unIilc.e
the Chinese calendar - the names are not
repeated. This system originated with the
DaJesmen and was brought to the Eastern
Contineot by the Sulcar traden. It is now
followed by nearly all the inhabitants of the
Witch World.

The Book of Years, which lists year
names for thousands of years, was written
by the Bard-5ages of Higb HalJack. They
claim 10 have learned. not created, the
names, and made a record.

Tbe following timeJlne 11518 yean from
the Year oflhe Serpent King to the Year of
the Alfar in chronological order. This is a
complete list for this period, including
many names that have not yet appeared in
Witch World novels or stories.

Y~Qr U/IIUlIJWd
Refugees of the Old Race flee Escore.

erecting the Greal Mounta1.ns separating
Escore from Esl.CaJ'P (Thrt. AgtJillS/ Jnlt

mtdl World).

Approximately 600 y,arl plUS un
rtcord.d.

Y~Qrof tJu Cl611~11 Hoof
Tbe first Dalesmen come to High Hal

lack, tleeing the disasten of their own
world (Hortl Cruwn).

Apprf.lXtmaJltly 4lJO y,an pass.

Year Dfdu Sup,nt King
Ke:rovao is born in High Hallac.k (1M

Cry.rlal Gryphon).

Y'IIT ofIN Ring,d Do'l'
Ktrovan's sisler Luana is born In High

Hallack ('TItt Crystal Gryphon).

Yttu of1M So1IJmiuIJhr
Almondia and Truan are shipwrecked

in Wack, High Hallack. ("Dragon Scale
Silver").

Joisan is born in High Hallack (1M
Crys/ll1 Gryphon).

Conti/wId on Ilat page. . .

History



Witch World TimeUne
(ContinlUd)

Year 0/ the Fin Arrow

Year ofdie Bicom
Elys and E1yt1 are born in High Hallacle

("Dragon Scale Silver").

Year o/IM HUJ Giani

Yeu 0/ the Sell CDl/

Year of1M KeJtrd

Yearo/the YellowDwllrf
Dairine is cut ashore at Rannock. High

Hallack ("Spider Silk").

Year 0/ the MIUUITGh

Yeu oj the SplJtlng TOtUI
Joisao and Kerovan arc married by axe

in High HaUack (Crystal Gryphon).

Year ojI1Ie Winged Bull

Year 0/tJu Honud Wonn

Year ojthe Go"""
YtDTofthe Barrow-WlghJ

Simon Tregarlh arrives in Estcarp
through a Gate from Barth (Witch World).

Sulcarkeep Is destroyed (Wuch World).
Loyse of Verlalne marries Duke Yvlan

of Karsten by axe (Witch World).

Year of the CillMUo/HIrd
Simon Tregarth marries Jaelilhe in

Estcarp (Witch World).
Duke Yvian ofKarst.eIl is killed (Web of

the Mlch World).
Kyllan TTeganh is born on the last day

of the year (Thret Agaill.Jt (hI Mlch
World).

ColltilllUd on /Iext page . ..

What did remain were ruins and remnants - Places of Power - where
strange forces lingered, working in obedience to some long-forgotten purpose.
Some of these Places of Power are beneficial to men. Most, however, are of the
Shadow and the adventurer who blundet'S into one of these and lives to tell about
it is fortunate indeed. A few places are dead, devoid of any remnants of Power.
To those who are learned in such things, the glow or aura surrounding such sites
will tell of their orientation. A blue glow signals safety, while a sickly green or
red shot through with black warns of danger and of the Shadow.

The Old Race did not take with them any of the creawres born ofexperimen
tation, not even those on the side of Good rather than Evil. Some of these now
withdrew to the wilderness, seeking to avoid detection. There were others
remaining in Escore who were not of the Old Race; these were tied to the land
from which they drew their Ufe force. They were safe enough from the Enemy,
for they were held in awe and shunned by the new rulers. They had neither
stirred against Evil nor actively aided Good, but they commanded forces that
Evil could not touch. They too withdrew to the wilds and in time attracted the
created ones in loose alliances. Finally a peace of sorts came to Escore.

Anon
In Arvon as in ancient Escore, Old Ones began to vie with Old Ones, strug

gling for power. The fearsome weapons they used against each other created the
Waste. During this struggle. some of the Old Ones went into voluntary banish
ment through Gates of their own, but others clung to their shrunken lands where
an uneasy balance existed between Good and Evil. The land was riddled with
Places of Power - throughout Arvon, in the Dales and particularly in the Waste
- and very few of these were beneficent. But primarily, the land lay sleeping
until new peoples with fresh energies came to the Witch World, and awoke what
waited there.

Recent History of the Eastern Continent
For centuries the Eastern continent consisted of three countries nestled be

tween the mountains and the ocean - Alizon, Estearp and Karsten. The island
ofGorm was located immediately offshore. For these people, there was nothing
whatsoever across the Great Mountains bordering the forgotten land of Escore
to the east.

History -8-



EstcJlrp

Estearp was settled by the descendants of the Old Ones who fled west. Fear
ing and envying the Powers of the Witches, both Karsten and Alizon have long
been enemies to Estearp. Before the coming of the Kolder, Estearp had been able
to keep them at bay, using the Power of the Witches and the power of a standing
army of mostly male Guards who patrolled nonh and south. Also, the presence
of the Falconers in their Eyrie in the Barrier Mountains was enough to keep the
forces of Karsten in check. Later, as Karsten grew bolder, some brave men of
Estearp reinforced the Falconers, building fortresses for their families. They be
came known as Borderers. From these southern strongholds they mounted raids
against those of Karsten who crossed the border into Estearp and aga inst various
outlaws who used the war as an excuse for their own activities.

The Witches started TUmors and staged several impressive events at the
Alizon Gap to discourage an invasion from the north. After the Kolder were
defeated (see p. 13), Estearp still had to deal with an invasion by Karsten, from
the south. The Witches of Estearp gathered their Powers and destroyed the in
vading army by devastating the mountains between Karsten and Estearp;
however, this event. which was called the Turning (see p. 13) resulted in the
death of many of the Witches and the loss of much of their Power.

After 'the Turning, some Karstenian refugees - along with members of the
Old Race who had been living in Karsten - joined the Borderers for mutual
protection. Some of these eventually went across the mountains eastward into
Escore to find new homes.

During most of its history, Estea.rp bad been ruled by a Council of Witches,
headed by an elderly and powerful Witch known only as the Guardian. After the
losses suffered by the Witches in the Turning, the captain ofthe Guards - Karis
ofGorm - gained most of the power in Estearp. He ruled well and relinquished
power voluntarily after being gravely wounded in battle.

The Eyrie of the Falconers
For years, the main deterrent to Karsten was the Eyrie of the Falconers, lo

cated deep in the Barrier Mountains between Estearp and Karsten. From here
they ceaselessly patrolled the myriad passes, keeping Karstenian incursions to a
minimum. They occupied this lofty stronghold until the mountains were
destroyed -by the Witches in the Turning (see p. 13) ending the war between
Estearp and Karsten.

Originally mercenaries, or Blank Shields, they came to the Eastern Con
tinent in Sulcar ships, having been driven from their own land by a barbarian in
vasion. They approached the Guardian at Es City, seeking a pact, offering to
protect the southern border in return for the right to establish their home in the

-9-

Witch World 1imelin,
(Continued)

Y~orofW emwlUd SWDII
Kemoc and K3ththea Tregarth are born

on the first day of the year (Thru Against
the Witch World).

Y,orofw Fin Troll
Korls of Gonn and Loyse of Verlalne

are married in Estcarp (Thru Against the
Witdt World).

Dairlne receives the gift ofTouch-Slght
In High Hallack ("Spider Silk").

Alizon invades High Hallack (The
Cry9Jol Gryphon. "Dragoo Scale Silver").

Year oj tIu Mosswlle
Pagar begins his rise to power in

Karsten (Three AgaiflSt the mJcII World).

Year ofdu Weldwonn
TtleSulcar come to the aid of High Hal

lack and begin harrying the coasts of
Alizon (The Cry91al GryphoJl).

Dairine becomes apprenticed to the
Weavers of Usturt ("Spider Silk").

Yearojdu Swordsmilh
The Sulcar carry their harrying aetlon

into Karsten, raiding the city of Kan
(Three Agai/lStiM Witch World).

Simon and Loyse are lmprillOned In
Tonnarsh (Web ofme Witch World).

Simon and Jaell1he destroy the Kolder
Gat£, (Web OffM Wuch World).

Year of tIu uoplml
Pagar's power base In Karsten grows

unsteady (Three AgaiflSl the Witch World).
Gillan arrives in Norstead Abbey, High

Hallaclc (Year of1M UnitX>rc).
High Hallaek rallies against the Alizon

invasion (The Cryslal Gryphon).
Co1llinued 0/1 nexJ page . .•

History



Witch World Timeh'ne
(Continued)

Year of tIu RJnm
Elys and Jervon dispel Ingaret's Curse

in High Hallack ("Dragon Scale Snver").
Imgry becomes leader of the war forces

In High Hallack (Gryphon in Gwry) ,

Year 0/1Ju Nlghl HOIUId
Pagar begins to solidify hiJI power in

Karsten (17vu AgaJn.rl Ihe Wilen World).

Year oflM G"phf»t
HIgb Hallack makes the Pact with the

Weres (Year ofthe Unicorn, Three Again.rl
Ihe Wilen World, The JargOOIl Pard and
Gryp1wn In Gwry).

Yeor of1M Jilrtdr4U

Year of1M HOrJUl
High Hallack defeats the invaders from

Allzon (Three Again.rl the Wilch Wqrld and
The Jargoon Pard).

Year o/llu Urti.com
KyUan, Kemoc and Kaththea Tregarth

rercue a Witch in Estcarp. Alerted 10
K.aththea's powers, the Council summons
bet for testing. Her parents refuse (Three
Again.r/ the Wucn World).

Ysmay marries Hylle in High Hallack
and journeys to Quayth ("AmbeT Out of
Quayth"),

Gillan and the Were Rider Herrel are
married in High Hallack (Year of Ihe
Unicorn).

Yeoro/IM RId BoG,
Ysmay frees Brae and YaaI; Hylle Is

overthrown in Quayth (" Amber Out of
Quayth") ,

Ayllnn is born in High Hallack (The
Jargoon Pard).

Kethan is bom in High Hallack (11Ie
JargOOfl Part!).

Year 0/IIu Fox MaJikll
Simon Tregarth disappears from

Estcarp (ThTil' Again.rl the Wilch World).
CoTllJ'/UUd 011 nexJ page • •.

History

mountailt'i. Despite the obvious benefits to be gained by such an alliance, the
Guardian and the Falconers could not reacb an agreement. Ironically. Witches
and Falconers both held the opposite sex in low esteem. The holders ofPower in
Estearp were women, and the Falconers thought of all women as creatures to be
scorned and despised. The Guardian felt the Power she served would depart if
she suffered the ilt'iult of treating openly with them. Thus, though the Falconers
were officially forbidden to guard the border, the Council obligingly closed their
eyes to what they did not wish to see. The Falconers were thus permitted to pass
unhindered. given whatever supplies they required, and allowed to seek. the
mountains on their own. Tbe Witches would wish them well while maintaining
a formal position of neutrality, and neither side would take up the sword against
the other. The Falconers often made common cause with the Guards on the bor
ders of Estearp, however. The Guards, being men, did not regard the Falcooers
with the same barely~oncealedscorn for their maleness as did the Witches of the
Council.

Karsten
Karsten, the southernmost of the lands of the Eastern Continent, is a feudal

duchy. It has long been an enemy of Estearp, with the tension ranging from bor
der skirmishes to outright war. The steep mountain range that separated Karsten
and Estearp before the Turning, though guarded by the Falconers' Eyrie and the
formidable South Keep, was riddled with passages. The Borderers found more
than enough to keep busy, containing Karstenian infiltrators.

Under Kolder influence, Duke Yvian of Karsten put "to the horn" (see
p. 126) those of the Old Race residing within Karsten - outlawing them to be
hunted down and killed without mercy. Pagar rose to become the Duke's succes
sor. In order to consolidate his power, he followed Yvian's example in persecut
ing the Old Race. At last, he ventured an open invasion ofEstearp. This led to the
devastation of the Turning (see p. 13), which destroyed both lands.

Tor Moor and Tormarsh
The Tor Moor. holding Tonnarsb and the Tormarsh Village, is the home of

the Torfolk. It lies between Alizon and Estearp. providing a kind of buffer zone
between them.

Once only, during the Kolder wars, the Torfolk. formed a brief alliance with
the Kolder, which was quickly broken. But the damage bad been done. The Tor
folk captured two important prisoners - Simon Tregarth and Loyse ofVerlaine
- and for a consideration, turned them over to the Kolder. Because of this trans
gression, Tonnarsh was put under an interdict. Travel through the Alizon Gap
became even more bazardous. An unlucky traveler who blundered off the road
in this area simply vanished without a trace.

-10-



Before the Kolder war, one of the few people to deliberately visit the Tor
Moor and return was Hilder, the last Lord Defender of Gorm, and be came back:
from Tormarsh with a wife. Koris of Gorm, Captain of the Estcarp Guards and
later Seneschal of Estearp, was their son.

Since Hilder's visit, no one of Tor blood has ever left Tormarsh and, with a
single exception, nobody has dared enter. Only Simond, the son of Karis of
Gorm and Loyse of Verlain, dared venture into Tor Moor and he brought back
with him as wife Tursla, the moth-maiden.

Alizon
AHzon is the northernmost of the three civilized countries on the western

side of the Eastern Continent. The mountains separating Alizon and Estearp are
mere foothills compared with the range between Estcarp and Karsten.

Alizon has always been a quarrelsome land. Alizon's ongoing war with
Estearp was frustrated by the Witches. They magically closed the Alizon Gap be
tween a spur of border mountains and Tor Moor, lest Alizon and Karsten make
alliance and crush Estearp between them. Under the influence of the Kolder,
Alizon's lord - Baron Facellian - shifted his attention to High Hallack and
launched an invasion, using terrible Kolder machines and reducing many hold
ings to rubble.

The Hounds ofAlizon managed to capture most of the coastal lands from the
Dalesmen, and they seemed on the verge of destroying them completely. How
ever, because of Kolder's demise, the machines could not be supplied and
ground to a halt. In the Year of the Gryphon, the Lords of High Hallack made
their pact with the Were Riders; the war continued-through the Year ofthe Hor
net when the forces of Alizon were driven back into the sea. Scattered parties of
the Hounds of Alizon remained in the Dales, cut off but continuing to fight until
they were completely destroyed.

After this resounding defeat. Facellian was deposed and executed by his suc
cessor, Mallandor, who now holds the title of Lord Baron of Alizon.

The Kolder Wars and Their Aftermath
The Kolder stronghold was located far beyond the rim of the sea. Not even

the boldest Sulcar traders visited their ports, for it was known that the Kolder
were not as other men, and it was deadly to have contact with them.

The Kolder sought power, and in this the Old Race presented an obstacle.
Not one of the Old Race could be bent to Kolder use - therefore, the Old Race
must be annihilated.
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Witch World run~Une

(Contin IUd)

Year ofdu Phoenix
Jaelithe Tregarth goes in search of

Simon and disappears from Bstearp (Three
AgaiJut the Wilch World).

Yt'QroJIJu Hippogrfff
Kyllan and Kemoc Tregarth ride with

the Borderers of Estearp aga.lnit Kan~n
(Thr" Agailullhe Witch World).

Aloo is born in Karsten ('Ware Hawk).

Yetu' of tJu Roe
Kaththea Tregarth i! taken for training

by the Council of Estearp (Th1'le Against
the Wilch World).

Duke Pagar of Karsten suffers a defeat
by the Borderers and subSeQuent setback
(Three Againsl the Wild! World).

Yt'ar 0/ tJu &JJJWc
Duke Pagar of Karsten rallies once

more (Three Again.rl the Wilch World).

Year of the~k A.dik,
Kemoc Tregarth Is wounded and goes

to the Archives at Lonnt ('ntru AsaillSl
Ihe Wilch World).

Koris Is wounded and retires from
leadership in Estearp (7Jarell AgaiflJt the
Witcll World and Warlock 0/ the Witch
World).

YelJr of tJu Frost GUuaI
Simond Is born to Koris and Loyse in

Estearp ("Sand Sis~r").

Yt'tJTo/tJu Kobold
The Witches of Estcarp wreak the

Turning - devastaling the barrier ridge
separating Karsten from Alizon - and
Karsten is defeated ('ntrll' AgailLft Ihe
Wilen World).

Kyllan and Kemoc Tregarth rescue
Kaththea from the Council of Este.arp, and
the Three flee over the mountains to Es
core (1hTu AgaifUl me Wi/ch World).

KyUan Tregarth and Dahaun of the
Green Silences are Iundfasttd in Escore
('ntr" Agaillsllhe Wilen World).

Colllinudd on nat page . ..

History



Witch World 1Ymeline
(Continued)

Yearofllu SIIDW CiU
KyUan Tregarth returns to EstcaIp to

r~ru.it setllers for Bscore (Three A,gain.rt
the Witell World).

Kemoe Tregarlh and the Krogan
maiden Orsya are handfasted (Thrett
A.8ai/lSt the Witch World).

Kathlhea Tregarth is lured away by the
adept Dinzd and is rescued by Kemoe
(Warlock ojth, Witch World).

Kaththea Trcgarth is lost In an ava
lanche en route from Bscore to Estcarp.
She is rescued by the Vupsall and talceo
deep Into Escore (Sorceress of the Witch
World).

Year of1M HonudH~r
Kaththea Trcganh becomes appren

ticed to the Vupsall Wise WOIIWl Utta
(Sorceress ofthe Witch World).

Kaththea Tregarth finds the Dark
Tower and discovers the Gate Into the
Machine World (Sorceus$ of the Witch
World).

Kaththea Treganh discovers Simon and
Jaelithe in the Machine World. and they
rescue the adept Hllarion from imprison
ment (Sorffren of tM Jv.tch World).

Year olIN 1.IlmJ4
Kelsle arrives in Escort through a Gate

from Earth (Gm, o/the Cal).

Year of tIu Chit'MUI
Simon and Jaellthe Tregarth return to

ESlcarp from Bscore (Sorceress o/the
Witch World).

Year of1M HIlr]1y
Tirtha of Hawkho1Ine. Nirel the Fal

coner and the youth Aloo adventure in Es
, core ('War, Hawk).

COlllifUled o.n nat page . ..

History

Gonn
Originally the Island of Gorm was a close ally of Estearp, guarding its

western shores and providing a pon in the capital city of Sippar. The imposing
presence of Gonn also offered protection to Sulcarkeep's flank. Gorm, through
treachery within the ruling family, was the first country on the Eastern Continent
to fall to the Kolder.

The taking of Gorm meant that Estearp could no longer ignore the Kolder.
To make matters worse, as the threat from the west grew greater, Estcarp's old
enemies both north and south began to stir as well.

Fall or Gorro and Sulcarkeep
On the day the Kolder carne, the nation ofGorm ceased to be. Its people were

taken over by the machines of the Kolder; they no longer had minds of their own
and Gorm became an island of the dead.

Este.1rp sent shape-cbanged men in three directions, seeking lmowledge.
None returned from Gorm and both Karsten and Alizon were stirring. When the
Master of Sulcarkeep came to Es Castle asking for help because he feared a
Kolder invasion, the Guardian sent a force of Guards to the Sulcar. They were
eager to close at last with these alien enemies. To their dismay, however, the
Guards discovered that the Kolder did not choose to fight their own battles, but
instead sent wave after wave of men, once of Gorm, now made mindless, pos
sessed slaves. These, the walking dead, had only one instinct - to fight until
they were truly killed by men who once bad been their friends.

Despite a spirited defense, Sul<:arkeep, the homepon for the Sulcar fleet, fell
to the Kolder assault. A few of the people from Estcarp escaped just as the leader
of the Sulcar exploded the power projector, utterly destroying Sulcarkeep, the
remnants of its defenders, and the assaulting Kolder-eontrol1ed anny as well.

Recapture of Gorm
Simon Tregarth, the former soldier from Earth who became one of the

leaders of the Borderers ofEstearp, was kidnapped by the Kolder and taken by
ship to Gorm. Before the Kolder could subject him to their soul-destroying mind
alterations, Simon was able to break away and escape from Gorm in a small boat.
His close observation of one of the Kolder provided the Witches in Estearp with
the information they needed to launch a magic attack.

Using their mind-eontrol magic, the Witches issued commands to key
figures in Gorm, Karsten and Alizon before sending troops to invade Gorm. As
a result, the Kolder defensive force barrier was eliminated and the invading
troops were able to attack and defeat the Kolder in Gorm. The Witches were also
able to prevent planned attacks from both Karsten and Alizon.
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After the defeat of the Kolder, the island was controlled by Estearp, but
Gorm as a nation DO longer existed.

Destruction of the Kolder
A year later both Karsten and Alizon declared open war on Estearp. The

Witches started rumors that Tormarsh now spread to the foothills and created a
short-lived illusion for Hound-scouts to see and report on, thus keeping Alizon
bottled up, seething, behind its borders.

A refined method of Kolder mind control was discovered, one that left its
victim able to function undetected while enslaved by the Kolder. Simon was
taken hostage and removed to the Kolder stronghold. He maintained mental con
tact with his Witch wife, Jaelithe, and she was able to guide a Sulcar fleet to the
stronghold.

Sim~n and Jaelithe found the Gate through which the Kolder Iwi entered the
Witch World from their own dying universe. On the other side was a rear garrison
ofstaves, abandoned when the Kolder deserted through the Gate. Simon brought
back apeculiar Kolder weapon - a rifle that fired an unseen energy bolt. With it
he destroyed the Gate - but not before the slave garrison swarmed through to
take their own vengeance upon the Kolder who had left them to die. Then, the Sul
car fleet attacked and destroyed all trace of Kolder influence in the Witch World.

The Turning
Despite the relative insignificance of the northern mountains as compared to

the Barrier Mountains in the south, they were used effectively by Estearp. The
mountains, combined with the presence of Tormarsh and the efforts of the
Witches in creating illusionary dangers in Alizon Gap, k.ept the northerners safe·
1y bottled up. Unfortunately, these conditions could not be duplicated to the
south. The Barrier Mountains had all the stopping power of a sieve; moun
taineers, ruffians, highwaymen. guerrillas and bandits ofevery description came
and went at will. Eventually, Estcarp would have to face Karsten in battle. But
its armies, severely weakened by the fighting with the Kolder, were not up to the
challenge.

The death of the ruling Duke, Yvian. during the
Kolder wars, threw the country into civil war. giving
Estearp a few years of respite. Pagar emerged and, after
many setbacks, made himself strong enough to control the
rest of the nobility. The new Duke tried to unite his
country by using the fear and enmity long felt for the
Witches. and he led his forces through the mountains in an

. invasion of Estearp.
Rather than fight uselessly against numerically supe

rior forces, the Witches united and concentrated their ener
gies on shattering the mountain range separating Estcarp
and Karsten, destroying the invading armies. They suc
ceeded in their efforts (known as The Turning), but at
great cost. The destruction sealed off Karsten from
Estcarp. But, in their arrogance, the Witches misjudged
the amount of Power they were unleashing. The Turning
burled both countries into confusion - Karsten because of
the destruction of its invading forces and subsequent politi
cal upheaval; Estearp because most of the Witches died
from the effects of their enormous use of the Power. The
majority of those who were left were mentally crippled by
the ba~k1ash.
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Wltch World TimeUne
(Continued)

YellT oj lite Ore

YetlT of tIu 'Wernvo(f

Y~fU of lite '1'1wm CaJ
Kethan and Thaney are betrothed (The

J D.rgoon part!).

YellT oj Ihe MlUl#co1't

Year of1M 'Weld

Year ofI/u Hydra
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Ye..,. ofIJu ~nIiUU'
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Yeu oJ tIw SMnwrrll

YeaT oftiu RmwThat.
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Yea, Dj IJu TrolJ-IJonw

YefU of I1u Sil.,tl"S1JlJM

Y~ar of IIu IJilMT Her"

Year of tIu ).qor

History



An Account
of the Turning

Many versions of The TurnIng exist
and details vary according to the teller.
Tile WUches who were present refuse to
t.a1k about it. This account Is from An
Apocryphal Account of Th, Turning,
author unknown.

There were Nine Times Nine of
Wilclles to chant the spell, the IteadieIt and
most experienced. Nine times nine more of
the younger Witches waited in the
shadows, ready to give of their strength to
their WtA:r1. At the ninth minute of the
ninth hour of the ninth day of the ninth
month the spcll1n.g began. In the center of
their circle. a ball of mist gathered and
solidified, forming a pk:ture of the moun
tains to the south, The OuardJan exulled,
lifting her head In triumpb, and the others
of the Nine Timea Nine exulted with her.

But the Guardian in ber pride bad read
only so far in the scroll that told her what
course of action to take and so did not di5
cover the timc-smudged warning the writer
had added, In the setting of the spell, not
just the Nine TImes Nine but e3Ch addi
tional nine caused the Power lllcewise to in
crease manyfold, and this Ibc Guardian
had not read.

The ground began to tremble, great
rolling waves of earthquake increasing in
intensity until every Witch had to fumble
for handholds to keep from falling. The
mountaiD.s in the p1ctute began to shiver
and cru.rnble. Dust rose, filling the air.
More than one Witch faltered and caught
lip between teeth, fearful of the terrible
work being done that day. In the mid!t of
the mountains, tiny figures In Karsten
colors cried out as mountains rose and
dropped upoo them. A bridge, delicate as a
spiderweb soaring between one crag and
another, fractured and fell, and those
watchIng knew that the Paleocen' Eyrie
was no more.

ConJImud on next ptlf/e ...

History

Return to &score
An uneasy peace bad existed in Escore fur centuries until the conflicting for

ces were inadvenently awakened by a refugee from the West. The Witch IUth
thea, of the House of Tregarth, fled the Council of Witches during the Turning
with ber brothers Kyllan and Kemoc. The Turning shook: loose some of the
safeguards the Old Race refugees had set in the Great Mountains. The barrier
that made Escore a forbidden land to those of the West was broken at last by the
efforts of the half-breed children of Simon and laelithe Tregarth.

Many of the Old Race, to escape massacre in IUrsten, went back into Escore
where they joined the Forces of Light in a war with the Shadow, fighting to
cleanse the land and win a new home.

Recent History of the Western Continent
Across the sea to the west lies the new land - new, for it has forgotten many

of its origins. In reality, the Western Continent is as old as Estearp and its neigh
bors, and in some respects even older. Here is High Hallack, home of the fierce,
proud Dalesmen whose culture is not unlike that of feudal Scotland. Here also is
Arvon, whose history may date even farther back than Escore's. Old Ones still
exist in the Western lands, some having achieved the status of near-godhood,
such as Gunnora, the Lady of the Grain and the Vine. There are others as well,
not nearly so kind to the human inhabitants.

ArvOD and the Old Race
In the far distant past, before the coming of the Dalesmen through their Gate,

the entire Western Continent was known as Arvon. Later the name Arvon was
restricted to a small area north of the Dales and walled off from the rest of the
world. This was an ancient land where the Power was known and used. The
Adepts of old dwelt apart, avidly pursuing their studies of other worlds which
touched this one only rarely.

The people of the manors formed the Four Clans - Redmantle, Goldmantle,
Bluemantle and Silvermantle, and were ruled by the Seven Lords. They were lit
tle concerned with sorcery. They were of the Old Race, but in many ways they
were very dose to humankind.

The Dales of ffigh Rallack
Settled by warrior folk from a land called Hal1ack on Earth - or a place very

like Earth - the 'people of High Hallack came through a Gate. In their own way,
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the Bard-5ages of Hallack were users of the Power. With their song, they
brought into being the Gate through which the people came, their enemies close
on their heels. Then the Bard-8ages closed the Gate forever with their spirit
drums. There would be no retreat, and, they hoped, no enemy pursuit.

One of the conditions of the Gate was that all memories of fanner quarrels,
feuds and disagreements vanished as the people passed through, though certain
echoes of past enmity lingered. They found a hospitable country of Dales run
ning to the sea. They would never see their homes again, so they called their new
homeland High Hallaclc. because of its many hills and mountains.

Each lord or - less often - lady took the mountain-girt valley that fell to
him or her by lot and there the leader built a Stronghold. Other lords, having an
eye to future trade with peoples in other parts of this new world, chose sites on
the seacoast. Some trading centers have arisen at good harbors on the coast, to
accommodate the Sulcar ships and the tra4ers they bring.

The way oftbe Bard-Sage has been all but lost to the people ofHigh Hatlack.
Laudat and Ouse, the Bard-Sages who opened the Gate, took no apprentices to
teach their craft.

Although High Hallack is not a matriarchy, the men do not take any Wise
Woman lightly. They fear Witches because of their powers, so Wise Women
tend to keep their use of magic discreet.

The Kolder War in the Dales
High Hallack did not escape the war with the Kolder that raged on the East

ern continent. But in typical fashion, the Kolder did not attack directly. Instead,
the Dales suffered the invasion of the Hounds of Alizon, which was instigated by
the Kolder. It was a superb strategic move on the Kolder's part; Alizon, which
bad been prevented from uniting with Karsten against Estcarp, nevertheless kept
the Dalesmen from coming to Estearp's aid. Also, the Dalesmen, independent
and stubborn, traditionally kept to themselves. With the aid ofa Kolder weapon
capable of reducing isolated keeps to piles of rubble, Alizon seemed on the point
ofvietory.

Then the Lords of High Hallack began to rally, to make common cause
against the invader. As a last resort, they made their covenant with the Were
Riders of the Waste, promising them brides in exchange for their aid in battle.
The war continued through bitter years until Alizon was utterly defeated. Her
entrenchments on the shores of High Hallack were thrown down, her forts were
reduced to rubble, and her ports were reclaimed by the Dalesmen.

The Witch World Today
Though the Kolder have, to the best of anyone's knowledge, vanished, the

political situation remains unstable.
Alizon, defeated in High Hallack, is re-grouping its forces, perhaps to try

again to subdue Estearp. Karsten, far from being subdued, may yet arise and take
up its old rivalries. Estearp is still trying to come back from the devastation it
suffered as a result of the Turning.

The fight to cleanse the land of Escore from the Shadow is continuing. The
People of the Green Silences (see p. 45), with the aid of their new allies from
over the mountains, have won several victories - but the forces of the Shadow
still seem as strong as ever.

In High Hallack and Arvon. each new confrontation with the Old Ones and
the awesome Power they wield opens new areas for exploration, The dangers 
and the opportunities for glory - remain as many and as varied today as they
were for the first intrepid Dalesmen who ventured through their Gate into the
Witch World.
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An Account
of the Turning

(Continued)
Then the Guardian heard a noise even

more appalling than the sound of moun
tains overturning and men dying. She
clutched for the Jewel that bllDg from a sil
ver cbain around her neck. But her hand
never got that far, for the sound the Guar
dian had heard was bet Jewd exploding
into dust. A scream cut through the thick
ening air. The Guardian had only enough
time to recognize it as her own before she
feU dead, and others of the Nine Times
Nine with her.

Many of the Jewels of those 1esse!'
Witches standing Without the circle frac
tured or darkened but did not disintegrate,
and with llili darkening their minds dI..m
med also. Those wbo fared best were those
younger Witcbes who, fearful of what the
others had wrought, had closed their eyes
and covered their ears at the last moment,
just as the Jewels began to aplode. The
Power no longer throbbed through the
dust-thick air of the Hall. One Witch took a
Irembling step forward. "Who will lead. u.s
DOW?" she said. .

Another looked up. She bad been
crouched, cowering beside a pUlar. "You
will," she said, "for you were the first of
us wbo was able to speak. II

History



Lands

2
The Witch World is an old planet with many similarities to Earth.

Days are 24 hours long and a year has 365 days. The Witch World also
has a single moon. The climate ranges from icy cold to steamy hot.

There are many parts of the Witch World Dot yet discovered 
some of them will be explored in future books by Andre Norton and

others. The known lands are on two continents known simply as the Eastern and
Western continents and on a few nearby islands.

The Great Mountains running roughly north and south divide the Eastern
Continent, separating the once forgotten land of Escore to the east from the rest
of the continent. The land to the west of the mountains is divided into the
countries of Alizon to the north, Estcarp in the middle, and Karsten to the south.
In addition there are - or there were before they were destroyed in the Kolder
Wars (see p. 12) - Sulcarkeep on a peninsula ofEstearp and the island ofGorm.
The Eyrie of the Falconers (see pp. 9-10) was located in the mountains between
Estcarp and Karsten until it was destroyed in the Turning of the mountains. Tor
marsh and Tor Moor lie between Estearp and Alizon. The mysterious island of
Usturt lies far to the south, beyond Karsten's border. EscoTe, to the east of the
Great Mountains, is mostly unexplored. The primary place of interest here is
The Valley of the Green Silences (see p. 27).

In many areas, Light and Shadow continue to struggle. Vast areas are under
the complete domination of the Shadow. But there are isolated pockets of safety
for the forces of the Light.

The Western Continent contains the ancient land of Arvon to the far north,
the dales of High Hallack along the coast, and the desolate Wastes inland. There
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are several islands off the coast, including the Kolder Nest (the stronghold here
was destroyed during the war against the Kolder).

Throughout the Witch World there are remnants of the Old Ones - some
benevolent, some malevolent. a few neutral. The entire Witch World lies wait
ing for the explorer, the adventurer - and the unwary.

The Eastern Continent
Estcarp

Estcarp is a fertile land of rolling hills and wide plains, bounded north and
south by mountain ranges. It is a pleasant country with gray-green soil and
vegetatioo. Its cities and towns lie along the path traced by the River Es. The
main road follows the river as well, with lesser roads running north and south.
Lines of forts - stubborn defensive holds - mark both the borders.

Estearp is populated mainly by the descendants of the Old Race who fled Es
core back in the dim reaches of time. They are joined by the people of other
countries and races - notably Sulcar, Falconers, those who escaped the Kolder
influence when Gorm was overrun, and refugees from Karsten. All these are
welcomed into the service of Estearp.

The ruling power in Estearp is the Council of Witches, under the Guardian,
who acknowledges no higher mortal power. Witches believe that only women
now inherit the ability to summon some Powers.

~
.

.'>

·~t~:~· ~older Nest. "

The Western Continent

1/8 inch '" I0 miles
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Types ofCampaigns
Since the Witch World is a land of great

diversity, many kinds of campaigns are
pouible.

Some stories deal with conflict - be.
tween the forces of Light and the forces of
Shadow; between Est.carp and Karsten,
Kolder and AJizon; between High Hallack
and Alizon; between family factiOOJ in
Est.carp or High Ha1Iack.~ or between the
Dalesmeo and the weird creature1 of the
Waste.

Other Wit.ch World stories are tale! of
quests - of a woman searching for the
missing part of her spirit, of another seek
ing the renuu of ber memory and Power,
of a man helpless In the grip of a geas, or
of a couple riding Into mortal danger for
the sake of a brother's soul.

Lands



Lands

3/16 Inch = 10 miles

The Eastern Continent
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The level of technology in Estearp is mixed. Although it is generally TL3,
the people still enjoy certain amenities left by the Old Race. These include a fast,
efficient depilatory cream. piped-in heat and running water in the cities and light
globes that do away with the necessity of oil lamps and torches. Although the
towns and strongholds are heated and lighted with power projectors. the in
habitants travel by horseback or on foot.

Blue is a sacred color; many of the Places of Power dedicated to forces of
Light used blue stones in their construction. Blue stones are set above doorways
to protect the inhabitants (see p. 95). A very rare, very valuable blue metal called
quan iron (see p. 96) is also used for protection against the Shadow.

- -."" - ... - ."~I.· ....-
.._-~ ..Tormanh ...

.. -- .... ~"'~:- - .....

Karsten

EsCity
Es City, with its gray-green towers, is the walled settlement that has grown

up around Es Castle. It is not a City in the usual sense of the word, but is one of
the most secure places in EsteaIp. It contains both the Council of Witches and
the headquarters for the Guards (see p. 37).

The Guards live in a barracks in the castle proper - a massive pile in the
middle of the city with the solemnity of a temple and the safety of a fort. There
they are given food and shelter in exchange for their services.

The PIau oj WISdom
Northwest ofEs City is the Place of Wisdom. where the girls who are to be

come Witches are taken for training. Here the land forms a shallow cup, as if
embracing the Place of Wisdom and nourishing it from its own Power.

Although it is surrounded with whitewashed stone walls, it resembles a
cloister rather than a fortress. There are buildings on three sides, devoted to
classrooms, living quarters and maintenance; the entrance is in the fourth wall.
A wide garden, full of grassy lawns and beds of flowers and scented herbs.
grows in the central area. A fountain splashes gently in an oval pooL

Even though there are no tall towers or frowning battlements, the Place of
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Historical Periods
The history of the Witch World spans

many cenlUries, and only a portion of this
time has been recorded by chroniclers.
Campaigns in the same location during dif
ferent historical periods will vary greatly.
Much may be going on in one spot at a cer
tain time, with nolhiDg of consequence
happening only a few years earlier or later.

The biggest single "before and after"
factor on the Eastern Continent is the
Tuming of the mountains between Karsten
and Estearp .

On the Western Continent, the biggest
event in modem history is the Invasion by
Alizon. Before the war, nobles staged
petty wars over points of honor; after
Allzon's defeat, nobles quarreled with
each other over ownership of deserted
holdings and rights of succession.

It would also be possible to set a cam
paign in ancient Arvon or in High Hallack
during we limes Immediately after the
coming of the clans througb the Gale (see
pp. 14-15) - opportunities for the creative
GM are endless.

Witch World Adventures
The relIlllin.ing sidebars In this cbapter

provide suggestionJ for the GM to use in
planning GURPS WlIch WDrld campaigns,
lhough players may read them as well.
Both GMs and players are encouraged to
read lhe Witch World books and !hort
stories by Andre Norton (see pp. 124
125). For those who have as yet read noth
ing in the series, these sugSestlOll5 will
facilitate creating a campaign that will
carry the genuine flavor of the Witch
World.

Some of these adventure Ideas are
suitable for introducing new characters to
the Witch World - either newly created
PCs or characters from other worlds.
Others are for groups of establisbed Witch
World characters.

Lands



Reluctant Wltch
You are a yonog woman, barely out of

girlhood, who has just escaped with your
kindred from Kanten. refugees from the
horning. You have a little of the Power and
have had some training by a local Wise
Woman in KarsIeO.

Now, after the Turning, those Witclles
still alive are combing the countryside,
socking any with the Power - even those
who once would have been considered too
old to begin their studies. You have seen
Witches, and have no desire to be one of
this stern, forb1ddlng company.

You have a swtor, but you do not love
him or wish to marry now - though some
day you might What do you do? Do you
marry, and give up your Power? Do you
run away - or hide? Do you become a
Witch anyway? Or do you find a different
solutiOll to your problem?

Borderers
You are a youth living peacefully in a

garth on !be Est'CaIp side of the Barrier
Mountains. Your pleasant way of life is
shattered abruptly one day when a band of
KarstenlAn raiders swoops down on you.
Before they can destroy the garth, a troop
of Borderers and Palconers intercepts
them. You watch, open-mouthed and com
pletely dazzled as these gallant men, out
numbered two to one, nevertheless beat the
Karstenians back and drive them away.

Your mind is made up. You must join
these righters. live their kind of life. and
have great adventures. You take a sword
from one of the fallen JUntenians, remove
a chalnmail shirt from another. Proud of
your new finery, you start after them.

But before you can catch up with the
Borderers, the Karstenian.5 rerum ...

An Unuplond Gate
A story reaches the ears of the Guar

dian In Es City, concerning a newly dis
covered Gate In the foothills of the Great
Mountains. She sends a Witch to contact
the Dearest band of Borderers and Blank
Shields In sezvicc to Estearp (your party).
The orden are clear. It is your respon
sibility to find the Gate. H it exist'l, you
must determine who or what could have
opened it and, If necessary, find a way to
close it.

Lands

Wisdom is not without its defenses. An unwelcome visitor will first run into an
invisible wall. If he can find a way past this barrier, he will meet people he has
known in other places, heavily-armed fighters grim as If they faced a traitor. The
visitor who is caught unaware quickly comes to believe that he is doing a vile
thing, and deserves no better than a swift execution. If the intruder wins through
these defenses ofiIlusion, he must then meet Witches themselves - and the ones
who teach the young are perhaps the most powerful, the most steeped in lore of
any to be found in the Witch World. It's far more prudent to wait for an invita
tion, rather than trying to enter the Place of Wisdom by force.

LlJrmJ
When Lormt was built, its original purpose was to be Estearp's observation

post to keep watch on Escore. It was perfectly situated, nestled against the Great
Mountains close to the springs from which the mighty Es River grows. Through
the years, as Wards (see pp. 7, 14) kept the people from thinking about the East
or remembering what lay beyond the Great Mountains, Lormt's original purpose
was lost. It became a repository of knowledge, a scholars' center.

For years Lormt lay sleeping in the sun, gradually deteriorating under the
weight of its years. The Archival building, a long, barracks-like structure, had
once been dedicated to the use of scholars and legend-bearers. Later it was in
habited only by a handful of the very old. Some still puttered about in rolls and
records, but most were content to doze away the latter years of their lives.

In addition to the Archival building, a main storeroom at one comer of the
complex was turned into a dining hall; the scholars took their meals as seriously
as they did their research. The entire complex was surrounded by thick walls,
with towers at the four corners. It was built of massive stone blocks, and the
steeply pitched roofs (to shed the heavy winter snows) were of dark mountain
slate. As a result of the Turning (see p. 13), one tower was completely
demolished and another severely damaged. This brought to light the fact that an
enormous ball of quan iron - three feet across - had been buried at the base of
each tower. The great destruction revealed hidden cellars and storerooms, so full
of valuable and long-forgotten material that new scholars have flocked to Lormt
and, ironically, given it a fresh burst of enthusiastic life.
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Etsfoni Manor
Etsford is the home that Loyse ofVerlaine (see p. 115) established after her

marriage to Koris~ Lord Seneschal of Estearp. It is located near the coast, close
to the mouth of the River Es. Walled and towered, it is a snug little stronghold
and protects the surrounding farmlands as well as the town of Etsport which
sprang up at the mouth of the river after the destruction of Gorm. It is con
structed of the native gray-green stone.

K.emoc, Kyllan and Kathtbea Tregarth (see pp. 113-114) lived at Etsford for
a while. It was to the manor~s relative tranquility that Karis (p. 114) retired after
being gravely wounded.

SowltKttp
South K.eep is the mighty fortress at Karsten Gap. It was erected by Simon

Tregarth (p. 112) when he was named March Warder, after the ending of the
Kolder War. Its presence may have been responsible for Karsten's turning to in
filtration through the Barrier Mountains in order to harry Estearp. It is a double
walled complex; the outer walls enclose the inevitable collection of stables,
forges, taverns and tradesmen's houses and shops. The inner wall shields the
Keep Itself~ with its attendant barracks and servants~ quarters. It is built ofnative
stone from the Barrier Mountains - buff-colored limestone that has a faint
sparkle when the sun hits it.

South Keep is the March Warder's home and a refuge for those who still flee
from Karsten, or who seek a sanctuary for any reason.

Sukarkeep
Mighty Sulcarkeep once dominated the great Estcarp peninsula. It was a

magnificent citadel perched at the end of a long finger of land extending into the
sea. The Sulcar enlarged and improved this site, building another jetty to extend
and nearly meet the natural formation. The anchorage looked like a pair ofcrab's
claws set to catch an enemy. The entire installation was blown up by the Sulcar,
after their defeat during the war with the Kolder, to prevent it from falling into
enemy bands.

Although Sulcarkeep was destroyed (see p. 12), the Sulcar lived on. Most of
the Sulcar were absent from Sulcarkeep when it was invaded; they continued to
make homes on their ships, sailing throughout the world. Many of the remaining
Sulcar enlisted with the Guards of Estcarp.
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Seagoing Adventurers
You are Sulcar, traveling from con

linent to continent, seeldng trade goods
wherever they might be found - even the
fabulous spider silk of Usturt. You en
counter storms, pirates, Kohler Weed. sea
monsters, strange and unexplored lands.
You never know when the next voyage is
going to be your lut No wODder you have
the reputation of brawlers and roisterers
when you are in pon.

Sulcar Brawl
You are Sulcar in Kars, having jusl

brought a load of trade goods up the river
in barges. Your pockets are full, and your
bellies empty. Kars has a wel1-de8erved
reputation as a place where any pleasure
can be bad (or a price. What better way to
spend some of your money than in cfu
covering exactly wbat sort of pleasures
Kars has to offer?

You start off with an enormous meal
washed down with plenty of ale at a local
inc. Though the price asked Is fair, you are
feeling mis<=hievoUJ and in the mood to
have a little Innocent fun. So you start a
wonderful brawl and carefully manage to
toss yourselves out into the street before
you have to pay. With the landlord's cur
ses and Insouctions never to return echo
Ing In your ears, you saunter down the
street, to see what else you can get Into.
Before the fight, you got some vague
directions to wbere some friendly women
mlghllive.

But before you get far, a cutpurse tries
to sew your belt pouch. You nab him In
the act, and a gang of his accomplices
emerge from the shadows. You and your
friends are delighted.

"SuI!" you roar, giving the battle-cry
of the Sulcar. Suddenly, a band of the
Duke's men rush ooto the scene with the
bilked landlord on their heels. Will you
fight both the thieves mid the soldiers? Will
you try to give them the slip and see ifyou
can Hod more fun elsewhere? Are the
thieves, the soldiers and the landlord work
ing together? I.s there a deeper scheme here
than appears 00 the surface?

Lands



Falconers
The Witches in Estcarp are going to at

tr.mpt some mighty feat of magic, invol
ving the Barrier Mountains. The Guardian
has assigned you to journey into these
Mountains, locate the Eyrie of the Fal
cooen, and notify them that they must va
cale their stronghold. Even if you can find
the place, It Is doubtful that they will listen
to instructions from a woman!

Return to the Eyrie
You are a Pal~. one of the few who

could repair the communications devices
linking man and bird over gTeat dlstances.
The man carrying most of the spare com
ponents vanished during the confusion
before the Turning destroyed the Eyrie and
has not been heard from since. It is feared
that be was IdIJcd.

&arcely any" of the dev ices are still
worldng and the Falconers employed as
Sulcar marines or Bslcarp Guards can no
longer contact their falcons over the loog
distances they were accustomed to. You
gather a group of FalconerS', aU hardy
fighters. and decide to return to the ruins of
the Eyrie. Perhaps you can locale a cache
of precious components, or find the body
of the Falcooer who perished trying to save
them.

Lands

Gonn
Gorm was once an independent island stronghold. It was a land of bustling

commerce with busy ports and great warehouses. Sippar, its capital, served as
Estcarp's main port until the coming of the Kolder. But when the Kolder in
vaded, Gorm as a nation ceased to exist. The Kolder enlarged Sippar and built
¥le, farther south on the neck of the peninsula. Though located in Estearp,
neither oftbese cities was considered a part oftbat country, even after the defeat
of the Kolder. To this day, Gorm remains uninhabited.

The Eyrie of the Falconers
Before the Turning, the Falconers lived in their Eyrie. strategically located

in the high mountains separating Estcarp and Karsten. The Eyrie was not so
much constructed as refined from the natural cliffs and caves at the peak of a
mountain. It was reached by climbing a steep, easily-defended road thate~~ in
a slender drawbridge spanning a chasm whose depths were hidden by mists.
Visitors who were allowed this fur passed through a portcullis into the fortress
of the Eyrie itself. From this base the Falconers guarded Estearp against in
vasion by way of myriad paths and ways known only to themselves.
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Spying in Kors
You are a Witch of Estcarp. Something

has happened to the last spies sent to
Karsten, and the CouncU wana to know
what is going on. You must go into the city
of KaTs, fmd the Estcarp spies. rescue
them if they are still alive, and bring back
whatever information you can galher. You
pick another Witch as companion, and
choose a number of Guards to accompany
you. You - or a high.ranlriog member of
the Council - cast muslon Disguise on
younelf and your adventuring party, and
begin your journey.

Return to Kars
It Is several yean after the Turning.

Karsten '5 government has fallen. The
usurper, Duke Pag&r, and his~ were
destroyed when they were trapped in the
Barrier Mountalns. Borderers are nOIll

safely In ESlCarp or migrated over the
Great Mountains into &core.

But what is happening in Karsten? Has
a new Duke managed to re-estahli.s.h him
self? Have the Karstenlans repented of
their aggressive ways and crcat.od an en
tirely different form of government?
Whatever the answers to these and other
questions, the ruling powers in Estearp
very much want to know. You and your
companioD! have been selected for the as
si,gnment. Good luck.

"".
:: .(". . ~:- ~-.-
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The Eyrie was more than a fortress; it was the Falconers' home and refuge.
Here they reared young Falconers and built the Mews, where they bred and
trained their birds. Their leader was called the Lord of Wings.

Falconer women lived apart in the nearby Falconers' Village. Young men
visited the Village twice a year to sire children. The girls were raised in the
Falconers' Village and the boys were taken to the Eyrie. Both the Eyrie and the
Falconers' Village were destroyed in the" Turning (p. 13). The scattered Fal
coners now live among other humans, but remain distant and aloof.

The Falconers are a people apart, even in a world of clannish races. They
seem to have more in common with their strange birds, with whom they appear
able to communicate by thought and even bird-speech, than with the peoples of
the neighboring countries.

Karsten
Karsten is a Duchy, and Kars is the main city, located roughly in the middle

of the country on the River Kars. The badge of the Duke is recognized
throughout Karsten - a mailed fist holding aloft an axe.

Karsten is a land of broad fields and gentle slopes. The Barrier Mountains
form the northern border, and a much lower ridge of mountains marks the
southern boundaries. There are many villages in Karsten, with farmers tilling the
black-earthed bottom lands along the rivers.

Karsten has been troubled by so many internal uprisings that no lasting
dynasty has ever been established. Karsten's skirmishes with Estcarp eventually
culminated in an open invasion ofEstcarp. This led to the Turning, whichdevas
tated both lands.
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Verlain lUep
Verlain Keep, on the shore, claims salvage rights to all wrecked ships. The

old Lord ofVerlain. it was said, was not above luring these ships onto the rocks
with false signals. Verlain's badge is a fish with a sloping head and horned snout
on a crimson square. The city's storehouses full of plunder and its strong army
of Blank Shields served for years as a check to keep the Karsten Duke from be
coming too powerful.

KDn
There are no large cities in the Witch World. but Kars - the capital of

Karsten - comes closest. It is located on the River Kars at the point where the
river ceases to be navigable by large barges and trade goods have to be trans
ferred to smaller, lighter craft for shipping farther upriver.

In addition to the water-borne trade, there are merchants, shopkeepers,
entertainers - the ruling Duke must have his amusements - honest, hard-work
ing citizens, Estcarpian sympathizers, thieves, fortune-tellers, beggars and the
occasional spy working both sides of any given conflict. The Dulce's Men roam
the streets in twos and threes, flirting with ladies of easy virtue. occasionally
bargemen drink too much and get into brawls. The impulsive or imprudent risk
having their purses - or their throats - cut.
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Usturt
The Island of Usturt is located off the southern coast of Karsten, From

Usturtcomes a wondrous, opalescent fubric called spider silk. which commands
prices 0(SlOO-150 per yard. Foolhardy men risk their lives to take small bits of
spider silk, because as little as two full bolts in a trader's cargo assures him of
triple profit from his entire voyage.

The secret ofthe silk is a grim one; the creatures of Usturt are an utterly alien
race of great furred spiders, as large as bounds. They are the brood of the Great
Weaver and subject to her in all things. The Great Weaver is a monster out of a
fever-ridden nightmare - part arachnid, part human, all inimical; her very ap
pearance is enough to make one witless with terror. She and her brood hate males
and all their works. Some of the spider-brood spin the thread, while others

~.~ -.---'.-'"
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Escap,jrom the Homing
You are members of the Old Race

living in Kamen, the only survivors of a
garth near the Greal Mountains .. Duke
Yvian lw pot the Old R~ to the hom.
You were away with a hunling party; ....hen
you retnm you discover the garth has been
~troycd, and an the tnhabitanl.ll put to the
sword. There is ooly one swvJvor - a
frightened aervant girl who hid In a cellar.
She r.e1b you about the men who came, and
from her descriptiOn you recognize the
Duke's men. She overbeard tbem talkiDg
about how the Old Race has been thrice
horned - to be hun~ down and ld1led
without mercy.

What do you do no....? Do you stay in
Karsten and attempt revenge on the Duke
and his 1llC:Il? Do you try to escape across
the Barrier Mountains 10 Estearp? Or do
you .make rome Olher choice?

SpUkrSilk
It's been years since anyone ha5 dared

to plunder Usturt and bring away the fabu
IOWl opalCS1:el11 fabric, Spider Silk. You
are Sulcar and trade lwi been down lately.
So, you ISSeIOOle a crack troop of seamen
and an equally good company of Falconer
marines, and set salIln one ofyour swiftest
5erpen1-ships.

The island appears deserted. but Ihen,
according to tales from earlier raids, it al
ways does. You cautiously make your way
inland. There, in a grove oft:rees, you can
see the hanging bags of spider-silk, and
several ofthem are still "alive, .. indicating
that ....hatever is eoca.sed inside them has
nol been ldlled. You approach the grove,
and suddenly the ground gives way
beneath your feet. Even as you tumble
downward you curse your rotten luck. A
pil-trap, and you were too greedy to see it!
From above, you bear shouting and you
realize that the grove is not unguarded.
Then you hear II rostle behind you, and
you also rea.Llze that you are not a100e ...
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weave the silk. They tolerate only females on the Great Weaver's island; their
own males and various other creatures - including any man they can catch 
are imprisoned in silkbags, and hung from trees to serve as food. This larder is
protected by nets ofsticky strands and cunningly hidden pit-traps to catch the un
wary (and add them to the store). A female who is not trying to steal spider silk
might be tolerated or even taught to weave (-4 Reaction roll).

If an adventurer can steal this silk before it can be put to its intended use or
before the creature imprisoned in it dies, the fabric retains the opalescence that
makes it so desirable. Once the victim dies, however, the silk loses its lustre and
turns dull gray. Its only value then is as defense against the net-walls of sticky
thread, which will not cling to the silk.

The creatures of Usturt are so close in form to those found beyond a Gate in
Arvon (see p. 31) it is very likely that at one time they came through that Gate
and eventually settled on the island.

Alizon
Alizon Js a country ofbleak moors and windswept plains. There are few vil

lages; most oftbe war barons and land barons live in Alizon City and hire others
to manage their holdings. Their Lord Baron arrogantly styles himself as "of
Alizon.'· and the rest of the world is automatically expected to make obeisance.

When the Old Race fled Escore, a shred of the Shadow pursuing them
managed to spill over the rim of the Great Mountains before it was blocked. It
came to rest in isolated pockets of these foothills, leaving pools of wickedness to
trap the unwary. Also. after the Turning, dire creatures awoke and now prowl
these hills. No one ever enters this area unless forced by dire necessity.

Alizon has long been an avowed enemy of Estearp. The people of Alizon are
fiercely opposed to any dealings with the Old Race; almost none of the Old Race
live there and even the border garths are few, far apart and heavily fortified.

The Hounds of Alizon - who take their name from the war dogs they cus
tomarily employ (see p. 107) - will attack any slender, dark-baired person who
enters their domain.

Alizon Gap
Danger threate.ns from the north. The

Alizon Gap - between the toe of I.be
AlizOD Ridge and the Tormarsh - is an In
viting open door to invasion. You are a
detachment of Guardsmen; with· the aid of
Witches (or perhaps only a single Witch)
who can be spared from duties at the Coun
cil, you must stage some convincing deter
rents to the Alizonders and keep them
boWed up in their northern reacbes. The
method has been left up to you but you
must not destroy the road. What do you
decide to do?

-;-.;-j'."
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Alizon
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Alizon City
ABron City, on the River Canis, is the capital. Walled, and surrounded by

the usual cluster of houses, inns and shops, it is dominated by the mighty Alizon
Castle. This castle, built of the same pale, hard stone as the ridge on which it is
based, is the residence of the Lord Baron of Alizon and the headquarters - the
Kennels - oCthe Hounds of Alizon. Their leader is called the Master ofHounds.

Canisport
Canisport, at the shore, overlooks a harbor second only to the anchorage

sheltered by Gorm Island. But there is nothing of the easy-going, roistering ways
of the Kars waterfront about the quays of Canisport. Alizon trades only in what
it cannot manufacture for itself, and the harbor is more often full of war-ships
than merchantmen.

Allzon

Tonnarsh and Tor Moor
Tormarsh and Tor Moor lie to the east of the Alizon Gap, separating Alizon

from Estcarp. It is a kind ofbuffer zone where neither Alizon nor Estcarp is wel
comed, a murky land troubled by fierce wak-lizards (see p. ]09) and full of
noisome bogs from which rear twisted skeletons of long-dead trees, covered with
slimy marsh-growth.

Remnants of roads, left from an ancient time, tie together a network of is
lands in the depths of Tormarsh. Here is the Tormarsh Village with its stone
walled fields of loquth and food crops, and the clan-halls where the remnants of
the dwindling race of Tor live.

The Torfolk, a strange misshapen race, want only respect for their privacy,
and they remain a mystery to the rest of the continent. Light-insects (see p. 107)
illuminate Torfolk's houses, clustering in random groups and occasionally
wandering away without warning. A few deposits ofgold occur in the Tormarsh,
and Torfolk use it in jewelry to enliven the drab clothing they wear. The men go
armed with spears; more sophisticated weaponry is not used. Nor, it would
seem, is there much need for such weapons. The Torfolk have powerful psionic
abilities (see pp. 47-48), and use them well. Torfolk neither leave, nor allow
others to enter, Tonnarsb.

Tormarsh
Your group is greatly outnumbered by

the Hounds of Allion; there is nothing left
but 10 ron away. You plunge into Tor
Moor. Surely you can find a place to hide
here without blundering into the forbidden
manh. But before you know it you have
crossed the border. The Hounds turn back,
laughing deri1ively; as far ll$ they are con
cerned, you are lost forever. And they
might be right ...
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The Valley or tbe Green Silences
The Vaney of the Green Silences is located in Escore, to the east of Estearp,

across the Great Mountains. When Light battled Shadow, these people retreated
to the safety of their valley and made it their own. They live in harmony with na
ture and can call on its power. Air, water, earth and sky - these are the sources
of their magic. One of the peculiar features of the Valley is that winter never
touches it; blizzards may howl outside, but within it is as mild as early spring.

The People of the Green Silences cannot bear stone walls or the places where
men dwell; if forced to live there, they wither and die. Their houses are walled
with living trees and bushes twined together, and roofed with feathers shed from
brilliant bluish-green birds. These birds, half lost in the green-blue foliage of the
forests, fill the air with the sweetness of their song - and alert the Lady of the
Green Silences when the Shadow comes near.

Ifit were not for the never-ending battle with the Shadow, the Valley would
be one of the most desirable places to live in the Witch World. But the feeling of
peace to be found there is deceptive; men and women go about their daily busi
ness - growjDg and gathering food, spinning and weaving cloth to make their
gannents and manufacturing ornaments from the blue-green stones they love 
always with the knowledge that just outside, the Shadow waits to destroy them.

The People of the Green Silences keep their Valley safe with deep-earved
runes and signs at the entrances. None who has dealings with the Shadow can
pass these and live. But the People do not stay within their peaceful, secure
haven. Often they ride out on the backs of the Rentban (see p. 47), armed with
bows and their unique Force Whips (see p. 62), to fight the Shadow directly.

The Valley of the Green Silences is home to the unique People who found
refuge here when the Old Ones battled. Here also live their allies - the Renthan,
beasHike in form but with human intelligence; the Lizard People; the Flannan;
and the Vrangs. Details on each of these races can be found on pp. 46-55.

After the Turning and the subsequent breaking of the mind-block that closed
the East to the Old Race of Estcarp, refugees began coming over-mountain to the
Valley. Here they found new homes and, in return, they joined the People in
their struggle to free the land from evil.
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Arrival in Another World
You are a squad of modern soldien on

Earth, adventurers on yrtb. or a group of
characters in any other GURPS campaign.
You are returning borne after completing
your last mission SDCCe!lsfully when you
are ambushed by a large force. Most of
your group manages to escape in a strange
fog wltich has appeared out of nowhere,
but you are completely lost

Suddenly I you feel a strange diJorleota
lion. When you recover. the fog hat dlup
peared and your group is still together, but
there is no sign of the enemy. Then you
notice that the land looks completely dif
ferent, as if you have passed through a
Gate into aDother world.

Will you be able to survive in the Witch
World? Although you are uperienccd in
your own world, many of your sIcilIJ will
not be of much use here. You may have
technological weapons far bcyOl1d any you
will encounter, but what do you do when
you run out of ammunltlon?

Escort Adventuring
If you'd like to play an altogether dif

ferent character, this is the campalp for
you. You may be an int.elllgent Renthan
carrying an ally on your bade, a man or
woman of the Green Silences wielding a
force whip, a jewel-skinDed Lizard, a
Krogan or even a human who has SOlDO

how blundered into this exotic mix of
peoples aDd creatures. But whatever you
are. you can be certaIn you will have no
laele. of foes whenever you venture out of
Green Valley - Gray On~, Rasti. Thas.
Keplians, Sam RIders and evil Adepts are
waiting for you.

Lands



Northern Escort
You are a member of a Vupsall clan,

journeying to the wild, far-northeastern
section of Escore. Here you will hunt for
fur-bearing animals and for gold and other
metals to make the weapons and jewelry
for which your people are noted. You
m2ke a !UCCt:Ssful trip and your dog-sleds
are loaded with fine fun and sacks of gold
and iron ore.

YOIf are only a few days out of camp
when the Sea-Wolves attack ...

War in Escore
The forces of Shadow are gathering

anew. threatening all who live in Escore.
The Lady of the Orten Silences has asked
you to act as herald and carry the wooden
warn-sword. The Renthan, the Vrangs,
and even the F1an.oan have already added
their cclorcd ribboJU to the sword, indicat
ing their a1llancc.

You and your soWl band of adven
turers DDlSt go across perilous country and
contact !be Krogao, the Vupsall (ifyou can
find !hem), the Mosswivcs, and any othen
you can locate who have not already allled
themselves wiJh !be enemy and tty to con
vince them to add their ribbons to the
sword - and their forces to the fight.
Sometimes you won't know where their al
legiance lles until it is far too late ...

Although Kyllan Treganh was unsuc
cessful in convincing the Krogan to join the
People of the Grten SUeoces (Warlod of
the Wilda World), you might have better
luck.

The Ranges of the Vupsall
The hills and plains of &core are inhabited by nomadic bunters known as

the Vupsall. The climate ranges from warm to bitter cold. When the Vupsall set
tle briefly in one location, they live in tents or rude huts. Their main form of
transportation is by dog-drawn sleds. They seldom become involved in the strug
gles of others.

The Lake of the Krogan
The Lake of the Krogan is located northeast of the Valley of the Green Silen

ces. The Krogan (see pp. 45-46) are a race created by the Adepts of Escore using
human volunteers for the experiment. They are a water-people and cannot en
dure being out of their element for very long. They prefer not to have anything
to do with either the forces of Light or the forces of Shadow. They remember
that they exist, not human and yet having human shape, because of the meddling
of Adepts, and they carry a certain amount of resentment toward most humans.

There is a place the Krogan reserve for meeting with outsiders. It is a sandy
niche at the edge of their lake, with a single chair for the leader of the Krogan
if he should decide to honor the outsider with his presence. Usually one of the
lesser members of the race is deputized to take messages back and furth. Unless
the visitor is also a water-breather, there is no recourse once the Krogan have
decided not to talk - which they are very apt to do.

.. ~
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The Forest of the Mosswives
The Forest of the Mosswives lies nonh of the Lake of the Krogan. The trees

are grotesquely twisted and heavily hung with moss. A similar moss coats the
ground and blooms with six-petaled flowers that glow with phosphorescence.
The Mosswives (see p. 54) live in houses with moss walls, roofs and curtains.
Moss carpets grow underfoot. Their food is a variety of types and flavors of
moss. The houses are lit by star-eandles - kin to the flowers that grow in the
forest.

The Mosswives are so far removed from the concerns of humankind that
they are seldom helpful, except to offer what little information they might chance
to have, or perhaps to refer the adventurer to someone else who might know
more. But, they will never willingly harm another creature who does not offer
them offense.

The Wilds of &core
&core is a vast land; only a few portions have been explored, and even less

territory is occupied. Much of the wilderness is still under the domination of the
Shadow. The landscape is dotted with ruins of towers, keeps, Places of Power,
traps set for some unknown purpose and still in working order, and remains of
once-mighty cities. Strange beasts and stranger creatures, often masquerading in
human forms, roam these wilds. Rasti, Sam Riders, Gray Ones, Thas (see pp.
107-111), and others await the unwary adventurer.
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Mosswives
You have been out on a raid against the

forces of the Shadow, but night caught you
before you could find sheller. You eOler a
forest of moss-hung trees, hoping that the
creatures who corne out at night will not
think to look for you here.

The mossy ground is strewn with lumi
nescent flowers, giving you just enough
light so you can walk without stumbling
over roots and rocks In your path. Watch
ing where you step, you nearly bump Into
a moss-covered obstacle, like a tree
stump. And then the treo-stump moves. A
strange, squat little creature pulls back the
long mosslike hair that covers it entirely
from top to toe, in order to peer up at you
with big, frightened eyes. You realize that
you have come fat»to-face with one of the
legendary Mosswives. W1ut do you do?

Stumbling into Escor,
Jt is before the Turning. The warlh set

up by the Old Race flecing Bscore are slill
in perfect working order, and the people
cannot even think about what Hes to the
east. You live in a village near Lormt and
are paid to supply the elderly scholars with
meal for thelr tables. On one of your
regular hunting trips, you are beset by
storms and you lose all sense of direction.
To your dismay you are blundering deeper
and deeper into the mountains, completely
lost and disoriented. You top a rise and dis
cover below a land you've never even im
agined existed. (Toto. I don't think we're
in Estearp anymore ... )

What do you do? Do you try to retrace
your steps? Or do you go forward, and
enter this st.range new land? Are you
prepared for what you mJ.gbt find there?

!" inch = 10 miles

Lands



The Waste

Evil Temple

•

Arvon

The Western Continent

lA inch = 10 miles
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The Western Continent
Arvon

The land of ArvOD lies over the mountains to the north of the Dales. It is
green and fertile and the climate is oddly mild. The people are of the Old Race,
and keep much to themselves. Their society is organized into four great clans
Redmantle, Goldrnantle, Silvermantle and Bluemantle. They prefer to go about
their business undisturbed by the rest of the world.

A number of alien folk, about whom little is known, also live in Arvon:
those wbo tend the Fanes, or personae, of Powers and Forces; a race which lives
in rivers and lakes; another which dwells in woods and forests; others which are
animal in form, yet intelligent; the mysterious Were Riders (see pp. 49-52) who
can take animal shape.

A Gate still exists in the mountains of Arvon, leading to a fearsome shadow
world. Beyond this Gate lies a forest of gaunt, dark trees with white-gray
skeleton leaves, filled with undergrowth of plumy gray ferns that crumble into
ash at a touch. The trees themselves are thick with yellow fan-shaped parasite
growths that give off a putrid stench. In the clearings, mud-mouths wait to suck
down the unwary adventurer who puts a foot to the smooth, inviting patches of
ground. Here live great leather-winged birds, their heads three-quarters rapa
cious beak. Anyone who blunders into this terrible place will be hunted by spider
bounds (see p. 108) and their masters. The spider hounds are huge and fierce,
and their fangs are poisoned. The masters are worse, twittering things with hyp
notic, glowing green eyes, ever shifting from monster form to something resem
bling a man and back again.

Most of Arvon, however, is beautiful, a fair and smiling land.The marks of
the Shadow appear but seldom, though they are fearful indeed when they do.

Arvon

The: Rangel> of tbe Kiogll

The Ranges of the Kioga
The Kioga are a nomadic people living in Arvon (see pp. 40-41). Theirs is a

tribal society of hunters and gatherers and of horse-herders living in temporary
villages. They roam the plains of ArvaD and avoid its cities and keeps.
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Journey to Anon
You Uve in one of the northernmost

Dales. It is early spring, time to bring the
sheep in for shearing so your Lord can
take the bWldles of wool (0 the markel.
You are searching for a stubborn old ewe
wbo SCCtrn determined to hide her twin
lambs when you catch sight of a beautiful
young woman.

She is dark and slender. and is armed
with a bow. She seems as surprised to en
counter you as you are to see her. From
her clothing and appearance you know that
she is from Arvon. What is her errand?
What bas prompted her to come down into
High Hallack? You hear the sound of a
hom and hunting dogs and you realize the
beautiful girl is the prey.

"Help me," she says urgently. "I must
get back to my father's stronghold and
wam him of the peril from withiJl ..."

The hunters come closer. You besitate
only a moment. Then you forget all about
the sheep. the wool and your Lord's wel
fare. Taking the lady's hand, you start run
ning. If you can get to the next rise, you
know a secret path northward ...

Refuge with the Kioga
You and the lady from ArvOD manage

to elude the hunters for the time being. But
they are bound to pick up your lrail again
and there is the vast plain of Arvon to
cross. You flDd a small copse d trees
around a spring and fling yourselves down
to drink and rest. Without willing II, you
fall asleep. When you wake, you find your
selves surrounded by Kioga warriors.

You eJilplain your pllghl, and apologize
for intruding on their territory. They take
you to their tent-village where their Sha
man questions you. Will the Sllaman
decide you are who you claim to be? Is the
lady's errand what she claims it is? Will the
Kioga offer you refuge or take you to her
home in safety? Will you be in time to warn
her father of the danger? And if not, what
will be waiting for you when you arrive?

Lands



Clan War in High Hal1ack
You ~ in clan-service to a Dales

Lord. A year ago, he re~ his daugh
ler's hand in marriage to the neighboring

·Lady's sao, a vicious youth with a reputa
tioo for drinking too much. A few months
laler. your lArd's wife died, whereupon
the Lady, having grown weary of sleeping
in a lonely bed, proposed marriage herself
to your Lord. He had loved his wife and
this offer, coming so hastily. offended him..
He refused the petition, and since that lime
there has been no friendship between the
two leaders.

One day. as you are going about your
duties, you heM the sound of a war horn
echoing from the mountain· top. It Is com
ing from the direction of the neighboring
Dale. BvideIltly the Lady has decided to
Ulce revenge (or the "insults" offered her
and her son. You run for the Keep and take
up your weapon! as the invaders come
leaping down the slopes and rush across
the valley plain. Your Ulrd has allies, and
they will come to his aid. even as the Lady
IIUlSt have her owo allies.

It Is war, and with It blood-feud and
death. But you have always loved your
Lord's daughter. With war also might
come the chance for advancement, far
beyond your station ...

Storch jor Quan Iron
You are a Dalesman. The times are

peaceful and you and some of your friends
have grown weary of inactivity. You enlist
the help of a Wise Woman and another
who is almost certainly an uotrained war
rior Witch. Your party ventures out into
the Wut.e, on the strength of a rumor that
a large quantity of fabulous quan iron has
been located somewhere beyond a certain
ridge of mountains. There are stories that
between there and the Dales lie terrible
dJulgers - unCllll1lY beasts, Old Ones who
might wish to amuse themselves with fool
hardy adventurers I ancient traps still in
perfect working order. But you are young
and full of self-confidence. Nothing can
stop you ...

Lands

High Hallack
The Dales of High Hallack are deep-soiled, rich valleys clawed out of the

earth by ancient glaciers and riddled with Places ofPower . High Hallack lies be
tween the unyielding boundaries of the Waste on the west, and the sea on the
east. Mountains to the north wall off easy access in that direction. The Dales
men, uneasy when removed from their mountain valleys, seldom venture farther
south than the Inn of the Porks at the edge of Som Fen.

Some keeps are mighty fortresses - Ulmskeep, Ithkrypt, Horla's Hold and
Croff Keep - while others are only a few steps removed from being a house
within a stoclaide fence. There are no cities worthy of the name in High Hallack;
mere villages cluster about the strongholds and even the ports are small towns.
Some of these include: Coomb Brackett. the fishing village ofWark. Trevamper,
Komm High, Twyford (home of the wool trade), Hill Dallow, Ghyll, Hand·
e]sburg. Inisher, Casterbrook, Boldre, Garth Haigis, Rannock and others. Jorby
is the port town of Vastdale; UImsport, to the north, serves Ulmsdale. Ven
nesport lies in mid-country and Klavenport is the furthest south. The Dales
abound with landmarks such as Falcon Pass, Mulma's Needle. Wyvern's Wing,
Falcon's Fist, Throat of the Hawk and Giant's Fist.

A typical Dale is landlocked, a narrow valley surrounded by walls ofraw,
steep mountains. Streams and an occasional river water the valley floor. Dales
men plant crops but only to feed themselves; their wealth and greatest source of
income is from sheep and cattle. The Lord lives in the most imposing Keep that
his finances will allow, strategically situated to dominate and command the Dale.

Occasionally a Dalesman becomes entrapped by or voluntarily investigates
a Place of Power and thence finds his or her way into Arvon, sometimes as far
as the Gray Towers. Intermarriage between Dalesmen and the people of Arvan
has been known.

There are many Abbeys dedicated to the worship of the Undying Flame in
High Hallack. The most noteworthy of these are in Norsdale and Lethendale.

The Dales are divided among many independent clans - each ruled by a lord
or lady. Although there are the inevitable clashes between clans, for the most
part the Dalesmen live privately and in peace.
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Plares
60. Gate
61. Chain of ai.DIS
62. Capo of Br.ck Winds
63. Falcon's Plst
64. Norstoad Abbey
6S. House ofKalltJlllTwice Born (Abbey)
66. Spira! Maze
67. Mulma's Needle
68. Tomplo oftbo Flvo-Polnted Star
69. Falcon Pass
70. Wyvorns Wing
71. Ingra Ford
72. Cin:le of Toads
7:3. Sam Fen
74. Inn of tho Forb

1 inch =40 miles

High Hallack
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Cities
45. Ananko
46. Quayth
47. Safekoop
48. Ul.mspon
49. Twyford
.so. croff KMp
5 \. Ilhkrypl
52. Trovlmpor
53. VOnDOapon
54. Franklyn
55. Coomb Promo
56. Wal1r
57. Jumy
58. Klavenpon
sg. Coornb Braclcott

2.3. Hoc:kerdalo
24. Litbondalo
25. Corried.le
26. Nordoodalc
27. Roxdalo
28. OrilJUllOrdAle
29. GaSleodalo
30. Inoordale
31. Tryodalo
32. A1heDdalo
33. Boc:hsdalo
34. Evord.tlo
35. Clews4a1o
36. BrirncIaJo
37. Dumdalo
38. Jensdalo
39. Holln$daJo
40. SInlIUdalo
41. MaMdaIo
42. Sutbotdalo
43. Lorndalo
44. Thromd.Ilo

Dales
I. Uppsdalo
2. Pall.Mldalo
~. Rishdato
4. tnsmdalo
s. Laog5da1c
6. Fyndalo
7. V.stda1o
a. Ilhordalo
9. IthcWo

10. DomdaJe
11. Havordalo
12. Norsdale
13. Duodalo
14. Rarrowdato
IS. Landondalo
16. Ga5leDdalo
17. Edalo
18. VWldalo
19. TreW!dalo
20. GamsdAlo
21. Summendale
22. Farthotdalo

\.--...--"..-..--....,.-------.,.-~~LandS
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Encounter wUh the Kolder
You are living on the Sulcar peninsula.

You have heard that Gorm has fallen to a
strange race of man-like beings called the
Kolder. You become aware of some ac
tivity on the seacoast. Rumors have it that
these same Kolder are now inexplicably
building a new city there.

The general opinion in your town is that
someone nmst be mistaken. After all, if the
Kolder now hold Gorm and its port city,
Sippar, what reason could they possibly
have to build another city. so far away?

Bventu.ally a group of younger men
privately decide that they will go and fmd
out for themselves. The Council in Bs City
ought to pay well for reliable information,
and nobody bas seen anybody who even
looked like a Witch prying around In the
neighborhood. So you start off, full of con
fidence that what you'll fmd will be some
thing inocent like a new Sulcar port.

And then yOll run into the Kolder ...

Were's Chick
Yon live 10 a ruined stronghold in an

cient Arvon. As you begin to grow from a
boy into a man, you become aware that
some of the changes you are undergoing
are not quite those of other boys around
you. You begin to have strange dreams;
not the usual fantasies, but incredibly vivid
dreams from which you wake wil.h tired
muscles. Though you are growing rapidly I

you seldom want breakfast.
And then, one day, you get into a con

frontation wflll some of your former
friends who have begun to feel uneasy
when they are in your company. The dis
pute escalates into a fist-fight. Before you
quite realize what is happening, your body
compacts, your armspan increases
dramatlcally, and you have taken flight.
You are aw~e! Upward you soar,
free! You could fly forever! But you must
come back soooer or later. You are still
only a half-grown boy.

Other Adventures
By now, you should be able to con

struct a thrilling adventure of your own.
Use locations and events from the Witch
Worltl books and stories, or create SOlDO

thing entirely different. You have many
lands, countries and peoples, and about a
thousand years of history to draw from.

Good lock and good gaming.

Lands

The Kolder Nest
The Kolder Nest was located on an island far south ofHigh Hallack. This is

land, talked about in whispers, layover the horizon and far from the usual sea
lanes. One of the defenses of the Nest was a form of weed (see p. 111). At first,
it appeared harmless. It floated in red-brown strings the color of dried blood,
forming tangled island-like patches on the sea and attracting crabs that could be
harvested. Later, the least contact with it caused it to cling and grow, covering a
ship and everything in it. Where it touched flesh, it burned like fire and men or
animals died in agony from the poison. Close to the Island it coalesced into a
solid, impenetrable mass. The Kolder ships - TL8 submarines - ducked under
the weed, and emerged in an underground harbor beneath their citadel. The weed
could be destroyed by flfe, and anyone venturing into the area of the Kolder nest,
even long after its destruction. would be wise to carry oil and the means for set
ting it alight.

Not all was grim in the Kolder empire. Elevators conveyed people to their
destinations by mind direction. Furniture folded down from walls and could be
returned again when no longer needed. Bare floors were nonetheless resilient un
derfoot. Cabinets that opened in response to mental commands held clothing, the
rolls of scored metal strips that served the Kolder as books and other items in
comprehensible to humans. But, even after the Kolder were defeated, the place
was shunned by seafarers.

The Waste
Bordering the Dales to the west is the enormous desolation known as, the

Waste, where the Old Ones were thought to have lived once. This is a land of
deserts, scrub, mountains, plains, valleys and deadly peril. It holds remnants of
old Places of Power and is inhabited by monsters, outlaws and a few prospectors
reckless enough to go hunting the strange metals the Old Ones used for their
mysterious purposes.

Old Ones still sleep in parts of the Waste - waking to do battle with their
counterparts of the Dark, and then returning to their slumber.

For centuries the Were Riders made their home in the Waste. Their Lodge
lay hidden, surrounded by many miles of desolation, and no one ever ventured
near. Dark and terrifying were many of the stories told of these beings - natural
shapechangers created by a long-vanished Adept. They were rumored to be im
mune to death save through misadventure and were exiled when their beast
natures, freed from their creator's control, prompted them into committing un
forgivable acts.

The only known deposits of quan iron (see p. 96) are found in the Waste.
This strange metal is salvaged from the weapons and tools of the Old Ones.
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Humans 0 points
Most residents of Karsten, Alizon and High Hallack are human; however,

they may have separate customs, physical characteristics or requirements. See
the descriptions on pp. 36-43 when creating characters from these countries.

Advantag~sand Disadvantages: Humans can have any advantages and disad
vantages at the normal cost.

Witch World Races3 Player Characters for the Witch World should be built on 100
points, using the instructions in the GURPS Bask &1. Depending on

the location and time of the campaign, certain nonhuman or demihuman races
may be either common or rare. Nonhuman characters are created just like human
characters, except where specifically stated in the racial descriptions. Check with
your GM before choosing any non-human race to be sure it is appropriate.

Some races have abilities and limitations which are considered normal for
them. The limitations and disadvantages given in the racial descriptions do not
count against the normal three disadvantages or the 4Q-point limit. The point cost
is given in the heading. When a description gives attribute bonuses and/or penal
ties, these modifiers affect the final attribute level, not the actual point cost.
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Languages: Any human born and raised on the Witch
World would know the common Witch World language.

Skills: A human born and raised on the Witch World
can bave any skill appropriate to TL3 or any specific
Witch World skill appropriate to the individual back
ground. However. players - and the GM - should insure
that characters are designed with a reasonable combination
of skills for their backgrounds.

Visitors from Other Worlds
Some humans are not native to the Witch World.

Simon Tregarth. a man of the mid-twentieth Century,
came by way of a Gate shown him by a man who assured
him he would find the world best suited to his talents and
abilities. later. Glenda, a young woman with the discon
certing ability to turn into a leopard. discovered another
gate and came through, to find her own destiny with
another of her peculiar kind. Kelsie McBlair stumbled into
the Witch World through a Gate located in a circle of
standing stones in the Scottish highlands. accompanied by
a wildcat fleeing a hunter's trap.

Because of the nature of Gates (wherein both time and
space can be twisted beyond recognizability), other Earth
people of other times and places can show up as well.

Advantages and DisadWlnJages: Humans from Earth
or other low-mana worlds may have advantages such as
Magical Aptitude or Shapechanging, even though these
would not have affected them if they had remained on their
home worlds. They will not have any skills to use these
abilities, however.

Languages: Anyone arriving through a gate must learn
the Witch World language (see p. 61). Until then, they will
have great difficulty communicating with others.

Sldlls: A human arriving on the Witch World through
a Gate may have any skills appropriate to his or her home
world; for example, a human from 2Oth-century Earth
could have any skills appropriate to TL7. He will not have
any Witch World specific skills, however.

Estcarp
Humans in Estearp might be Guardsmen working out

of Es Castle. Borderers patrolling the borders of Karsten
or Alizon or Blank Shields looking for a job. Although
fanning is the largest single occupation in Estearp, any of
the standard jobs applicable for a TL3 country would be
available (see the Jobs Table, p. 65). Employment oppor
tunities are somewhat limited, however, by the fact that
there are no major cities in Estearp.

Women in Estcarp are usually either Witches (unfor
tunately this isn't an option for humans) or married and
raising families. A widow or Wise Woman might have the
freedom to go adventuring and a married woman might
bunt for her missing husband. But during peace time, most
women stay bome, spin and weave cloth from the cotton
silk loquth fibers, and mind the house and farm. During
war women are prepared to fight - and to fight fiercely 
to protect their homes and families. War tends to create ad
venturers - although they are often unwilling ones.
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GIUII'ds
The Guards of Estcarp wear chainmail and helmets

crested with birds. Their other clothing consists of leather
breeches and shirts of loquth-eloth, with a leather tunic
that is worn under the chainmail. A peculiar feature of
their helms is the throat scarf of mail. They carry swords
and dan guns (p. 62). Besides guarding the Council at Es
Castle, their main duty is to patrol the borders of Karsten
and Alizon - both countries have always been openly hos
tile to the land that lies between.

A Guard may find it difficult to get enough time off to
go out adventuring, unless the adventure is one assigned
by the Council. Guards often join forces with Borderers
and Falconers. All combat and survival skills are ap
propriate. 0 ffieers shou Id also have leadership skills.
Diplomacy skills are useful for smoothing tensions be
tween the Witches and Falconers.

BonUrers
Strongholds, fortresses and fortified estates called

garths line the borders of Estearp, both north and south.
Those who live here are called Borderers. These brave
men and women choose to forego the comforts, pleasures
and relative safety of Estearp's interior. Although they ac
knowledge no overlord higher than themselves, they still
make common cause with the'rulers ofEstearp. Borderers
do not have a distinctive manner of dress and arming, but
they aU wear armor and carry weapons.

A Borderer wil11ive a life ofconstant adventure, since
- even when there is not open war - the enemies of
Estearp are always testing the borders. They are often in
dependent (see Strong Will, p. B23) and impulsive. Sense
of Duty and Honesty are also common. All combat and
survival skills are appropriate for Borderers.

Blank Shi£lds
Blank Shields are mercenary soldiers with no al

legiance to any lord, but available for hire. The name
derives from the custom ofbearing the device or symbol of
his lord on a soldier's shield. Tbe code of honor for Blank
Shields dictates unswerving loyalty to those who pay
them. Men who have lost their hereditary lords frequently
become Blank. Shields. They are often wanderers, but
some seek only to find service with another lord. Spies
often assume the role of a Blank Shield. Because his time
is his own, unless he is under contract, a Blank Shield is
often available to go adventuring.

All combat and survival skills are appropriate for
Blank Shields. They will always arm themselves as well as
finances allow. Most will also follow a Code ofHonor (see
p. B31) which requires unswerving allegiance to any lord
they have contracted to serve.

Alizon
The people of Alizon are human, with silver-white

hair and green eyes. Their features are craggy:",with wide
cheekbones and hooked noses. Little is known of their
origins, but they are a warlike people who came to the
Witch World through a Gate sometime in the distant past.

The warriors use lean, white dogs of war and with bit
ter humor call themselves the Hounds of Alizon; their war
baron is the Master of Hounds. Their uniforms are close
fitting tunics and breeches made of green-blue fabric, with
dog's-head badges on the tunic breast. They wear crested
helms with masks over the eyes and short coats of furred
hide. In place ofa breastplate, they wear wide leather belts,
frequently over chainmail shirts. Their boots rise over the
outer part of their legs in a sharp point. They carry hunting
horns and are armed with swords and dart guns.
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Alizon is a male-dominated, feudal society and the
Hounds of Alizon are all male. Women - even of the
nobility - stay home and take care of the homesteads.

All combat and survival skills are useful. Hounds are
often cruel and unpleasant people. Intolerance, Bully, Ber
serk, Fanaticism and Jealousy are all common disad
vantages. Physical disadvantages are less common since
Alizon society makes no provisions for the handicapped.
They dislike Este.arp and Witches intensely and will be
regarded with deep suspicion by anyone from Estearp. An
Alizonder in Estearp or in High Hallack has the Social
Stigma (Outsider) disadvantage.

High lIJillack
The people of the Dales are reminiscent of tbe SeaLs

Highlanders. Despite their pride and high tempers, Dales
men seldom make war for the sheer sake of fighting, and
are loyal to their hereditary rulers. Because of their vig
orous life-style, Dalesmen tend to be quite strong. They
have brown hair bleaching to a shade lighter than their
skins in summertime. They generally have little facial
hair. As in many feudal societies, they habitually go
armed, the women as wen as the men. They favor chain
mail and their preferred weapon is the sword, although
they also use axes and crossbows.

Before the coming of the Hounds ofAlizon, they lived
quietly, tending sheep and cattle. Each clan leader
gathered around him bands of warriors, and some of the
likeliest of the young men served in this fashion. Women

spun, wove, baked, cleaned and tended wounds when one
clan rose against another. They could escape this life of
drudgery by going into an Abbey, or, rarely, they could
becoming Wise Women (see p. 39).

During the war with Alizon, al1 of the men and many
of the women became fighters, either in small, inde
pendent bands or in the army Lord Imgry assembled. The
question of earning a living was put aside in favor of the
more pressing problems of fmding enough to eat, and stay
ing alive in order to fight the next battle.

Even during peace time combat skills are important.
Dalesmen often have quick tempers and strong wills.

Clans
Dales' society is divided into clans of varying sizes,

acknowledging no paramount ruler. A clan member, or a
relative, no matter how distant, is always assured of a
place to live, in return for service to his Lord.

Each Dalesman must have his Clan Lord as a Patron
(see p. 61). The concept of service and duty is central to
clan life, so he will have a Duty as well. The worst
calamity that can befall a Dalesman is to be declared out
law. Forsworn to his Lord, blood-bond broken, without
the shelter of his extended family unit, he is as good as
dead. Clanless and kinless, he has DO right to anything, not
even the least of his possessions, since all that he owns is
his by patronage from his Lord.
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Customs ofHigh HalJiIck
The people of High Hallack burn their dead jf pos

sible, particularly in areas where forces of the Shadow are
strong. Too many servants oCthe Shadow know how to re
animate the dead and enslave them.

The marriage ceremony in High Hallack is by Cup and
Flame. The Eastern Continent does not follow such formal
custom, though both continents recognize axe-marriage,
whereby the parties wed by proxy; the axe "stands in" for
the absent bridegroom.

In High Hallack the polite thing to say to one who does
you a favor is, ''Thanks given.• , Before sitting down to eat,
a cultured guest will recite the following: "To the giver of
the feast, fair thanks. For the welcome of the gate,
gratitude. To the ruler of this house, fair fortune and a
bright sun on the morrow mom." After the meal, the guest
says: "For the feast, my tha.nlcs; for the futures. all good.
As I take my road again, good fortune to the house."

The oath of Sword and Shield, Blood and Bread is
among the strongest a man can swear. Also, throughout
the Witch World, the Peace of the Highways is observed
except in times of open warfare; it is a bold highwayman
indeed who will risk breaching this Peace, for every hand
will then be against him.

Tiu Sword Brothers
When the Dalesmen arrived through the Gate from

their homeland, they had among them an exclusive warrior
caste known as the Brotherhood of the Sword. They func
tioned as a kind ofpeace-keeping force among the quarrel
some clans.

Their numbers were limited. though many mer
cenaries who bore a blank shield would have gladly joined
their ranks. They chose a new member only when a Sword
Brother died or retired from active fighting, and then they
accepted only the best.
- They were men apart, kinless and lordless. having no
clan ties once they had taken the Sword Oath. Their skill
with sword. bow and short spear was so well known that
frequently they could assert their authority without having
to touch steel. They made no demands for sustenance from
the clans, supplying themselves from their own flocks and
herds, which foot-brothers tended.

To be accepted into their ranks was the dream of most
young men of the clans. Although the Brotherhood has not
been seen in centuries, some day the ideal of the Sword
Brothers might arise again.

Keepm ofth~~

The official religion of the Dales is the worship of the
Undying Flame. When the Dalesmen came to High Hal
lack they immediately began to build Abbeys throughout
the Dales, dedicated to this worship. Two noteworthy Ab
beys are those in Norsdale and Lethendale.

The Abbeys, inhabited by coifed and sequestered

Dames, are havens ofshelter and tranquility in an uncertain
world. The Abbesses and Dames tend the Flame and bonor
Those Who Have Set the Flame, They wear simple habits
with strands of interlocking silver rings dangling from their
belts, which they use in their daily prayers. They provide
shelter to those who have dedicated their lives to that sym
bol as well as to women who need a haveD in this life.

The Dames are also known for their healcraft. They,
and the Wise Women (below), are often called upon in
times of conflict to open their doors and rom their quiet
Abbeys into hospitals for the wounded and dying.

Other beings are also held in high esteem, Dotably the
Lady Gunnora, whose sign is a sheaf of ripe grain bound
together with a fruited vine ready for the plucking. Gun
DOra smiles upon barren women to make them fruitful and
eases the pangs of childbirth. She has no priestesses or
shrine attendants. Those who seek ber intervention come
into a Presence they may seek, but never see.

Wise Women
Each Dale counts itself fortunate to have in residence

a Wise Woman who knows herb lore and has some
familiarity with the old Powers. Although a Witch of
Estearp is sometimes referred to as a Wise Woman, a Wise
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Woman of High Hallack is not a Witch. The Dalesmen of
High Hallack fear Witches and their powers. A Wise
Woman is different. Her magic is primarily that of herbs
and potions and her use of Power is directed toward tend~

ing ills and averting dangers of the spirit.
The Wise Women do not call upon the Flame, yet men

do not question or challenge them for it. Their skills are in
born and they are free to come and go as they choose. They
serve an without question. They never live completely in
anyone community or Holding. They seek their own
place. where they may cultivate their herbs and follow
their own ways. Some of these ways are closely-kept
secrets and not to be held lightly by those unschooled In
their craft. The Wise Women can, and do, wreak venge
ance upon those who meddle in'their business.

In place of the Witch Jewel (see p. 95), the Wise
Woman wears a bead bracelet for memory focus. There is
nothing magical or even unusual about these bracelets; if
one is lost, broken, or stolen, it is replaced without com
ment.

In the past. the Wise Women Oike Witches) did not
wed. Each picked her own successor, to be trained and
fostered, when the girl was still a small child. A maiden so
chosen became clanless and kinless. no matter what House
she had been born into. After the Alizon invasion, married
Wise Women were not unknown. The custom of not mar
rying is still the prevailing one, however. A Wise Woman
will ordinarily have only one "daughter."

Karsten
The people ofKarsten are reddish blond but their stock

is distantly related to the Old Race. Even now, an oc·
casional child with pale skin and dark hair, a proudly-held
head and clean-cut feabJres appears among them.

A Karstenian in Estcarp has the Social Stigma
(Minority Group) disadvantage. They often have bad
tempers, intolerance toward people from Estcarp (Witches
in particular) and combat skills.

Prior to the Horning, members of the Old Race (see
p. to) were tolerated, although not really accepted mem
bers of Karstenian society. Not surprisingly, most mem
bers oft.he Old Race and tolerant humans were Borderers.
They prefered living farther away from the mainstream of
Karsten society. After the Homing, members of the Old
Race were hunted down and killed. Many humans with
dark hair and dark eyes were also killed in the genocide.

Kioga
Kioga society is somewhat similar to that of American

Plains Indians. They are peaceful by nature, thougn harsh
and intolerant of any who break their laws even unknow
ingly. They roam the plains of Arvon, avoiding the cities
and keeps, wishing only to follow their own way of life.

Their path is determined by the direction the Lead
Mare chooses. The Lead Mare is the symbolic and, in
some ways, the true leader of the tribe. Since the tribe is
entirely nomadic, they simply follow her lead. The Kioga
do not choose which horses they will ride - the horses
choose them!
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Both men and women ride, bunt, etc. Choices of oc
cupations, skills and activities are not based on gender.
Men and women also dress similarly. They wear loose,
heavily embroidered, linen-like blouses in bright colors.
Their trousers are made of coarse flax and tucked into the
tops of their soft. boots. The boots are laced with dyed
leather, When the weather is colder, their outer garments
are beautifully-patterned blankets with a simple hole for
the bead cut in the center. making a loose surcoat.

The Kioga have dark complexions, hair and eyes, with
high-bridged noses and high cbeekbones. Most Kioga
wear their bair braided. often with bright ribbons or cords.
Copper necklaces set with rough stones are also common.

The Kioga believe in drum magic, as practiced by a
Shaman who is often female. The drum functions for them
much as does the Witch Jewel. A Shaman will never leave
her tribe.

A Kiogan will usually specialize in outdoor survival
skills, and would make an admirable scout. The weapon
most closely associated with the Kioga is a peculiar barbed
spear (see p. 62), though they also use bows on occasion.
Many Kioga have Animal Empathy and/or the Animal
Handling skill. Almost all Kioga will take the Riding
(horse) and Spear skills at their DX or higher.

Sulcar 10 points
The Sulcar, like so many of the inhabitants of the East

ern Continent, are not native to it. They came from some
unJcnown region in the far north in the nearly forgotten
past.

The Sulcar are respected throughout the 1mown world
for their prowess in battle and for their skill in seamanship.
Although they have long been allied with Estearp, they can
walle with impunity through the streets of Kars or Alizon
City except during periods of open war. Both Alizon
troopers and Karsten shieldsmen are careful to speak to the
Sulcar in mild tones.

Sulcar men are generally large-bodied and very mus
cular. They have fair hair, and customarily shave their
chios although they grow ferocious moustaches. They are
genial, with unpolished manners, and tend to be brawlers.
They like nothing better than engaging in a good fight, fol
lowed by an enormous meal and an evening drinking in the
local tavern, flirting with the barmaids.

A Sulcar's home, insofar as he can be said to have one,
is his ship. There are several types of Sulcar ships: enor
mous vessels where families live except in time of war,
swift battle-cruisers (sea-hawks) and sturdy broad-beamed
ships designed to carry large loads of trade goods. All are
sail-powered, and all have prows carved in the shape of
serpents.

Before Simon Tregarth of Earth came to the Witch
World, it was believed the Sulcar alone could mate with
the Old Race and hope for offspring. This mingling of
over-refined Estcarp blood with the vigor of Sulcar kept
the Witch strain from dying out entirely.
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The Sulcar have an open, genial attitude toward sex;
their Free Companions - laughing, lusty women who
company with the equally lusty sailors in mutual enjoy
ment - are unique on either continent.

The Sulcar are generally content with a breastplate for
armor, and wear helms surmounted with the likeness of
some animal noted for its fierceness. Their cloaks are, by
choice, skins of the same animals decorating their helms.
They favor swords as weapons though they are equally
adept with maces or axes and will use bows, crossbows
and throwing axes when fighting ship-to-ship. They are
uneasy horsemen because they can seldom find an animal
strong enough to bear their weight. When they go into bat
tle, their battle cry is. "SuI!"

They are normally large, strong, healthy and bois
terous. It is not uncommon for Sulcar to be gluttonous or
lecherous. All Sulcar (men and women) must take the Sea
manship/TL3 skill at their IQ or higher. Sulcar are
respected throughout the world for their prowess in battle
and their skill in seamanship - this is a +2 Reputation ad
vantage which costs 10 points (see p. Bl7).

Vupsall

The Vupsall were once wandering traders and herds
men before turning to the more primitive life of hunters.
They travel on foot or by dogsled. They are also skilled
metalworkers, crafting fine weapons and fashioning splen
did, barbaric jewelry .

Their society is organized in clans. Though a chief
rules each clan, women are by no means without voice or
power. A fortunate chiefwill have the services oflhe Vup
saIl equivalent ofa Wise Woman. Magical Aptitude is rare
among the Vupsall. Those women who have it become
clan Wise Women. while the men, being warriors, seldom
have the opportunity to develop Magery if they do have it.

The Vupsall may have originally come to the Witch
World through a Gate. They resemble Eskimos both in
their bcxly structure and some of their customs. Their skin
is dark brown; their hair is an cxId red-yellow, though
brows and lashes are black. They have broad faces, flat
noses and thick lips.

Both men and women customarily go bare to the waist,
wearing only breeches held up by wide jeweled belts. They
wear their wealth in the form of necklaces and other jewel
ry, and paint both their bodies and their clothing with clan
symbols. When a young woman wishes to signal that she
is ready for marriage, she paints her breasts with flower
symbols. In cold weather they put on loose fur tunics with
hoods, tightly belted at the waist, and trimmed with a
greenish fur ruff about the face. The women coil their hair
in elaborate coiffures, securing it with jeweled pins.

When a person of importance dies among the Vupsall,
he is interred in a grave pit with his most cherished posses
sions, including dogs and servants, to accompany him on
his journey. The entire tribe files past the grave pit, and

each person - even the smallest babe in arms whose hand
is guided by its mother - drops some precious farewell
token; the value of the token given is proportional to the
esteem in which the departed was held. Fabulous treasures
of gold, fine Vupsall weapons and boxes of scented oint
ment lie buried in the cold and barren reaches of northwest
Escore.

Most Vupsall males are armourers or jewelers - fre
quently both - in addition to being hunters, trackers and
warriors. All Vupsall love jewelry; it serves as both artis
tic outlet and status symbol.

The Vupsall hate and fear a people whom they call Sea
Wolves. The Sea Wolves are very like the Sulcar in many
respects - and may well be an isolated company of Sulcar
whose journey through their Gate threw them into this part
of the Witch World. The Sea Wolves descend upon the
Vupsall periodically, killing all they can find and looting
them of their weapons and jewelry. So intense is the
Vupsalls' hatred for the Sea Wolves that a Vupsall is un
likely to get along with a Sulcar either.

The Vupsall usually have high HT; they are very
hardy as a result of the outdoor life they lead. They have a
-2 reaction to Sulcar and are often quick to provoke a fight
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with one. Vupsall are usually illiterate. In fact, Literacy is
an advantage. But, since literacy is so unusual, a Vupsall
character must conceal it from his clan or run the risk of
becoming an outcast. Vupsall usually have Survival
(Arctic, Forest), Armoury (TL3) and Jeweler skills. They
are often hunters and Animal Empathy and Animal Han
dling are cornman.

The Old Race 30 points
The Old Race can be found in Estearp, Escore and

ArvOD. They could also be found in Karsten before they
were outlawed and massacred by order of Duke Yvian
during the Homing.

Both the men and women of the Old Race are medium
tall and rapier-slim, with black hair and eyes. They are 10
20 1bs. lighter than average for their height. They are aloof
in manner and it is said of them that the Old Race breaks
but does not bend. They do not show their age until they
are near death. Then, they age rapidly. Their life spans are
longer than those of humans, and Witches are known to
live at least eight generations.

Members of the Old Race can be found in most profes
sions. They are often Borderers, Guards, farmers, mer
chants, and of course, Witches.

Advantages and Disadvantages: People of the Old
Race do not start to age until they are 400, but they age
rapidly after that - they roll for aging every three months
after age 400. Any failed HT roll, not just a natural 17 or
18 (see p. B21) causes attribute loss. This is a modified
version of the longevity advantage - worth 20 points.

People of the Old Race are very resistant to mental
control. They have the Strong Will advantage at Level 2;
additional levels may be purchased at the normal cost.

They are immune to the effects ofKolder mind-control
machines. They can be killed but not controlled.

All people of the Old Race must buy Telepathy ability
(see pp. BI65-171). It may be a latent ability, but it must
be purchased.

Languages: All people of the Old Race know the com
mon language oftbe Witch World.

Skills: A person of the Old Race may have any TL3 or
Witch World skill appropriate to his background.

Witches
Witches are easily recognized anywhere by their bear

ing and manner - proud, even among people known for
their pride. They abandon ornament and worldly adorn
ment and wear silver-<:olored robes of1oquth-cloth by pre
ference, though it is not at an uncommon for a Witch in the
field to dress in chainmail and carry a sword. The one
thing she will never willingly lay aside. however, is the
cloudy. gem that is her Witch Jewel (see p. 95).

Witches are always on the lookout for girls with the
promise ofability with the Power. They are brought to the

Place of Wisdom at about six years of age. There they un
dergo at least twelve years of intensive training in magic.
Sometime during this period the young apprentice begins a
period of fasting and meditation. At this time her Jewel is
attuned to her; the Hand of the Guardian inscribes the
girl's Witch name within the jewel in letters of fire which
only she can read. This Witch name may be known to her
most intimate sisters (but probably not), and is never given
to anyone else. To do so would give the other person
power over the Witch (see p. 74).

According to their law, customs and beliefs, a Witch
keeps her Powers only as long as she herself remains in
violate (see Phobia (Parthenomania) disadvantage, p. 59).
A Witch who marries gives up her Powers and is regarded
with great scorn by her sisters. Any exceptions to this
dogma are simply ignored by the Council.

Qualifications: A prospective Witch is usually
selected to begin training at age six, and she stays at the
Place of Wisdom until it is completed at age 18. In order to
be selected for training as a Witch, a girl must be a female
of the Old Race. She must also be a virgin (see Phobia
(parthenomania) disadvantage, p. 59). She must also have
Magical Aptitude and an IQ of lIar greater.

Training: Because of the intensive training at the Place
of Wisdom, a beginning Witch may spend points equalling
up to three times her age on spells and other magical skiJIs
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(instead of twice her age. see p. 843). However, since
most of her training is in magic, she may Dot put more
points than her age into non~magicalskills, By the time she
graduates at age 18, a Witch character must know a mini
mum of 15 different spells. See pp. 66-70 for examples of
how to create a Witch character.

Reputation: Witches are very well-known. Although
they are not. the only magic users, Witches are the most or
ganized group of mages. The have a +3 Reaction from
most people except citizens of Karsten or Alizon, the
Kolder and those who are "of the Shadow." These groups
will have a -5 reaction. Other exceptions are a -1 reaction
from the KIogan, the Torfolk and Falconers. None of
these groups are aewally enemies. but they do have a basic
dislike for Witches. The Krogan and Torfolk perceive
them as vain meddlers and the Falconers don't like power
ful women. There is no point cost since this reputation is a
disadvantage about as often as it's an advantage!

Disadvanlages: There are some disadvantages which
all Witches share. These do not count against the 4Q-point
limit. All Witches have both Karsten and ABzon as Ene
mies. These are each 10-60 point disadvantages (see pp.61
62). Witches also have a IS-point Duty to the Council.

Falconers
Falconers have an extremely patriarchal society. In

fact, the term Falconer usually refers to males. Although
they are fighting on the same side, Falconers and Witches
don't like associating with each other. Their cultures are
too different for true friendship. Nevertheless, they are
members of the same race.

Male Falconers profess to despise women and, before
the Turning, kept them in a separate village. Twice yearly
lots were drawn among the younger men. They journeyed
down to these villages to sire a new generation. The girls
born from these unions stayed in the village. The boys
were taken to the Eyrie when they were old enough to
begin their training as fighters.

In the Turning, the Falconers' Village, like the Eyrie,
was destroyed. Although scattered by the Turning, Fal
coners maintain their lifestyles to the best oftheir abilities.
They usually work as mercenaries, often with the Sulcar or
the Borderers. They normally hire out as troops rather
than as individuals.

Unless a Falconer loses his falcon (see p. 107) through
sickness or war, he will always have the bird with him.
(Until well after the Turning, only males have falcons.)
When not fighting, he will be more solicitous of the bird's
well-being than his own. A Falconer and his falcon are
paired when the bird is first able to fly. The falcon leaves
his nest and chooses from among the Falconers who are
gathered around the nest; the choice is the falcon's. This
special bonding is for life. [t is unusual for a second bond
ing to take place if one of the pair is killed. Depending on
the time of a campaign, a Falconer's feathered companion
may be equipped with peculiar communications devices
(see p. 63). After the Turning, however, these devices
vanished as they broke down and couldn't be repaired.

Falconers have reddish hair, brown-yellow eyes and a
strong, compact build. The men wear mail shirts and carry
small, diamond-shaped shields. Their falcon-shaped helms
cover the entire head. They ride small, sure-footed ponies
if they can't afford a Torgian (see p. 109). Their saddles
feature a forked horn on which their falcons can ride.

They have not forgotten the debt they owe the Sulcar
for bringing them to the safety of the Eastern Continent.
Even now a young Falconer will sometimes serve as a
caravan guard or a marine on a Sulcar ship. But a Falconer
does not really care for the sea: he longs for the mountain
heights that are his natural home.

Sober of mien and Dot given to idle conversation, the
Falconers are warriors among warriors. But unlike the
Sword Brothers ofancient High Hallac1c. one is born a Fal
coner and never becomes one through choice.
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A Falconer will sometimes form an extraordinarily
close friendship with another Falconer (see Allies,
p. B23). Ifone of these friends is slain, the killer automati
cally has the surviving Falconer to deal with.

Most Falconers have Animal Empathy (see p. B19).
Adult male Falconer characters start with a trained falcon
(see p. 107). Most male Falconers have the disadvantage
of Intolerance to women (-5 points). Women in Falconer
society have the Social Stigma (Second-class Citizen) (-5
points). Male Falconers must take the Falconry skill (p.
846) and Falconsong, the falcon's language at their IQ
level. (Falconsong is a MIH language).

The People of the
Green Silences 70 points

Although they look buman, The People of the Green
Silences are not. One of their most striking characteristics
is the constant shift in their coloration and appearance.
One moment they are dark, the next they are fair, accord
ing to their mood and their surroundings.

The women wear gauzy tunics girded at the waist and
wreaths of flowers or ornaments of green-blue stones in
their hair. The men wear breeches with attached leggings
and soft-soled boots. Over this they wear sleeveless jer
kins fastened with gemmed brooches or laces. and a light
c1oalc.. Their belts support their primary weapon, the Force
Whip (see p. 62). though they also use the bow.

Their leader is Dahaun; this Lady is one of the oldest
of legends. Her co-ruler in the Green Valley is Ethutur.
Like all the males of the Green People. he has small ivory
borns that rise from the thick curls above his forehead. His
appearance also alters with his passing moods, but very
subtly. The changes undergone by a male are not as dra
matic as those of a female.

The People of Green Silences are found primarily in
the Green Valley. They venture out only to fight the forces
of the Shadow. and then return home.

While the People of the Green Silences welcome any
who are not of the Shadow who wish to join them, new
comers will discover an entirely different type of econ
omy. They are expected to contribute according to their
skills - hunting, scouting, fighting, farming, etc. and in
return are furnished with food, shelter, clothing, weapons
and other necessities. They will find no way to earn
money. nor any need for it.

Advantages and Disadvantages: The People of the
Green Silences have +1 to HT J +1 to IQ, Combat
Reflexes. and one level of Magical Aptitude (further levels
can be purchased normally). They also have the Immunity
to Disease advantage. They love nature, and have Animal
Empathy and Plant Empathy. They have a Phobia (-30
points) against living in human buildings.

The People of the Green Silences have the Longevity
advantage (see p. B21). They cannot take Aging as a dis
advantage and only fail Aging rolls on a natural 17 or 18.
They begin making Aging rolls at l,OOO! No one knows
how long they live since they have never been known to "
die except by violence.

Sid/is: They must buy Telepathy Power and Telesend
Skill at their IQ level or bigher.

Krogan -10 points
The Krogan race was created by the Adepts of Escore

using human volunteers for the experiment. They are
water-people, almost like mermaids and mermen except
that they do not have fishtails. They are pale-skinned.
Their silver-colored hair, which they bind with bands of
shells or reeds interwoven with flowers, dries quickly to
form a cloudy mass. Their bands and feet are webbed. The
women wear soft green, yellow or pink-gray tunics caught
at the shoulder with shell clasps, and ornamented belts
around their waists. The men wear brief garments made of
scaled fabric, glittering with jewel colors. They attach
large shells to their belts, which serve as pouches. Their
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weapon of cboice is a formidable spear-staff (see p. 62),
green and richly<arVed for half its length; the rest is black
and keen-pointed. For light they use the shells of quasfi, a
naturally luminescent mollusk.

They are shy, preferring to live quietly in the L1ke of
the Krogan and let the outside world take care of its own
problems. The Krogan live in harmony with the Merfay,
the turtle-people (see p. 107). Although the Krogan do not
think of them as pets, the Menay do seek out the Keogan
at times, for affection and also to warn them of approach
ing enemies.

Advanlages and DisadvanJages: The Krogan are par
tially amphibious, equipped with both gills and lungs, and
can breathe water or air. However, a Krogan will become
iII if kept away from water for more than a brief time (they
lose 1 HT from dehydration each hour they are out of
water; they regain HT lost from dehydration at I point for
each 15 minutes they are submerged). A cool cloth to the
brow won't do any good; wrapping the character com
pletely in wet bandages will slow the loss to 1 HT each
hour and a half. A thorough soaking in plenty of water is
needed to restore HT. Because water is their namral en
vironment, KIogan never need to make a Swimming roll.

Sldlls: They must buy Telepathy Power at Level 2 or
higher and Telesend skill at IQ or higher.

Languages: Krogan have their own language (a MIA
skill); they can learn the common Witch World language at
normal cost.

,
\
~.

Lizard People -20 points
Lizard People are found only in the 0 Valley of the

Green Silences. At about 4 ~ feet tall, they are far from
fearsome in appearance. Their scaled hide is a brilliant yel
low-green that glitters in the sunlight, and their eyes look
like whirling gold and black jewels. They have clawed
hands and feet, and can climb surfaces that baffle a human.

They wear no real clothing. but will often wear a
jewel-trimmed belt. with various useful objects hanging

from it. The pur
pose of some of
these things. how
ever. is known only
to the Lizard who
cherishes them.
Males are pas
sionately fond of an
involved board
game using colored
stones and incor
porating elements
from chess, check
ers and go. When
not on duty, they
pass their time
playing it; many of
them carry one of
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these games with them at all times. They play it only with
each other, however; the rules are unintelligible to
everyone but Lizard People.

They are intelligent, but because of their small size are
used as scouts and not expected to be in the forefront of
any fighting.

Advantages and Disadvantages: Lizard People are -2
ST and +2 DX. They must buy Telepathy Power at Level
5 or higher, and Teleseod Skill at IQ level or higher.

Languages: They cannot talk, except by Telepathy,
and they have no written language. They do understand the
spoken Witch World language. They must take the Ges
ture skill at IQ level or higher.

Renthan 0 points
The Reotban make their home in Green Valley.

Though they have an entirely animal form, they are highly
inte1Jigent beings. As large as a horse, they are shaped
rather more like an antelope. They ar'e usually reddish
brown colored and have tails like brushes of fluff clapped
tightly against their hindquarters. A single red hom curves
from their foreheads.

A Renthan will often carry someone on his back, but
he does it as a favor and not out of any sort of servitude;
they are allies and not servants to the people of the Green
Valley. They will not allow such an indignity as a bridle or
saddle.

Advantages and Disadvantages: A'Renthan has 3)(
ST, +2 to HT, and normal DX and IQ. A Renthan's
weight in pounds is 30)( ST. Note that a Renthan's DX
can only be used for actions appropriate to his species; he
has hooves instead of hands and his DX cannot be used for
picking locks, swinging swords, etc. Buy Move as though
it were a separate attribute with a base of 10. For example,
a move of 13- would cost 30 points. Dodge is half OX,
rounded down. All Renthan must buy Telepathy.

Skills: Although as intelligent as a human, a Renthan
does oat have the hands required for many skills. They
must buy the Running skill at their HT or higher. Since
they are built especially for running, Renthan only make a
fatigue roll every two miles while running.

Physical aJtadcs: A Renthan does impaling damage of
Id + 1 with his horn. The hooves do Id-l crushing
damage, either kicking or trampling.

Language: Renthan can speak aloud when necessary,
though they would rather communicate by Telepathy.
Their own language is Mental!Average.

Torfolk 5 points
Torfolk are humanoid, but very squat of stature and

severely misshapen by human standards. They have an
ape-like form, with abnonnally long arms and stunted
lower limbs. But, as if in compensation, they are also
gifted with strange powers. The ability to transport objects
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- and, not infrequently themselves - from one place to
another by psionics is relatively common among them.
However, such a talent draws upon the user's strength so
heavily that it is not an everyday activity.

The Torfolk revere the avian Volt, for it was Volt who
first noticed them in the before time when they were no
more than beasts, and nurtured them into near humans.
Volt's face is still carved upon the guardian totems around
their fields and over the doors of their houses, They offer
first fruits to Volt, and swear their most binding oaths in
his name.

Their most sacred temple (a high-mana place) was
built by Volt. They do not repair the temple because they
feel it would be a great sin to change Volt's handiwork.

Although most people would find Tormarsh a hostile
and forbidding place, the Torfolk find it beautiful. They
dwell in harmony with nature, taking only what they need
for survival.

The birth rate among the Torfolk is very low and
children are very precious to them. Pregnant women are
treated with great respect and carefully protected. The
children belong to aU Torfolk, not just the birth parents.
They are raised with care and love.

Karis of Gorm was the result of the only known union
between human and Torfolk. He became the Captain of the
Guards and eventually the Seneshal of Estcarp. He also
found and used the Axe of Volt. Koris is a figure out of
legend to most Torfolk.

Torfolk society is matriarchal. Each family group is
led by a Clan-Mother. Decisions affecting the entire marsh
are made by a gathering of the Clan-Mothers.

The Torfolk made a brief alliance with the Kolder
during the Kolder War. Although the Torfolk quickly real
ized their mistake, Tonnarsh was declared off-limits by
Estearp. A magical barrier was placed around the marsh
preventing anyone ofTorfoUc blood from leaving. Prior to
this sealing ofTormarsh, the Torfolk did have occasional
dealings with others but they seldom left the marsh. For
the most part, the concerns of outsiders are of no interest
to the TorfoJk.

Advantages and Disadvantges: Torfolk have the ad
vantages of Peripheral Vision and Toughness (+2). They
have the disadvantages of Ugly Appearance and Sense of
Duty, both to their race (-10 points) and to the worship of
Volt (-10 points). They have these quirks: Cherish all Tor
folk children; Dislike leaving Tormarsh; Dislike most
other races; Dislike technology; and Think Tormarsh is
beautiful. These quirks do not count toward the 5-point
limit for quirks.

Skills: All Torfolk have some degree of psionic skill.
They must also take the skill Area Knowledge (Torroarsh).
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Were Riders 60 points
Ages ago, two score Were Riders were created by an

Adept of Arvon to be his elite bodyguard. They proudly
held themselves outside the law. They were bred and born
for war. and after the Adept who created them vanished
through a Gate leading to another world, they found work
agreeable to them in the many battles between other
Adepts, always seeking the forefront of any conflict. Then
the influence of a wicked and mischief-making Adept
caused their bestial natures to break free, unrestrained,
and they savaged a helpless village. By the time they
emerged from the dark spell and regained command of
themselves, it was too late; the damage had been done.

They had always been disturbing factors, likely to
bring dissension and disturb an uneasy peace. They were
exiled for their crimes into the Waste where they built their
Lodge. But because they had acted under the control of a
minion of the Shadow, they were given bope in their exile.
When the stars had shifted into certain new patterns they
would be allowed to return to the Gray Towers of Arvon.

The treaty with the Lords of High Hallack during their
war with Alizon and the Kolder signaled the ending of
their exile. Fierce though they were in combat, their re
quest was a touching one. If they succeeded. and ended
their exile, they wanted brides to take back with them to
the Gray Towers of Arvon to end their bitter loneliness.
Thirteen young women were chosen or volunteered for
this duty, and were given to the Riders. This caused some
dissension in their ranks, as there were more Were Riders
than brides.

Each Rider wears a helm bearing a crest in the shape
of his were-form - panther, lion, bear. wolf, horse, bull,
etc. By custom, their names all begin with the letter' 'H"
- Hervon, Herrel, Halse, etc. Depending on where and
when a Witch World campaign is located, Were Riders
will be found in the Waste, in Arvon, or fighting joyfully
in the forefront of the fiercest battles.

Shapechanging
The Were Riders are natural shapechangers. They can

fight as men, using conventional arms and annor, or they
can shift and fight in their were-forms. The Witch World
has many types of were creatures. A11 of the known weres
are natural shapechangers. They each have their totem
animal into whose form they can change, and they usually
wear tokens of that animal upon their bodies. Some of
these weres are described below. Others are also possible,
but it should be noted that all weres are fighting beasts. If
aplayer wishes to portray a really outlandish were (such as
a wererabbit or a weregoldfish), GMs should either refuse
the request or allow the player to suffer the consequences
of his foolishness.

The shapechanger, in his human form, always has
something about his features or body type that is reminis-

cent of his animal shape. And when he is in his animal
form, there is always something a bit "humanisb" about
him as well.

Witch World weres follow rules slightly different
from those given in GURPS Magic (see p. MtOO). The
change from human to beast form. or vice versa, takes
only one second. Only the physical body changes form;
normal clothing and armor are unaffected by the change.
The change is powerful enough that clothing bursts at the
seams and chainmail pops its links when the person is
changing ioto a large beast, and tangles a smaller beast in
its folds. In any case, the beast would quickly rip any
clothing or armor off his body. Finding something to wear
at the end of his usually nocturnal adventures is only one
of the problems faced by a shapechanger. It is possible to
make enchanted clothing which will disappear when the
sbapechanger assumes his were form, and then reappears
when he resumes his human form. The Were Riders found
adepts to create such clothing for them when tbey returned
to Arvon. .

Mental Control of Shapechanging
A shapecbanger must spend ooe night in beast form

every full moon. During this night, weres usually choose
to run free through the wilds. While some weres may be
seduced by the Shadow and commit atrocities against
humans, most weres try to avoid humans and stay within
the animal world. The Were Riders are not of the Shadow.
Except for the acts which caused them to be exiled, they
have not commited any atrocities. They are, however,
fierce fighters and have killed many in battle.

A were in beast form can choose to give control to
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either the human or the beast intelligence or to some com
bination of the two. When the human intelligence is fully
in control, the beast knows the skills and spells known by
the human - although many of these cannot physically be
used in the beast form. In panicular, the were can cast a
spell only if it is known so well that neither words nor ges
tures are necessary. However, as long as the human intel
ligence remains in control, the animal abilities are all at a
severe disadvantage. Any use of the natural animal
abilities - including combat attacks - is at a skill penalty
of -4. If control is given to the animal intelligence, the
human intelligence can normally regain it at will.
However, when the beast is fighting for his life or when he
is hungry and hunting for food, it is not so easy for even an
experienced sbapechanger to regain control. It takes a suc
cessful roll against IQ-4 with one roll allowed every ten
minutes, until the battle or feeding is over.

Any natural shapechanger has learned how to control
his changing - except for once at the full moon and pos
sibly for the Berserk disadvantage - by the time he
reaches adulthood; those who don't learn usually don't
survive very long.

A natural were from another world would find that his
powers and abilities now match the Witch World pattern.
However, should a shapechanging wizard enter the Witch
World, his spells will still work as usuaL

Were Rider Characters
Advantages and Disadvantages: Were Riders have

Alertness +3, Combat Reflexes, Magical Aptitude 1 and
Stubbomess. They also have the Social Stigma (Outsider)
disadvantage. Were Riders also have the Longevity advan
tage'. They cannot take Aging as a disadvantage, and only
fail Aging rolls on a natural 17 or 18. They begin making
Aging rons at 2,000. No one knows how long they live
since they have never been known to die except by vio
lence. They are natural shapechangers. Natural animals
have a ~2 Reaction to all weres. It is possible to train them
to overcome this aversion, however. The Were Riders
have mastered training horses to accept their strangeness.

The Were Rider must also pay the cost for his par
ticular type of were (see the individual descriptions on
p. 51-52. A shapecbanger retains his IQ, but ST, OX and
HT are all affected, as described for each specific were·
beast. NOle: ifDX is 14 or better in human form, there is
a + I to the listed DX in were form. If DX is 9 or less,
there is a ·1 in were form.

A were in beast shape can use its OX only for fighting
and other animal functions - no matter how clever he is,
he may not open locks, etc. Actions which are physically
possible (GM's discretion) but Dot normally animal func
tioos can be attempted at a DX penalty of -6.

LM81
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Sid/is: The Were Riders have many combat and sur
vival skills - but few other skills. They were created to be
fighters. A were can go virtually undetected through
woods and forests in his animal form. He can swvive on
foods he would ordinarily find inedible or repugnant. He
is stronger. swifter and more tireless than any human pur
suer, and his senses are keener. He has little to fear from
other animals; if he cannot flee from a predator. he relies
on the uneasiness his wereness creates in other animals for
defense.

Attacks: Each were has different attack abilities in
were form. See pp. 51-52 fur details.

Note: The original Were Riders were not tOO-point
characters. They were 200 to 300 points at least. It may be
difficult to create a realistic Were Rider with 100 points.

Mixed Weres
The children born of marriages or alliances with the

Were Riders are either natural shapechangers with full
powers or normal non-weres. Not all those with were abil
ities ever develop them, however. Some never do so and
others develop them only with the push ofa magic item or
out of some extreme emergency that brings out their were
natures. Until they learn. -these characters have no control
over their changing - this Untrained Shapechanging dis
advantage (see p. 60) lasts until it is bought off.

Types of Weres
In addition to the 6O-point cost for a Were Rider. each

individual animal has an extra cpst. Common types are
listed below. These creatures are all natural shape
changers. Magical shapechanging follows the rules in
GURPS Magic with exceptions as noted on pp. 49-50.

Although the original. Were Riders were all male.
there have been some female shapechangers in the Witch·
World. The characteristics for male and female shape
changers are the same, except where specifically stated in
the descriptions below. Note that a shapechanger does not
change sex - only species.

Werebear 15 points
Awerebear has double normal ST. normal IQ, OX 13,

HT +2 and Speed 8. PO is I and OR is 3. Weight is quad
rupled. Size is 2 hexes normally - I hex when standing to
fight.

Anacks: The werebear attacks by biting (close combat)
for biting damage depending on strength (see sidebar, p.
B140) or by striking with claws (reach I hex) for Id+2
crushing damage.

Advanlages and Disadwmtages: Any werebear auto
matically bas the Berserk disadvantage (see p. B31) and
gets no bOnus points for it - that's why this powerful form
is so cheap.

Wereboar Or Weresow 2S points

A wereboar or weresow has double normal ST, nor
mal IQ, OX 14, HT +2. and Speed 8. PD is one and DR
is 3. Weight is three times normal. Size is 2 hexes.

Attacks: The wereboar attacks by slashing with tusks
(ld+ 1 damage) or trampling (ld-I crushing damage). The
weresow attacks only by trampling (Id-l crushing
damage).

Weredeer Stag, 20 points; Doe, IS points
A werestag has three times ST, normal IQ and DX.

HT +4. and Speed 12. PD is 1 and DR is 2. Weight is un
changed. Size is 2 hexes.

A were-doe has double ST, normal IQ and OX. HT
+2, and Speed 14. PO is I and DR is 2. Weight is un
changed. Size is 2 hexes.

Anacks: A werestag does Id +2 crushing damage with
his antlers, or 1d+ 1 trampling damage with his hooves.

A weredoe has no antlers, and she does only Id-l
trampling damage with her hooves.

Werebull Or Werecow 30 points
A werebull or werecow has three times normal ST,

normallQ. DX 10. HT +2, and Speed 8. PO and DR are
1. Weight is five times nonnal. Size is 2 bexes.

Attacks: A werebull will attack with a charge - a slam
and a trample. The slam does impaling damage of ld +3,
throwing his opponent to the ground, where he then
tramples at Id + I. If there is anything left. the werebull
will attempt to toss the remains; treat this as falling
damage from five yards (see p. B131).

A werecow will also attack with a charge. The slam
does impaling damage of Id + I and the trampling does
damage of Id+ 1. The werecow will not try to toss the
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victim after the charge, however, unless she is wounded or
thoroughly enraged.

Advantages and Disadvantages: Werebulls are
notorious for having short tempers. They must buy either
the Bad Temper or the Berserk disadvantage (see p. B31).
Werecows are more placid in temperament. They will not
have the Berserk disadvantage, but may have Bad Temper.

Wer~e 20 points
A were-eagle is a very large eagle, with a wingspread

of 12 feet. He bas normal ST, IQ, and HT; OX 13 and
Speed 20. OR is 3. Weight is halved. Size is 1 hex.

Attacks: A were-eagJe attacks by slashing with talons
in close combat, doing Id-l damage.

Werehorse 25 points
A werehorse has three times normal ST, normal IQ,

DX 9, HT +4, and Speed 15. Weight is fOUf times nor
mal. Size is 2 hexes.

Attacks: A wereborse does 1d +2 damage kicking into
any front or rear hex, and 2 hits crushing damage in Close
Combat.

Advanlages and Disadvantages: Like any other stal
lion, a werestallion has a touchy temper. They must take
either the Bad Temper or the Berserk disadvantage (see p.
B31). Although it is not required, a weremare may have
either disadvantage as welL

Wereleopard 30 points
A wereleopard has double ST, normallQ, normal DX,

HT +2, and Speed 9. PD and OR are 1. Weight is un
changed. Size is 2 hexes. Vision, Hearing, Taste, Smell,
and Stealth are all 18 in the leopard form, making the
wereleopard hard to track. They can leap enormous distan
ces - up to nine feet vertically, and up to 15 feet in a run
ning broad jump. A leopard can climb trees at normal
speed and is strong enough to do so while carrying a car
cass. The leopard dislikes water but is a good swimmer if
necessary.

Attac1cs: The wereleopard goes for the throat, doing
Id +1 cutting damage in Close Combat.

Were-lion 40 points
A were-lion has three times ST, normallQ and DX,

HT +3, and Speed 10. PO and DR are 1. Weight is three
times normal. Size is 2 hexes.

Anadcs: A were-lion attacks in Close Combat, biting
and clawing for 2d-2 cutting damage. The attack is usual
lyon the neck; strangulation or breaking the neck are the
most common methods of killing.

Werepanther 30 points
A werepanther is exactly like a wereleopard except for

markings. Werepanthers are black.

Werepard 30 points
A werepard is exactly like a wereleopard except for

markings. Pards are tawny in color, like mountain lions.

Were-snowcat 30 points
A were-snowcat is exactly like a wereleopard except

for markings. Were-snowcats have white pelts with a
black tip on their tails.

Werewolf 15 points
A werewolf has normal ST and IQ, OX 14, HT +2,

and Speed 9. PO is 1 and OR is 3. Weight is unchanged.
Size is 1 hex.

Attac1cs: A werewolf attacks in Close Combat for
biting damage depending on strength (see p. BI40).

NPC Races
Some of the intelligent races found in the Witch World

are not suitable for PCs; either they are not encountered
away from their home territories, they do not communi
cate with other races, or - in the case of the Kolder - they
are inimical to everyone in the rest of the Witch World.

Flannan 0 points
Flannan are tiny creatures shaped like humans. but

with wings and red~lawed feet. Their necks are long and
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supple. Their appearance is part hummingbird, part fairy,
pan butterfly, and all charming. They wear no clothing,
except fur masses of shimmering white feathers that cover
their bodies. They are good-natured and frequently dance
in midair out ofsheer exuberance.

Their powers ofconcentration are not great. There are
stories of heroes who came to grief by depending on a
Flannan beyond its capacity for remembering its errand.
With care, they can sometimes be persuaded to act as
sentries and bearers of brief messages. Their speech
resembles the trilling ofbirds.

Under their leader Famr, the Flannan have allied
themselves with the forces of Light. Only Dahaun of the
Green Silences has any real influence over them; they are
so frivolous that they are virtually useless as anything
other than scouts. Unfortunately, they aren't very good at
that eitherl

Advantages and Disadvantages: They have -6 to ST,
+4 to OX, -4 to IQ. They can never increase their ST
beyond 6, or their IQ beyond 8. They are Absent-Minded
(see p. B30) and have almost no skills, except for dancing
in mid-air which they seem to do for the sheer joy of it.
They have a great deal of difficulty learning new skills.
They learn MentallEasy skills as if they were Hard and all
other Mental skills as if they were Very Hard. They learn
physical sldlls as if they were one level harder. Thus
Physic.allEasy skills become Physical/Average, etc. The
only exception is dancing which is an easy skill for the
Flannan.

Buy Speed (flying) as though it were a separate at
tribute with a base of 20; for example, a move of 21 would
cost 10 points. Dodge is half Speed, rounded down. They
almost never alight. Their ground Speed is 1 and their
Dodge is 5.

They must buy Telepathy Power at Level 8 or higher
and Telesend at their IQ level.

lAnguages: FIannan have their own language, which is
a twittering bird-like speech. It is a MentallHard language.
They cannot iearn any other languages, and no one except
the Lady of the Green Silences has ever mastered theirs.

Kolder -100 points
The Kolder have a manlike form - that is, two arms,

two legs and a head. Tall and thin, the most commonly en
countered Kolder have flat features in a wide-cheekboned
face. Their noses .are close to bridgeless, their chins too
small and narrow to match the width ofthe upper halves of
their faces. Nevertheless, their appearance is not at all
demonic - only alien.

They wear straight gray robes and gray caps over hair
less skulls. Under the robes they wear a tight-fitting, seam
less garment. The overriding impression their appearance
gives is that they are from a different time and culture.

Though what they do is in many respects identical to
magic, the Kolder achieve their goals with technology.

They base their abilities on skills from without, rather than
a Power within. The Kolder use machines and science.
Kolder ships, metal cylinders tapering to points fore and
aft, can move as easily under the water as on top of it.
Kolder air machines differ very little from modern
airplanes. The Kolder are generally at TL8, although they
have some technology at other levels.

. ~i.~i.. ...' .
:= :

But it is the science of mind-controlling machines that
marks the Kolder as being from a technologically ad
vanced world. The Kolder operate in "units" of in
dividuals. all linked to a central controller. A single
Kolder - the master operator, fur want of a better term 
is surgically altered to be integrated with this machine. His
skull is removed and replaced by a metal cap that directly
CODtacts the brain. Wires and thin cables then connect
various areas of the Kolder's brain to the machine. He sits
at a console, fingers dancing over panels of buttons and
levers, sending signals to the other members of the "unit"
as needed. An officer sits on either side, governed by the
capped leader, thinking the orders that motivate all life
within the citadel.

Thus, in a closed system, the Kolder serve as exten
sions of their controller. Some of the Kolder tend the
machine lest it, and the individual connected to it, falter
and leave them without direction.

-53- Character Creation



Others work to create servants from captured war
riors. rn a ghastly parody of modem embalming techni
ques, men's minds are burnt away by the fluids injected
into their veins and by a different sort of cap fitted over
their heads. Once processed, these men become fierce,
single-minded, fighting puppets or manual laborers. They
are completely under the control of their Kolder masters.
But the Old Race cannot be possessed or enslaved; there
fore, by Kolder reasoning, they must be wiped out to the
last man, woman and child.

There is another type of Kolder. These Kolder are
shorter and heavier, with round fitces and dark, tan-yellow
skins. Like other Kolder, they wear tight, one-piece, gray
gannents, but they do not wear any headgear. A silvery
disk - possibly an implant - is clearly visible through
thin, reddish hair at the left temple.

These Kolder seem capable of more independent ac
tion than those who are servants of their controlling
machines. They practice a more subtle form of mind con
trol, by way of a small machine, usually in the form of a
boss or ornament of green metal. This machine gives off
electro-magnetic impulses that blank out some of the men
tal processes of the wearer and thereby allow the Kolder to
manipulate a slave who is, outwardly, the same person he
was before. Such a slave can go a long time without being
detected, unlike the warrior-puppets, and if freed of the in
fluence of the machine will recover from its effects. Those
who have undergone the form of enslavement that burns
away their minds have no hope except the cleanness of true
death.

The Kolder,1ike many races on the Witch World came
through a gate. Theirs was located on the island known as
the Kolder Nest. They fled from their homeworld literally
firing over their shoulders at their pursuers.

Although the original Kolder Gate was destroyed by
Simon Treganh and his Witch wife Jaelithe, the conditions
they discovered on the Kolder world make it reasonable to
assume that those Kolder remaining will try again to reach
a sanctuary. And, having once found their way through to
the Witch World, they may appear again.

Advantages and Disadvantages: The Kolder have few
advantages, but [OIS of disadvantages! Their only ad 4

vantage is High Pain Threshold. Disadvantages include an
Addiction to the machines that control them (-20). Al
though they don't actually have to pay money for the ad
diction, withdrawal is always fatal! If removed from the
directions of the controller, Kolder will stop all actions ex
cept breathing until they eventually die. There is no cure.
They also have the disadvantages of Fanaticism (a need to
control everyone). Enemy (nearly everyone on the Witch
World) (-40), Intolerance (everyone they don't cootrol, es
pecially members of the Old Race) (-10), and a -5 Reputa
tion (for being very evil and dangerous). The Kolder are
wholly of the Shadow.

Skills: Although individual Kolder can have skills,

they cannot have any thoughts or make any decisions for
themselves. Only the controners have this ability.

M~v~ 20~m~

According to legend, a Mosswife yearns to have her
children nursed and fostered by a human. If someone
would strike such a bargain, the Mosswife thereafter
would serve her richly, giving secrets of hidden treasure
and other rich gifts. Unfortunately. there is no evidence to
support this legend. They are a good, shy people, meaning
no iII, and are distressed when their uncouth appearance
frightens or disgusts those they wish to help.

Although humanoid in form, the Mosswives are not
really human. They are small of stature, bunched and
stocky. Their long gray hair I which they can draw about
themselves like a veil, looks like moss. Their names al
ways begin with the letter uP" - Fuusu, Fubbi, Parow,
Frono, Fyngri, etc. Their likes, dislikes and their thought
processes stamp them as entirely alien. They are very shy,
though they will, if they can, aid a human who comes to
them seeking assistance.

Mosswives will never willingly leave their forest.
They have Green Thumbs, but only so far as their im
mediate surroundings are concerned - the trees and the
treemoss. A Mosswife's great desire Is to have her child
fostered by a human, but bow these children are engen
dered (there are no Mosshusbands) i·s unexplained except
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in myth and legend. A Mosswife as a PC is very unlikely,
as none of them have ever been seen outside their forest.

AdvanJages and Disadvantages: Mosswives have the
advantages of Empathy. Night Vision, Toughness +2,
and Tree-Kin (see p. 59). They also have the disadvantages
of Appearance (Ugly), Compulsive Behavior (-5) of look
ing for human foster-mothers for their children, Pacifism
(Self-Defense only), a Phobia (fear of leaving their forest,
-15) and Shyness.

Skills: Mosswives do not practice technological skills,
but are very skilled in healing and working with plants.

Vrsngs -10 points
Vrangs live in the Valley of the Green Silences,

though they are often absent on patrol duty. Vrangs are
bird-like in form, but have the heads of lizards with nar
row, toothed beaks. Their heads are covered with red
scales which glitter in the sun, contrasting sharply with
their blue-gray feathers. Although they look like some
thing out of a prehistoric nightmare, the Vrangs have al
lied themselves with the forces of Light and are fearsome
fighters. preferring to do battle in mid-air. They are the
prime defense against the Rus (see p. 110). Their leader is
Vorlong, the Wing-Beater. They communicate through

Telepathy, though they utter loud and raucous sounas
when in the heat of battle.

Advaruages and Disadvantages: Vrangs have a -4 to
ST, a +3 to DX and normal HT and IQ. They have a large
wingspan - 10-12 feet. Although they're not extremely
strong, Vrangs are very agile. Their speed is 14 when
flying and 4 on the ground. They also have Acute Vision
(+4) and Acute Hearing (+ 1).

Skills: Vrangs cannot have any skills which require the
use of hands.

80 points
20 points

-10 points
·60 points
·30 points

Opoinrs

15 points
15 points
40 points
IS points
-5 points

-15 points
-5 points

60 points

Wen Rider
Alertness (+ 3)
Combat Reflexes
Longevity
Magical Aptitude (Levell)
Reaction -2 (from an natural animals)
Social Stigma (Outsider)
Stubbomess

Total

RentJum
3 x ST (animal body)
HT (+2)
Must spend points on Move
No arms
Limited skills available

Total

20 points
8 points

2 points

30 points

10 points
10 points
15 points
10 points
40 points
15 points

-30 points

70 points

Peopk ofthe Valley ofGnen Silences
HT (+1)
IQ (+ 1)
Combat Reflexes
Immunity to Disease
Longevity
Magical Aptitude (Levell)
Phobia (living in human buildings)

Total

Summary of Witch World Races
Old~e

Longevity (modified)
Strong Will (+2)
Immunity to Kolder Control

(Rarely needed)

Total

Krogan
Partially Amphibious

Total

LhIud Peoplt
ST (-2)
DX (+2)
Mute

Total

10 points

10 points

-15 points
20 points

-25 points

-20 points

Were Cnatures
Werebear
Wearboar or Weresow
Werestag
Were~oe

Werebull or Werecow
Were-eagle
Werehorse
Wereleopard

15 points
25 points
20 points
15 points
30 points
20 points
25 points
30 points
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Mosrwives
Appearance (Ugly) -10 points
Tree-Kin 15 points
Empathy 15 points
Night Vision 10 points
Toughness (+2) 25 points
Compulsive Behavior (looking for human

foster-mothers for their children) -5 points
Pacifism (Self-<lefense only) -15 points
Phobia (fear of leaving their Forest) -15 points
Shyness -15 points

Total 20 points

Wen Creatures (continued)
Were-lion
Werepanther
Werepard
Were-snowcat
Werewolf

Torj'olJc
Appearance (Ugly)
Peripheral Vision
Toughness (+2)
Quirks:

Cherish all Torfolk children
Dislike leaving Tormarsh
Dislike most other races
Dislike technology
TIlink: Tormarsh is beautiful

Sense of Duty (to their race)
Sense of Duty (to the worship of Volt)

Total

/i7annQn

ST (-6)
DX (+4)
IQ-(-4Q)

High Speed (20)
Absent Minded
Limited Skills

Total

40 points
30 points
30 points
30 points
15 points

-10 points
15 points
25 points
-5 points

-10 points
-10 points

5 points

-50 points
45 points

-30 points
80 points

-15 points
-30 points

opoints

KolJkr
High Pain Threshold
Reputation -5 (nearly everyone)
Addiction (Machines)
Fanaticism (a need to control everyone)
Enemy (nearly everyone)
Intolerance (those they don't control,

especially the Old Race)

Total

Vnmgs
ST (-4)
DX (+3)
High Speed (14)
Acute Vision (+4)
Acute Hearing ( +1)
Limited skills (-30)

Total

10 points
-25 points
-20 points
-15 points
-40 points

-10 points

-100 pol11ls

-30 points
30 points
40 points

8 points
2 points

-30 points

-10 points
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Creating Witch
World Characters

In general, Witch World characters may be created with any
of the advantages and disadvantages descn'bed in the GURPS
Basic .&t. A few minor refinements to make some of them
specific for the Witch World are listed below - any advantages
not listed are treated exactly as described in the GURPS Basic
Set. In addition. there are new advantages and disadvantages for
the Witch World - some of these are unique to the Witch World
and others are also found in other GURPS worldbook.s.

Unless specifically prohibited, a character of any race and
society may have any of these advantages or disadvantages, al
though some would certainly be more common than others. The
appropriate point costs for any advantages must be paid and the
point costs for any disadvantages will be received, unless they
are listed as automatic for a chosen race or society - in this case,
the point cost& are included in the point cost for being a member
of the race or society.

Danger Sense see p. B20
A successful Danger Sense roll will identify a place or crea

ture as being of the Shadow. Danger Sense will not identify a
human working for the Shadow, however. unless he or she has
been so corropted as to be no longer fully human.

Clerical lT1vestnunJ see p. B19
The Dames of the Undying Flame (see p. 39) are the only

true clerics in the Witch World. However, the respect accorded
to Witches in Estcarp and to Wise Women in High Hallack is
similar and they may also have this advantage.

In the Witch World, the Old Ones seldom respond to pleas
from clerics or from anyone else. Hence this advantage is worth
only 5 points.

Absolute Timing see p. B19
Travel through a Gate will also confuse your sense of

timing. This is especially true if you travel to a world where time
moves slower or faster. After a couple of days of orientation,
your advantage will work in the new world, but you wiU not be
able to tell how much time bas passed in your home world while
you are gone.

Advantages=====================
Absohlu Directibn see p. B19

Travel through a Gate will confuse you until you have a
chance to orient yourself to your new surroundings. You will be
able to re-trace your path back: to the Gate, but you will have no
idea which way is north until you are oriented. And if it's a
cloudy day ...

AnimDl Empathy ste p. B19
The Animal Empathy advantage is a prerequisite for some

spells of Brown Magic. A stronger version of Animal Empathy
- Beast-Kin. costing 15 points - is described on p. 58.

Empathy see p. H2O
A successful Empathy roll will identify a human corrupted

by the Shadow. However, the empath cannot be su~ be is cor
rect, and other characters have no reason to tl'llSl his feelings.
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liuracy/JlJiJeraey see p. B21
Although most of the Witch World is at TL3, literacy is

widespread. Most human societies and many other intelligent
races are assumed to be literate (at no point cost); illiteracy is a
disadvantage worth -10 points. Uteracy is a to-point advantage
for races or societies which are specifically identified as not nor
mally literate.

Magkal AptilJuk (Magery) see p. B21
The Witch World is a nonnaI-mana area and Magical Ap

titude Is required to learn or use any spell (see p. B147).
Despite widespread belief to the contrary - particularly in

Estcarp - males as well as females can have Magical Aptitude.
But, male magic users may fmd it difficult to receive any magic
Instruction (see p. 72).

Military Ronk ste p. B22
The ranJc structure among the Guards of Estcarp is fairly in

formal, but Ouard officers receive the automatic SociaJ Status
due their rank. Military rank: in Estcarp is earned - It cannot be
bought. A beginning PC should start no higher than leader of a
small band of Borderers (Rank 3).

Karsten and Allzoo both have feudal systems for their
military organizations. There is no true military rank above
lieutenant (Rank 3) - b1gher command is based upon position in
the nobility (Social Status). Promotion within the lower ranks Is
nominally based completely on ability, but wealth and influence
can be helpful.

In High Hallack, the clans operate independently, and there
is no organized military rank stmcture.

advantage, you learn the spell and eventually are able to cast It
normally. In order to use this advantage, you must have an un
used character point available to spend on the new spell.

To use this advantage to cast a new speU, you ask for a par
ticular result and then try to make a successful die rolt. This re
quest should be reasonably specific; however it cannot go into
great detail. For example, you could request "Get Wm away
from me" but not "Telepon him ten miles due east." The OM
determines a specific spell which, if it were successful, could ac
complish the desired result. In this example, the resulting spell
could be Fear (which could cause the enemy to run away),
Create Fire (which could create fire around the enemy), Simple
TIlusion (which could scare the enemy away), or some other spell
instead of Teleport Other.

This advantage is normally used by those who h.ave Dot bad
the benefit of formal magical training. It cannot be used to learn
a new spell if the character already knows a spell which would
be adequate to achieve the needed result; in this case the charac
ter would cast the known spell and the required stress would
never develop.

Die Roll Adjustments: Any new spell is at a -4 peoalry the
first time it is tried. If possible, the OM should make the new
spell one for which the caster already has the prerequisites. If
this Is not possible, the caster will remain at an additional -4
(total -8) to cast the spell until aU prerequisites are learned.

Success and Failure: A successful roll means that the spell

NaIUrtJl Sp,/kastlng 15 points
This is the natural ability 10 learn and cast spells which a

character has not been taught. It only works in times of great
stress, and Magical Aptitude is still required (as for any other
spell casting in the Witch World).

If you have this advantage, you still cast any known speilln
the ordinary way_ However, in mortal combat or some other
time of great stress, you may also anempt to cast some pre
viously unknown spell. You cannot learn spells using this
method except on adventures when they are actually needed; you
cannot use this advantage in practice or for anything other than
a life-threatening situation. In addition, this ability can only be
tried once during any one combat situation or other Ilfe-threalena

ing emergency. After a new spell is successfully cast using this

New Advantages =============================
&ast-Kin 15 poinJs

This is a more powerful form of Animal Empathy. If you
are Beast-Kin, you win never kill an animal unless it directly
threatens your life or the life ofanother. This prohibition applies
to anything above the intelligence of an insect! ShouJd you Idll
an animal for any reason, you will be affected emotionally as
described under Pacifism (CtJ1IlIOt Kilt), on p. B3.5.

Yau may fight normally against humans and other intel
ligent races. However, you must make a Will roll before offer
ing violence to an intelligent creature that looks like a familiar
sort of animal (OM's ruling).

Beast-Kin are always strict vegetarians. You may Dot kill an
animal for food, even if you yourself are starving, or help others
hunt for food. You may drink milk, and eat the eggs of tame
fowl (but not wildfowl).

Anyone who is Beast-Kin gets a +4 reaction from any wild
animal, or a +6 from a tame animal, and +4 on all Animal skill
roUs.

A mage who is Beast-Kin learns spells of Brown Magic
more easily. Menta1lHard spells become Mental/Average, and
MentalNery Hard spells become MentallHard.

Kiumk Tus Variabk
Some people are connected by their karma - the freight of

good and bad experience from past lives. Karmic ties create in~

stant Ii.ke or dislike for a stranger. regardless of Reaction roUs.
Such a person should be evaluated as a Dependent, Ally, Patron
or Enemy, whichever seems appropriate. A Karmic Tie may link
a character to an NPC played by the OM, or two players may
agree that their Pes are so linked. Karmic Ties can be used to let
a stranger join an established group of friends, or to explain the
acquisition of a new Dependent, Ally, Patton or Enemy.
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has its normal effect and fatigue cost and the spell Is now Icoown
(at a cost of one character point). The spell is cast at a -2 petW
ty for one month after it was first used; thereafter it can be
studied and improved the same as any learned spell. A critical
s~ccess means lhat the spell Is fully learned immediately,
WIthout the one-month penalty. The penalty for unJcnown pre
requisites, however, lasts as long as the prerequisites are un
known.

A failed die roll means that the spell has no effect - it is still
not known. In the event of a critical failure, the caster pays the
unspent character point but the spell is Dot learned; the character
point is permanently lost. The critical failure will also produce
normal backfire results (see pp. B146-148).

The character pays the normal fatigue cost if the spell is suc
cessful, with the cost coming first from ST and then from HT.
The spell is unsu.ccessful- and is not learned - if there is in
sufficient ST and HT available; HT cannot 80 below O.

PUuu Empalhy 5 points
You have ex.ttaordinary success with growing things. Yau

have a +4 on any skill roll relating to the care of living plants,
+2 on skills related to the identification of plants and +2 on
reaction from sentient plants.

You may use and eat pLmts, but you may never destroy a
plantlUl1lecessarily, and should prevent others from doing so. A
stronger version of Plant Empathy - Tree-Kin, costing 15
points - is described below.

Tru·Kin 15 points
This is a more powerful form of Plant Empathy. If you are

Tree-Kin, you will never kill a living plant unless it directly
threatens your life or the life of another (which is unlikely to
happen unless you encounter a carnivorous plant). You recog
nize that sometimes plants (such as weeds in a field) mnst be
destroyed, but you don't care to be present; roleplay it. You
must do your utmost to procectwge plants, such as trees. Log
gers are your swom foes.

Should you kill a plant for any reason, you will be affected
emotionally as described under Pacifism (Cannot Kill), on

p. B35. The GM may vary the time of your despondency. Kill
ing a weed would make you gloomy for an hour; cutting down a
tree would make you miserable for a month.

Tree-Kin may eat plant material, but only that which can be
gathered without severe injury to a plant. You may have all the
nuts and berries you like; you may even ask a cabbage for some
of its leaves. But you would not eat carrots or potatoes, or even
use a medicinal root, since digging the root kills the plantl

Anyone who is Tree-Kin gets a +4 reaction from any sen
tient plant, and +4 on ali sldU rolls related to the care or iden
tification of plants,

A mage who is Tree-Kin learns spells of Green Magic more
easily. MentallHard spells become Mental/Average, and Men
talNery Hard gpells become MentailHard.

some Witches are intolerant of males, and all Falconers are in
tolerant of females. Sexual intolerance is worth -s points.

Phobias see p. B3S-36
If a Witch or other mage fails a fright check for a phobia (see

p. B94), the effects may affect the mage's magical aptitude. in
stead of gaining a new disadvantage, the mage would lose a level
or more of magical aptitude - or possibly the mage would fall
prey to the delusion that she has lost her magical aptitude. The
die roll is made by the GM, and the player wUl not know
whether the result is real or delusion.

In addition, there Is a phobia very common among Witches:
Loss of virginity (parthenomania): You are terrified by the

idea of sexual relations and the Joss of your virginity. -10/-20
points. NOle: While this phobia is very common in the Witch
World, great care must be taken by the OM to insure that this is
Dot used to harass players. Roleplaying should be an enjoyable
recreational activity - not a source of trauma. Ifplayers feel un
comfortable with the way the OM or other players are handling
this or any other sensitive subject, they should immediately ftnd
a new group. Adult subjects should be handled tastefully, DOt vi
ciously!

IntokTtlllU see p. B34
Sexual intolerance is very common in the Witch World -

Disadvantages====================
Addiction see p. BJO

There are DO addictive drugs on the Witch World other than
alcobol- even tobacco is unknown. An addict arriving through
a Gale will have to face withdrawal when his supply runs out.

Akoholism se, p. BJO
Alcohol is inexpensive and legal in the Witch World, so this

disadvantage is worth -1.5 points.

Age se'p.~7

This disadvant.age is not available to characters of the Old
Race, the People of the Valley of the Green Silences or Were
Riders.

~nert seep.BJl
Any sbapesh1fter who goes berserk immediately changes to

the were form, and cannot return to human form until he snaps
out of the berserk. state.
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the cause of that stress is settled. You also cannot conttol the
beast form with your human mind. This lack of control lasts
until you buy off the disadvantage.

New Disadvantages ==========================
U1lttYdlwl ShapecJumglng -15 poinls

You are a natural were creature. However, you have Dot yet
learned to CODttol your changing - you change whenever you
are under great stress, and you do Dot resume human form until

EUctronks/TLB see p. 860
This skill, with a specialty in communications devices,

enables a character to build and repair the communications
devices used by the Falconers. In tile Witch World, only a Fal·
coner will ever be taught this skill, and be will never teach it to
anyone Dot of the Falconer blood.

The knowledge which resulted in the power generators and
light globes Is also a specialty of this skill, but there is DO ODe

left on the Witch World who bas this knowledge.
This skill could possibly be brought to the Witch World and

used by a character from another universe, to decipher some of
the devices DO longer understood by the natives.

Electronks Operation/TU see p. BS8
This skill with a specialty in communications devices

enables a character to use and repaJr the colllD1unications devices
used by the Falconers. Only a Falconer would be taught~s skill
in the Witcb World. Repair is at a -.3 if the only repau pans
available are from cannibalizing another communicator.

Another specialty of this skill allows use and repaJr of the
power generators and ligbt globes still in use in the Witch
World. Any anempted repair is at a penalty of -S since proper
tools are no longer available.

seep. BS2Whip
Whip skill defaults to Force Whip skill-3.

Falconry lee p. B46
A Falconer or other character who understands the falcon's

language - falooMong - bas a +4 to this skill.

Amwury/TU see p. B53
The only field of special.iz.'ldOD for this skill available for a

character native to the Witch World is the dart gun.

Skills or Other Tech Levels
There are some TL8 artifacts (dart guns, power generators,

light globes, communJcations devices. etc.) which characters
may learn to use. Characters who have arrived in the Witch
World through a Gate from another world may have any skill ~p
propriate to their world of origin, but they should be lackmg
DOrmai Witch World skills not used 00 their bome world.

Skills===================
Skills of Tech Level 3

Witch World clwacters may leMD any skill appropriate to
TLJ or below.
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Guns/TL7 seep.B51
This skill applies to the use of the dart gun common in the

Witch World in adcUtion to ordinary 2Ot.b-eentury guns. Note

that a 2Oth-«ntury character trying to use a dart gun or a Witch
World character trying to use a 20th-century gun would be at -4
for a weapon of unfamiliar type until famili.uized (see p. B43).

fiUer (force whip)

In addition, many nonhuman races have their own lan
guages. The languages of the Kcogan. Renthan and Flannan are
all Mental!Average. Only Dahaun has mastered the Flannan lan
guage, not because it is so difficult, but because Flannan are
such poor teaebersllt would be a MentalNery Hard language if
you were trying to learn it from a Flannan. Falconsong, known
to the Falconers but never taught to anyone not of Falconer
blood, is MentaJlHard.

New SkiIls==============================
FOTC~ Whip (PhyskaJIAtleroge) DejQlllls to Whip-3

This is the ability to fight with the Force Whip or Lightning
Lash - electrical weapons found in Escore (see p. 62).

Languages===;;;;;;;;;;;;;=================
The Witch World has its own common language which is

spoken throughout, with additional languages or dialects
peculiar to specific cultures or races. Any humanoid character
native to the Witch World - and many characters from other in~

telligent races as well - would be assumed to know this lan
guage. However, a newcomer to the Witch World would only
know the language or languages of his home world and would
have to take time to learn the Dew language of the Witch World
(see p. B54). The Witch World common language is Men
tal!Average for characters from Earth and similar worlds.

Dulies se~ p. BJ9
A character with a Patron will usually have a duty to that

Patron. Any Witch in Estcarp will have at least an occasional
duty to support the Council in action (.15 points),

Enemies see pp. B39-40
Your Patron's foes are often your enemies too.
The Council of Witches is a formidable foe (worth -20

points) for anyone in Estcarp who scorns them. However. they
usually will not spend much time searchinB and the frequency of
appearance may be fairly low.

The Duke of Karsten and the Hounds of Alizon would be
appropriate enemies (worth -20 points) for anyone In Estcarp, or
for any character of the Old Race venturing into their territories.

One of the People of the Green Silences or any of their al
lies in Escore would have the forces of the Shadow as an enemy
(worth -30 points). In Escore outside of the protection of the

Patrons and Enemies
Patrons (and Matrons) see pp. B24-25

The basic point cost ofa patroD is determined using the rules
in the GURPS Bask Stt. Some examples of typical patrons in
the Witch World and their basic costs are:

The Council of Witches of Estcarp: 30 points
An Adept of Escore: 30 points
The Duke of Karsten: 2S points
A Clan Chieftain of High Hallaclc: 20 points
A Noble of Karsten: 15 points
A Wise Woman of High Hallack; 10 points

These point costs are modified for the frequency of the
patron's appearance as described in the GURPS Basic Set (see p.
B23). Unless the GM specifically rules otherwise, a patron
should be expected to appear either fairly often (listed cost) or
rarely (half listed cost).

Any sworn Witch In Estcarp would be expected to have the
Council of Witches as a Matron (the Council categorically re
fuses to be called a Patron). The Council will normally provide
help 10 a beginning Witch only rarely (balf cost of 15 points). If
a Witch refuses the Marronage of the Council, she will have
gained a formidable enemy.

A Dalesman of High Hallack will have his Clan Chieftain as
a Patron. Ordinarily, the Clan Chieftain will be available fairly
often; during time of war, it's variable. If for some reason this
Patronage breaks down, the Dalesman is declared Clanless (see
p. 38) and is outlAwed.

These advantages and costs only apply in a location within
the geographic sphere of influence of the Patron (or Matron).
For example, a sworn Witch of 8stcarp created for a campaign
in the Dales of High Hallack would nol have to pay any cost for
the Matronage of the Council of Estcarp.

It is also possible for a Witch World character to gain one of
the Great Ones as a Patron (see sidebar, p. 75). This can only
happen during play; a character cannot start out with such a
Patron. In this case - or in any other case where a Patron is
gained during play - the player must use aU unspent and future
character points to pay off the cost of the Patron before anything
else can be purchased.

, ' ,,'
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Valley, they would generally appear quire often (worth double
me listed value, or -60 points), but in some areas or times they
may appear less often.

During me invasion of High HaUack by Alizon, the Hounds
of Alizon would be an enemy (worth -20 points) to any of the
people 0( High Hal.Iaclc. Depending on the time and place mey
could appear at any frequency - from almost all the time (-60

points, or worth triple the listed value) along the coast during the
height of me invasion to quite rarely (-10 points, or half the
listed value) in the II10Wltains after the invasion had died down
somewhat. Remember that after the invading Alizonder forces
are defeated and driven from High Hallack, these points must be
bought back - or a corresponding physical or mental disad
vantage may be taken.

There are two common types of darts (and possibly some
other less common ODes)~ these can be mixed in the clips as
desired. Damage is delennined by the type of dart.

Impaling dart: Does ld impaling damage. Costs $20 for a
box,ofW darts.

Fl're d1Jrt: Bursts into flame when it strikes something,
doing Id fire damage which may ignite flammable objects. Note
that four hits of nre damage will set fire to clothing, sails, or
other flammable cloth. A fire dart will also burst into flame in
the air after traveling about 50 yards if It doesn't hit anything
first; it is often shot Into the air for use as a signaling device.
Costs $100 for a box of20 darts.

Equipm~nt=====================
Since the Witch World has an essentially medieval tecb

level, the medieval equipmenJ tables in the GURPS Basic Set
are appropriate.

Those arriving in the Witch World through Gates from
other worlds could carry with them any weapons and other
equipment appropriale to their home world. However, people
who accidentally pass through aGate would only be carrying the
equipment appropriate for their planned activities; they would
not be equipped for traveling to a new world. Also, they would
normally not have much extra ammunition for their weapoos,
and spare parts and repair tools would be missing for most of
their equipment.

Wupons
Most of the weapons used in the Witch World are the ordi

nary knives, swords, axes and bows of a TL3 world. Use theAn
ci~1JI/M~dJnoal Hand Weapon Table and the Ancie1Jl/MedJ~vaJ

Rang~d Weapon Table from tbe GURPS Basic Set (see
pp. 8206-207).

In !he Witch World. the bow is primarily a hunting weapon.
Ir is virtually unknown as a weapon of war by rbe forces of Light
as it is considered far more honorable for one person to best
another in direct combat than to shoot him down from a distance.
Only Sulcar wlll use a crossbow by necessity when fighting from
their ships. They much prefer hand-to-band combat. and will
abandon the bow at the first opportunity in favor of a sword or
bauleaxe. Only a servant of rbe Shadow will consistently use a
bow in warfare.

A sensible warrior would never throw a spear, knife or axe,
but uses these weapons in close combat. The weapon of choice
for the vast Dllijority of warriors is the sword.

In addition to lhese, some startlingly different weapons can
also be found in the Witch World.

DtutGIDI
This Is at least a TL8 weapon - perhaps higher, as il does

not need a separate compressed air cartridge to make it function.
Darts are loaded in replaceable clips containing a maximum of
20 darts each. A dart gun weighs 2 pounds and costs $300, and
an empty clip weighs ~ pound and costs $10. The 20 darts to fill
a clip weigh an additional '" pound; cost varies depending on the
type of dart.

The Dart Gun requires the Guns (Pistol) skill to use and re
quires no minimum ST. It bas SS 9, Arx I, YlD SO yards, Max
150 yards, RoF 3 shoo per tum, and Rcl -1 (see p. BI1S). It
only malfunctions on a critical failure.

Force Whip
Force whips are artifacts from another time and place which

are used by the People of the Green Silences in Escore. A thin
metal rod about 18 inches long and weighing about V:t pound, the
force whip does not resemble a convenrionalleather whip. When
used, a flexible ray of light comes craclc.ling from the end and
sears whatever it encounters. It normally leaves blaclcened and
smoking slash marks on the ground where It is used.

The force whip requires the Force Whip skill to use, re
quires no minimum ST, and bas a reach of I or 2.

The force whip is available only in the Valley of the Green
Silences in Escore, and it is never available for sale. It may be
loaned or given to someone who is allied with the People of the
Green Silences against the forces of the Shadow, but be would
have to earn it - you ean' tjust walk up and asIc for a force whip.

Damage: The Force Whip does 2d electrical lhmage.
Chainmail or other metal armor offers no protection, slnce it
conducts the electrical cbarge. Leather or cloth armor offers nor~

mal protection (barb PD and DR). However, leather or cloth
armor worn under chaiomaiJ offers only DR; it offers no PD.

Kibga Spear
The spear used by the Kioga is shorter than average and

wickedly barbed. It does Ihrust +3 when used either one-handed
or two-handed. When mounted, it is used as a short lance (see
p. B136). The barbs do an additional ld+ 1 damage when the
~d is removed from a wound.

/(rogan Spear-Staff
The Spear-Staff used by the KIogan is intricarely-carved for

balf its length. The other half is a deep black. It does the same
damage as a standard spear (see p. B206) but is also balanced and
ean be used as a quarterstaff.

Lightning lIuh
The lightning lash, created by minions of the Shadow in

answer to the Force Whips, is used by the Sam Riders. It takes
the form of a staff when not in use.

The lightning lash. like the force whip, requires the Force
Whip skill to use, requires no mlnimum ST, and bas a reach of
lor2,
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The lightning lash is available only from the Sam Riders in
Escore, and it is never available for sale. It bas so much of the
Shadow about It that even if a Sam Rider were defeated and his
staff captured, no one who is of the Light would toucb it except
through layers of thick cloth, and then only in order to destroy
it. The Saro Riders might give a lightning lash - and mucb more
besides - to anyone who wished to ally with them; they are al
ways looking for bumans who are willing to join the Shadow.

Damag~: The Lightnins Lash does 2d+ 1 electrical damage.
Chalmnall or other metal armor offers DO protection, since it
conducts the electrical charge. Leather or cloth armor offers nor
mal protection (both PD and DR). However, leather or cloth
armor worn under chainmail offers only DR; it offers no PD.

Kolder WUlpons
The Kolder (see pp. 53-54) are from a TL8 world destroyed

by war. Any TL8 weapon from the GURPS Bask &t (see
pp. B208-2(9) or from GURPS Space may be used. An oc
casional TLS weapon left by the Kolder may still be found after
their destruction, but ammunltion and/or power cells would gen
erally be in wry short supply.

Armor
Use the Anci~nt/MedieWlI A.nnor table from the Basic Set

(see p. B21O) or, for simplicity, the armor table in the Basic
Combat System (see p. B72). Plate armor is unknown in the
Witch World and breastplates are used by Sulcar only. The best
protection available is a set of chainmail, worn over leather.

If anyone is lucky enough 10 amass enough quan iron (see
p. 96), he can have cbainmall made of it. Cbajomail of quan iron
adds 1 to PD and 2 to DR and, in additioD, provides substantial
protection against Forces of the Shadow. Such an item is never
available for purchase.

Communications Devices of the Falconers
These are technological rather than magical artifacts. The

communications devices are TL8 transceivers, masquerading as
ornaments on thejesses worn by the birds.

Before the Turning and subsequent destruction of the repair
and maintenance facility in the Eyrie, both falcon and Falconer
wore transceivers in order to communicate with each other at a
distance. This sometimes resulted in surprising encounters,
when a falcon appeared 10 chat in a human voice with someone
who wandered too close to the Falconer stronghold.

Use ojCommunications Devices
The comunits are tuned in pairs when they are manufac

tured, and the pair are different in design. The master unit (an
amulet worn by the Falconer) bas two controls: one switches
among off, transmit and ~~jve; the other adjusts the volume.
The second unit (worn by the falcon) is controlled by the master
(e.g., when the master unit is switcbed to receiw, the second
unit is automatically switched to t1'fJJ'lSmit).

These comunits work. only within line-of-sight. Maximum
range Is five miles, but they are often unreliable past three miles.
These ranges can only be obtained when the falcon is airborne.
1be mounuinous terrain interferes at much shorter distances
than when both units are on the ground.

ManuJacmre and Repair
Some Falconers were trained to repair the comunits; this

was a specialty of Electronics OperationffL8 available only to
Falconers (pre-Turning, see p. 9). These Falconer Electronics

Operators could put together new units, but only if the partS
were available. The technology for manufacturing the required
parts was irrevocably lost, even before the Turning. What this
means in practical terms is that they cannibalized damaged or
defective tmits and made new ones from the pieces.

They had a fair supply of these components, but most of
them were lost when the Eyrle was destroyed.

Personal Equipment
Additional personal equipment will vary. Any equipment

on the Fantasy/Medieval Equipment table (see p. B212) is gen
erally available.

Although use of a horse may be furnished by an employer,
a traveler would prefer owning one. If he can afford it, he will
seek to own aTorgian horse (see p. 109).

Though an amulet ofGunnora (on the Western Continent) is
the closest thing to a holy symbol one is apt to fmd in the Witch
World, a lucky traveler can find other items of protection,
notably fragmeDls of quan iron (see p. 96).

Waybnad and Joumeycake
Intelligent adventurers in the Witch World will provide

themselves with waybread for those times when they are unable
to forage off the land, or are traveling through areas dominated
by the Shadow. Here it would be folly to taste even the most in
nocent~look.ing beny or wild vegetable. Waybread is wrapped in
small, flat parcels. It's convenient to carry, keeps indefinitely,
and one cake (weighing ~ pound) nourishes a person or animal
for one day. The compassionate traveler will crumble a cake or
two for his horses to enjoy.

Witches and Wise Women know how to make waybread;
this knowledge is so tmlversal it does not even rate mentioning
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as a skill. The ingredients vary from place to place - if one area
cultivates barley and another wheat, then the basic dough wiD
start with barley or wheat flour - and the end result varies as
well, depending on who is doing the preparation. Though the list
of herbs used varies from one to another. one of the basic in
gredients is always Plantain (see p. 105). It takes four bows to
make a batch - 20 cakes - of waybread.

Waybread made by a Witch is apt to be on the bland and tas
teless side, using the basic recipe and only those berbs that are
necessary for protection. This peculiarity is just one more elC
ample of the Witches' indifference to worldly concerns. Many
Wise Women earn a few extra coins by selling supplies. They
take pains to season their waybread with additional herbs and
can tum out a delicious product.

Waybread can be purchased in any town or village that has
a Wise Woman, usually for about four silver pieces ($4) per
cake. However a Witch can usually purchase it from another
Witch for the cost of the materials - two silver pieces per cake.

HealingMud
Isolated pools fillod with mud of unusual properties can be

found allover &core. The largest concentration of these is lo
cated near the mountains separating Escore from Estcarp (see
map, p. 18).

If a hurt crearure can reach this mud and plaster it over an
injury. DO matter bow severe, the mud removes all pain and
promotes eJitlTemely rapid healing. It dries to a hard shell and im
mobilizes the person or Cre4ture, having to be chipped off later.

The mud can be used by anyone, man or beast, wild or
tame, even a creature from the Shadow. A Pact binds all to keep
their peace while in the bounds of the Place of Healing, and even
a Gray One (see p. 109) will respect the Pact.

The mud mends broken bones and can even re-attach
severed limbs, providing the wOlmded person (or animal) has the
detached limb in his possession, it has been kept clean and moist
in bandages, and no more than three days have passed between
lhe time of injury and inunersion in the mud.

Some people. panicularly the Krogan, take small amounts
of this mud to carry with them, as a kind of first-aJd \cit. The
mud must be carried In air-proof containers. preferably jars with
lids that screw aD, though the Krogan carry theirs in tightly
closed shells.

Social Status and Wealth==================
Status is very important in some parts of the Witch World

and relatively unimportant in others.
Jobs in the Witch World are what you could expect of a TL3

civilization. The society is sharply divided inlo laborers and
elite. A boy or girl who doesn't want to be a farmer or tannery
worker may elect to take up arms and become a Blank: Shield 
a mercenary soldier - or aGuardsman. Other occupations, such
as Noble or Falconer, are hereditary.

The role of women in the Witch World is a greater one than
is usually encountered in a society of this Tech Level. Estcarp is
an open matriarchy and in many other countries women wield
power independently of men.

Character Creation

Money
The Witch World deals more in trade and barter than in cur

rency. Karsten is the only country that has regularized its
monetary system, using wedge-shaped bils of silver as coins,
and this coinage is used as the standard for gaming purposes.
One silver bit equals one $. Gold is so scarce it is used only for
jewelry. Gems, even small ooes, are very valuable and amber is
highly prized, as is spider silk.

Quan Iron - not iron at all, but an artifact from the past (see
p. 96) - is the most valuable commodity available. A trader
who braves the Waste to bring back quan iron is entitled 10 ask
for whatever he can get in rerum for h, and whatever lhe traffic
will bear becomes the going rate. Unless they are desperate,
most adventurers prefer to hoard whatever quan iron tbey
stumble across rather than sell it. In any form, it protects against
rbe Shadow. Depending on the adventurer's tastes, it can be left
as is, or made into an amulet or jewelry .

Social Level and Cost of Living
Although the definition of social levels varies in different

parts of the Witch World, it generally conforms to that given in
the fantasylMedieval Example in the GURPS Basic Set (see
p. BI91).

Status doesn't always correspond to a specific standard of
Hving, but it does give the best general indicator. Therefore, the
normal monthly cost of living is determined by the PC's status
- use the table on p. B191. .

Note that living below your social level in "civilized"
countries - such as Karsten, Alizon, ArvOD. and many parts of
High Hallack - may reduce your status. Roll vs. IQ each
month; a failure reduces your status by I. The point value of
your character drops if your status drops; you don't get the
points back. The standard of living is oot as related to status in
Estcarp, Escore, and some partS of High Hallack. In these areas,
status is related more to abilities and it is not necessary to keep a
corresponding slIDldard of living. For eumple, Witches of
Estcarp have status levels ranging from level 1 for a newly
graduated Witch to level 6 for the Guardian of Estcarp, but they
all live rather simply.



Jobs Table====================;;;;;
Job (Prtrtqulslus), Monthly 111£ortU

Poor Jobs
Street Beggar· (no qualifications), $100
Street Vendor* (no qualifications), $150
Farm Worker (lQ 9+), $200
Petty Thie~ (DX 11 +, Stealth 11 +, Loclcpicking or Pickpocket 10+), $250

Struggling Jobs
Servant (Savoir-Faire 13 +, Status -lor higher), $150 and room and board
Laborer (ST 10+), $200
Traveling Craftsman (Cobbler, Tinker, etc.)· (Craft slcill 11 +), $25
Clerk (Accounting 12+), $300
Thug· (Brawling 11 + or any Weapon 11 +), $400
Traveling Bard· (Bard 10+), $400

Guardsman or Army Private (Weapon skill 12 +), $250
Blank Shield· (Weapon skill 13 +), $200
Wise Woman (IQ+Magical Aptitude 10+,7 spells), $200
Sailor'" (Seamanship 12+), $250

A. verage Jobs
Shop Owner (Butcher, Balcer, etc.)· (professional skill 12+, own shop), $450
Bureaucrat (Administration 12+, Status 1+), $550
Skilled Craftsman (Craft skill 13 +), $(Craft skill x 30)
Animal Handler (Animal skin 13+), $650
GUlble~ (Gambllng II +), $700
Healer (Physician 12 +, Starus 0 +), $800
Guards or Army Sergeant (Weapon skill 14 +, Tactics 11 +,
Leadership 12+), $450
Witch (lQ+ Magical Aptitude 12+, 15 spells, Status 1+), $200 + room & board
Wise Woman (IQ+~gicalAptitude 13 +, 15 spells), $500
Ship's Officer· (Seamanship 14+, Leadership 12+), $600

Comfortable Jobs
Master Craftsman (Craft skill 15 +, own shop), $(Craft skill x 60)
Smugg]~ (Merchant 10+, Streetwise 12 +), $1,200

Physician (physician 14 +, Swus 1+), $1,200
Guards or Army Officer (Tactics, Strategy, Leadership all 12 +), Sl,ooo
Guards or Army Senior Officer (Tactics, Strategy, Leadership all 13 +), $1,800
Witch (lQ+ Magical Aptitude 15 +, 20 spells, Status 2 +), $800 + room & board
Ship's Captain· (Se;tmanship 14 +, Leadership 15 +, Tactics 12 +), $1,200

Wealthy Jobs
Member of Noble Family· (Status 3+), $3,000
Titled Noble. (Status 4+), $5,000
Councilor of Estcarp (IQ+Magical Aptitude 20 +, 30 spells, Status 4 + ), $5 ,000

Success Roll Critical FaUun

10 -li/3d
IQ-I Id,-2i
12 LJ
PR 2d. 3 months injail

PR U
ST-I U
PR -lIl2d
PR U
PR-3 3d/3d, 1 year injail
PR Id (rotten fruit

3d (rocks)
PR·2 3d/U
PR·2 3d/3d, -21
IQ+ Magical Aptitude -21.2d/-3i,3d
PR -3i/-6i,4<I

PR-l -2i/-6i
PR + Status LJIU, -1 Status
PR U/4<I
PR LJ/4d
PR-2 -lOiI-IOi, 3d
PR -3i1-3i, -1 Status

PR-2 3dJreduced to private
IQ +Magical Aptitude 2d
IQ + Magical Aptitude -2i,2d/-3i,3d
PR -3 i1-6J,4d

PR -6i/4<I
PR-2 10 yearsjail/6d,

crippled
PR-I -21/-101
PR-I 3dIreduced to Sergeant
PR 3d/reduced to Officer
IQ + Magical Aptitude 2d
PR -3U-6i,4d

Status+8 AUowance cut 20%
Starus+ 10 -2l/-} Status
IQ+ Magical Aptitude -2i1-41,U
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quirks and spells and other skills. It costs 30 character
points to be a member of the Old Race, including the ad
vantages listed above. This leaves Feather with 70 points
to spend on other, very important things.

Selection of Advantages
The Magical Aptitude advantage is essential if Feather

is to be a Witch - or any other kind of mage in the Witch
World. At levell, this costs 15 points.

All Witches are taught to read and write as part oftheir
training. Therefore Feather will have the Literacy ad
vantage. However, literacy is common in the Witch
World, and this advantage does not cost any points.

Even if the GM chooses to prohibit or limit other
Patrons in the campaign, the Council of Witches of
Estcarp must be included; furthermore, since it is com
posed solely of women, it pleases the Council to be known
as a Matron (see p. 61). She will be working for the Coun
cil and they will generally be willing to aid her. She takes
a 3D-point Matron advantage (for a 3D-point Matron ap
pearing fairly often).

Feather has been drawn to animals since she was a lit
tle girl. She fiods them to be much more agreeable - and
more reliable - than most of the people she has known.
She takes the Animal Empathy advantage (5 points); this
will also aid ber in her spells of Brown Magic.

We've spent 55 character points 00 advantages, but we
only had 50 points available. It looks like we need to con
sider some disadvantages for Feather.

Character Attributes
Since IQ is the most important attribute for using

magic, we spend 30 points to give Feather an IQ of 13. She
has devoted most of her training to her mind instead of her
body - we will give her a ST of only 9 (for a total bonus
of 10 points). This gives her a ST 9, OX lO,IQ 13 and HT

lO'
Subtracting 20 points for attributes from her previous

total of 70 leaves Feather with only 50 points for the rest
of her character development.

Personal Appearance
Feather is ofaverage appearance. Witches are seldom

dazzling beauties; they tend to be a little anorexic for one
thing, and not concerned with physical attractiveness for
another. She is right-handed. Like others of the .Old Race,
she has light skin, and black hair and eyes. Her eyes
dominate her face, which is pointed and small of chin,
rather like the face ofa cat. Also like most of the Old Race,
her height is slightly above average; she is 5' 7" and
weighs 110 pounds after a good meal, which she seldom
bothers to eat.

Racial Characteristics
Our Witch Feather, like all sworn Witches of Estcarp,

is a member of the Old Race. This means that she can ex
pect to be. extremely long-lived, unless she dies by violence
- which would not be at all unusual for a Witch of Estcarp
during these perilous times. She is also very resistant to
mental control with a Strong Will advantage (Level 2).

Like all of the Old Race in Estcarp, she speaks the
common language of the Witch World.

As a beginning character, Feather bas 100 character
points to spend on attributes, advantages, disadvantages,

Creating a Witch Character ===============
Arathea went to the Place of Wisdom at age six. At

that time, she discarded her birth name for the nickname
Feather. She trained for twelve years and now, at age
eighteen, she is ready to venture out into the world. She's
easy to visualize. Although whip-thin, like all of the Old
Race, she can endure a tot.

A Witch is no stay-at-home. Feather is the kind of
witch who goes out into the field. riding with Guards andl
or Borderers, taking what comes - that much we know,
but that's about it for the moment. Background and his
tory, likes and dislikes, advantages and disadvantages,
quirks (and Witches are full of them!), will come later.
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Selection of Disadvantages
As a sworn Witch of Estearp, Feather has a phobia

against the loss of her virginity (parthenomania) - she
knows that she will have to remain a virgin as long as she
wants to keep any of her Witch Power. This disadvantage
is worth 20 points.

Nwly all of Feather's adventuring will consist ofcar
rying out missions for her Matron, the Council ofEstearp.
She takes a IS-point Duty disadvantage for a duty
demanded almost all the time.

The Old Race of Estcarp - and the Witches in par
ticular - have never been on good terms with their neigh
bors. Karsten and Alizon are definitely enemies to Feather
and to all ofher sisters - worth 10 points (2o-point enemy
halved for appearing quite rarely) each.

Physical disadvantages for a Witch wouldn't make a
good player character, but we'll go for one additional men
tal disadvantage. Witches tend to think very highly of
themselves - and they expect everyone else to do so as
well. Why not add the Overconfidence disadvantage for an
additional 10 points?

This brings us to a total of 6S character points for
duties, enemies and other disadvantages. Note that more
than 40 points ofdisadvantages are allowed because most of
the disadvantages taken by Feather are common to all
Witches (see p. 44, B26). This offsets the points spent on
advantages, leaving 60 points remaining for spells and
other skills.

Quirks
Witches have lets of quirks. They think men are bare

ly fit to fight, let alone rule. They are not very talkative.
They love solitude and keep to themselves. And then there
are the individual quirks. For Feather, we cbose these
quirks: she is a little ashamed of her family background;
she spends time talking to small animals; she is not only in
different to men, she feels active contempt for them; she
loves solitude and she dislikes unnecessary chatter.

Five points for quirks brings us up to 65 points avail
able for spells and other skills.

Cbar'Kter Story
Feather comes from Social Level -1. Her father is a

tenant farmer in the plains just at the edge of the Barrier
Mountains and her mother earns a little extra money by
raising a few sheep and selling the loquth cloth she spins
and weaves in her spare time. No one from either side of
her family was anything out of the ordinary or had ever
shown any aptitude for magic as long as anybody could
remember, until Feather's birth. Privately, Feather's
father. Armon, wonders if there wasn't some funny busi
ness going on with his wife Gryseld and a troop of Blank
Shields passing through about the time of Feather's con
ception. But Gryseld is blameless; Feather's appearance

and talent is just one of those things that happen in all
families now and then.

Feather spent her early childhood roaming the hills,
and learned to love the outdoors. She lives in the period of
time after the Great War. The Witches are anxious to re
fill their ranks since so many of them perished in the Turn
ing. Periodically the Council issues a Sending; with a few
other girl-ehildren who responded, Feather began her
trainjng at age six.

Skill Selection
Witches in the field frequently don chaiomail. take up

sword and dart gun. and ride with troops. Feather's real
talents lie elsewhere but she wants to be able to defend her
self in a pinch. So she bas Knife at level 10 (1 point) and
GunsITL7 (Dart Gun) at level 13 (2 points) - including
the bonus to Guns skill because of her IQ,

Although she cannot yet afford a horse. she wants to
be able to ride one if it becomes available. So she takes
Riding (Horse) at level 9 (l point). She gets a +4 bonus
because she has Animal Empathy giving her a Riding skill
of 13. When she gets her own horse, she will get an addi
tional +5.

She takes Naturalist at level 14 (6 points) in order to
become skillful in using herbs. Tbis is the backbone of
much of the Witch World's magic, healing, and everyday
life. She also learns First AidITL3 at level 14 to complete
her training as a healer (2 points). Learning to survive in
the mountains comes very easily. since she grew up in the
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outdoors. She takes Survival (Mountains) and Survival
(plains) at level 14 (4 points each).

The total fur worldly skills adds up to 18; the maxi
mum she can spend, since she is only 18 years old. That
leaves 47 points for spells.

Spell Selection
With an IQ of 13 and Magical Aptitude I, Feather has

an effective IQ of 14 for learning spells. She can gain an
additional +1 or +2 fur casting spells by spending extra
time concentrating and focusing her Power through her
Witch Jewel (see p. 95).

Feather has always communicated easily with the crea
tures of nature, and ber Animal Empathy advantage is a
prerequisite for some spells ofBrown Magic. She takes the
Beast-Soother, Beast Summoning, Bird Control, Mammal
Control and Beast Speech spells. She takes Beast-5ootber,
Beast Summoning and Mammal Control at level 14 (4
points each) and the rest at level 13 (2 points each) for a
total cost of 16 points. With her Jewel she can cast - and
maintain - any of these spells at level 15, taking ad
vantage of the reduced energy cost. She spends the extra
points on Beast-Soother and on Mammal Control because
she may need them in a hurry; she might not want to take
the time to concentrate.

Instantaneous long-ilistance communication is one of
the skills the Council uses to hold Estearp together, so all

Witches are encouraged to learn Telepathy. Feather learns
the Telepathy spell at level 14 (8 points) so that, with the
aid of ber Jewel. she can cast it at level 16. She learns its
five prerequisites of Blue and Yellow Magic. (Sense Foes,
Sense Emotion. Mind-Reading and Mind-Sending were
ta.ken at level 13 (2 points each) and Truthsayer at level 14
for a cost of 4 points. This gives a total cost of 20 points
for Telepathy and its prerequisites.

musion has long been a staple of the Witch's reper
toire. Feather learns three spells of Yellow Magic 
Simple musion, Complex musion and Illusion Disguise at
level 13 (2 points each). She also learns Orange spells of
Light and Voice and the Indigo spell of Sound at level 13
(2 points each) fur a total cost of 12 points. Since she can
cast a Simple or Complex musion at level 15 with the aid
of her Jewel, she can maintain these spells indefinitely at
no energy cost.

Her spell selection, at a total cost of 47 points, com
pletes Feather's description. All 100 points have been
spent - her adventuring success will tell how well we did.

Equipping a Witch Character
Feather starts with $1,000. Her Matron - the Council

of Estearp - furnishes her with her gray loquth~loth robe
and some basic shoes, which can double as everyday cloth
ing. In addition, she has her most valuable possession 
the Witch Jewel which she keeps for the rest of her life.

The COWlcil also supplies her with an herbbag with an
assortment of prepared medicinal herbs - Angelica root,
Chamomile decoction, Hyssop, Trefoil, and Plantain plus
a small supply of precious mbane. When she runs out,
she'll have to find and prepare a fresh supply herself.

For protection, she wears light leather armor ($210)
and she carries a dart gun ($300) with three clips ($10
each). She purchases five boxes of 20 impaling darts ($20
per box), a large knife ($40), and a dagger ($20).

For living in the field. she chooses a set of personal
basic equipment ($5), a one-person tent (S50), a small
backpack ($60), a small pouch ($10), and a sman wineskin
($10). She buys a supply of joumeycake - enough to last
14 days (regularly $4 for one day's supply, but with her
courtesy discount sbe pays only $2 each). After filling her
wineskin with water (no charge), she's ready to begin the
adventure. These items cost a grand total of $863. Of the
remaining $137. $100 is left for safekeeping with the
Council in Estearp; she is carrying $37 in silver coins.

Feather is carrying equipment weighing a total of 36
pounds, mostly in her backpack. Since she has ST 9, this
is light encumbrance and she can move at a speed of 4 (her
basic speed of5 reduced by 1).
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CHARACTER SHEET

Name

Appearance

Background

Feather Player _

5' 7" , 110 Ibs. dark hair and eyes, slender

The Old Race, A Witch in Escarp, Literate, Longevity

Date Created

Unspent Points

Sequence

Point Total

14

12

10

14

13

13

14

13

14

14

14

13
12

14

14

13

13

13

13

13

13

2 13

2 13

2 13

-5
65

85

100

PoinJ Total

20

PI. Cost Level

Knife PIE 1
GUIIJl (Pislol) PIE 1
Riding (Horse) PIA 1
Natural.isl MIH 6
Survival (Mounta.in.s) MIA 4

(Plains) MIA 2
Fint AidffL3 MIE 2

Beast-soother (Brown) 4
&ast Summoning (Brown) 4
Bird Control (Brown) 2

Mammal Control (Brown) 4
Beast Speech (Brown) 2

Sense Foes (Blue) 2
senre Emotion (Blue) 2

Truthsayer (Yellow) 4
Mind-Reading (Yellow) 2
Mind-SCndiog (Yellow) 2
Telepathy (VH) (Yellow) 8
Simple illusion (Yellow) 2
Complex illusion (Yellow) 2
lliuslon Disguise (Yellow) 2

Voice (Orange)
Light (Orange)

Sound (Indigo)

SUMMARY
Attributes
Advanlages
DUadvantages
Quirks
Skills
TOTAL

10

8

10

1

40 1
20 \.4
S

so 5

30 3/4

28 3 th

60 3

37

210 10

100 1 \.4

100

300 2

lJu.16

SKILLS

Clips (3)
Dart Gun 11

Imp Darts (100) Imp Id II

Malt cdt.

Left for safekeeping

ST 7

Backpack (sm) (4Olbs.)

TOlau: $1,000

Large Knife cut/imp Id-2 10

Journeycake (14 days)

Water (1 gal.)

Rei -1

Dagger Imp Id-3 10

Personal basic equip.

Silver Coins

Smallwineskio (1 gal.)

WEAPON RANGES
Weapott SS Ace ~ Drtlg Mar

Dart Gun 9 1 SO ISO

RaP 3/tum

Tent (1 penon)

Small pouch (3Ibs.)

o
SMc/d12

BASIC
DAMAGE

FATIGUE

Swing:~

111rust: Id-2

54
=M(lVf

DAMAGE RESISTANCE
Armor

-----;........T

==~Ught::=Lea=:ther======:=I::::~ 1L

ACTIVE DEFENSES Gray robe
DODGE PARRY BLOCK Herb bag

Light Leather Armor

HITS TAKEN

BT 10
0

BASIC MOVE

Mvmt
SPEED

5 4
(HT+D /4 B4IIc- Ene.

ENCUMBBRANCE PASSIVE

DEFENSE "'RE-A·CTJON +/- __Overconfidence: +2/-2
one (0) .. 2 X ST 18 AmIOT; 1 Animals: Wild +2 Tame +4· Status 1
8M (l) c 4~ ST 36 ShJ~/d :

M~d (2) .. 6 ~ ST S4 ~ WEAPONS AND POSSESSIONS
Hvy (1) Ie 12 ~ ST 108 ~ 1 Item D(J11'IIJg~ Skill j WI.

-h (4) "" 2fh ST 180 L TYpe Amt. Lzwi
Witch Jewe!

Pt. ADVANTAGES
Cost •ISADVANTAGES, QUIRKS
30 Race: Old Race (inc. Strong Will+2)

15 Magical Aptitude (Levell)
5 Slatus (Levell)

30 Matron: Council ofWitehes ofBstearp

5 Animal Empathy

·20 Partheaomania
-15 Duty; Council o(Wltr.hes ofE5t.carp
-20 Enemies: Kantell; Allzon

-10 Overconfidence
-1 Quirk: Ashamed of family background

-1 Quirk: Tallcs to small anlmals
-I Quirk; Loves solilllde
-1 Quirk: Feds contempt for men

-1 Quirk: Dis1iJces chatter

Pt.
Cost

If 9
-10

DI 10
0

18 13
30
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f]RfrnofRe of _F_ea_t_he_r_th_e_W_i_tc_h _

page
00. apell eame class

ek11/ time to cose w cost w
IeoeI cast ba~ador.J caSC rna/Doole

188, M2I, BISS . Beast-Soother Reg 14 t sec. see note 1-3 - Permanent until animal
is disturbed.

88, MlI, HISS Beast Summoning Reg 14 1 min. 3 2 - Double cost for many ani-

mals (about Io-mile radius).

88, M22, HISS Bird Control ReglR-IQ 13 lsec. 1 min. 4 2 I large or a flock of smaller
birds (about 100 Ibs. total)

88, M22. BI5S Mammal Control RegIR-IQ 14 I soc. t min. S 3 I large or several small ani-

mals (about 100 Ibs. total).

84, M25, HISS Beast Speech Reg 13 1 sec. 1min. 4 2
84, M2S, HISS SeoseFoes Info/Area 13 1 sec. Inst. 1'" - ·Minimum cost 2.
84, M2S, HISS Sense Emotion Reg 13 lsec. Ins!. 2 -
82, M2S, HISS Truthsayer InfolR-IQ 14 1 sec. lnst. 2 - Tells whether subject lied in

last.5 min. or whether last
thing said was a lie.

~2, M26, HISS Mind-Reading Reg 13 10 sec. I min. 4 2 -2 if language not known;
-2 If different race;
-4 if very allen.

182, M26 Mind-sending Reg 13 4 sec. t min. 4 4 Use long distance modifiers
on p. MIO; -4 if subject is
Dol known.

~9, M49, B163 Ugbt Reg 13 1 sec. 1 min. 1 1 The Iigilt moves at speed S.
tss, M69 SoWld Reg 13 I sec. varies varies Ilinin. Costs 1 for S seconds;

2 for I minute.
80, M69 Voices Reg 13 t sec. 1 min. 3 2
82, M45 Simple Illusion Area 13 1 sec. I min. I lh Dispelled by touch, att3Ck

sPells ~cept Control illusioo
I, M45 Complex illusion Area 13 1 sec. t min. 2 1 DR 0, HT I, melts if broken.

~2, M4-6 Illusion Disguise Reg 13 1 sec. until 3 - Counts as single spell "on."
illusion
ends

182, M26 Telepathy Reg 14 4 sec. 1 min. 4 4"'· Subject must be willing;
-4 to eavesdrop; long dis·

.-- ance modifiers on p. MIO;

T
no distance cost if subject

r is expecting call. .. +4 tot
,

Ai maintain for each additional
\ person to linJc.
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Feather's Witch Jewel gives
+1 if she spends twice the
required time concentrating;
+4 if she spends four times
the required time.
Feather must speak a few
quiet words and make a ges
ture to activate all her spells.



",-

4
Magic is an integral part of life. It is used by Witches in Estcarp,

Wise Women in High Hallack, sorcerers in Escore and others
throughout the Witch World.

Magic draws upon an energy called mana which is present
throughout the Witch World. In general, the Witch World is a normal

mana world (see sidebar, p. B147). Only mages (characters with the Magical
Aptitude advantage) can use magic, and spells work normally according to the
spell descriptions. There are a few sites - remains of places used by the Old
Ones in Escore and in High Hallack - which are high mana areas.

It is possible in the Witch World to travel through Gates to other worlds with
either high or low mana - or even with no mana. Many of the powerful adepts
of ancient Escore disappeared forever from the Witch World when they created
Gates to low or no mana worlds and had no magic to enable them to return.

There are hundreds of different magic spells, each with a different purpose.
The spells in the GURPS Bask Set are adequate for some Witch World cam
paigns. For powerful Witches or Adepts, GURPS Magk will be needed. There
are also seven new spells specifically for the Witch World (see pp. 77-88).
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GMingMagic
Creativity and Imagination are required

for the Game Master of a magical game
world. It is impouible for any book to
define every possible interaction of every
spell, or even every possible 1lS4 of each
spell. The better the players are, the more
often they will come up with something un
expected!

Tbe general rule is: Pre5erve game
balance, but make it fun. Don't allow any
spell use that short-circuits the whole ad·
venture. But, as much as possible, reward
creative use of spells.

Ma~ic

Learning Magic
In the Witch World, spells can only be learned and used by mages (those

with the Magical Aptitude advantage).
There are three methods oflearning a new spell - from a teacher who knows

that spell, from a textbook or from experience on an adventure. Any player start·
ing a character with knowledge of any spells must explain to the GM's satisfac
tion how and where the spells were learned.

The Natural Spellcasting advantage provides another way for a character to
Jearn new spells (see p. 58), but it works only in emergencies and is not very reli
able. It is, however, a way for a male to become a mage in a world where this
talent is usually reserved for women.

Fmdiog a Teacher
Magical spells are taught like any other skills - ifa teacher can be found. In

the Witch World, there are few freelance teachers of magic. The Council of
Estearp will not teach spells to anyone who is not a sworn Witch. No one can
simply wander into Es City and find a Witch who will teach a spell. An inde
pendent Wise Woman might be willing to teach a spell to a female, but she is not
apt to know many spells.

A sworn Witch ofEstearp will have completed formal training by the Coun
cil at the age of 18. She can begin with any spells desired - with a few excep
tions (see p. 76) - and will have no trouble finding a teacher for any spellicnown
to the Council of Estearp, as long as she stays on good terms with the Council.
Because of the intensive nature oftbe training provided by the Council, she may
spend up to a total of three times her age on spells and magical skills. Since most
of her time has been spent studying magic, she may spend no more than one
times her age on non-magical skills. A sworn Witch should take the Council of
Estcarp as a Matron (see p. 61).

A Wise Woman will normally have been trained as an apprentice by an older
Wise Woman. Her choice of spells will be more limited, since she can only have
learned the spells known by her teacher, and these will tend to be herbal skills.
A young Wise Woman may take her teacher as a Matron (see p. 61); in this case
she will have a teacher available to teach her new spells as play proceeds. Or she
may start play after leaving her teacher to make her own way in the world; in this
case, she may have trouble finding a teacher for additional spells.

Neither a Witch of Estearp nor a Wise Woman is likely to teach a spell to a
male character; to them magic is woman's business and they look with grave dis
pleasure on any male who attempts to use it. This makes it very difficult for a
male to find a teacher.

There are sorcerers in Escore who would be happy to take anyone (male or
female) as an apprentice, but they would be difficult to find and the price - not
always in money - may be higher than expected! A sorcerer may be familiar
with spells not known to the Council of Estearp, but rus search for power may
have led him to the Shadow (see p. 7). If a student is too hungry for power, the
GM should consider all of the effects of this hunger, and proceed accordingly.
The Shadow is always looking for converts.

A beginning character may not start play knowing any spells unless he or she
has had a chance to learn them in past life, and the life history must convince the
GM. While a female character will generally not have any trouble explaining a
teacher in her past (even if she is not a sworn Witch and no longer has a Wise
Woman as a Matron), this could be very difficult for a male character. And even
if a player manages to convince the GM that his male character has the right
background to have been taught some spells, the GM will probably require an
Unusual Background advantage (see p. B23).
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Finding Textbooks
Like any other intellectual skill, magic can be learned without a teacher (see

sidebar, p. B146).
Most magical textbooks are found in the Archives at Lormt. Powerful spells

can be found along with a huge and largely uncatalogued assortment of whatever
appealed to the residents through the years - histories, romantic tales, collec
tions ofunrelated anecdotes and recipes for curing dandruff. Lormt contains the
remnants of the ancient records the Old Race brought with them. The archives
are Dot under the Witches' control; they are maintained by both male and female
scholars, most ofthem anti~social and elderly. However, no one can just wander
in off the street and ask to study the spellbooks - anyone studying at Lormt
should have aPatron or an Unusual Background to explain his request for the op
portunity for study. There-'are no teachers of magic at Lormt; all studying is at
half speed.

In addition, even with permission to study at Larmt, no one can count on
finding abook explaining any specific spell- the Archives do not have an index
or catalogue of available spells. However, browsing has its own rewards. It is
possible to find an explanation of a lost spell while looking for abook on a well
known one; the availability of any specific spell is left up to the GM.

There are scrolls and books abandoned in some of the ruins in Escore. but
they would be difficult to find and might be very dangerous to use.

/mportanJ Note: The doubled cost for learning spells without a teacher
would also apply to spells known by a beginning character, if the character's
background required him to have learned the spells without a teacher.

Improving Spells Through Adventure
Character points earned on an adventure may be used to learn new spells as

well as to improve skills in spells already known (see p. B82). The character
points may be used to improve spells used significantly during the adventure in
which the points were earned, at Donnal character point cost, even without a
teacher, if - in tM GM's opinion - the use of the specific spell was enough to
provide real practice in its use.
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Secret SpeUs
There will be many occasions when

others won't know what spell a mage is
using - especially if she knows it well
enough to cast it silently and without ges
tures.

In general, when a spell has no 0b
vious, visible effect, it can be kept a secret.
P1ayerli' can tell the OM privately, ifneces
sary, what spells are being usa:I. But magi
cal battles will he much more interesting if
only the OM knows exactly what protec
tive spells have been cast.

Magic RUua1s
Magic usually relies upon the use of

ritual gestures. movements or physical
manifestations. In the Witch World, spells
are normally cast by speaking Words of
Power (see pp. 74-75) or by tracing signs
and symbols in the air.

If the spell ls successful, the traced
symbols will often glow - and the spoken
Word will even be visible. The color oftbe
glow will reflect the "color" of the spell
cast, and its shade can even tell an 0b
server whether it Is based on the power of
Light or Shadow. An observer looking
directly at the spellcaster gets an IQ roll to
recognize the colors (against IQ (or a mage
and 1Q-4 for a non-mage; with apenalty of
-2 for minor dislTactions, and -4 for·com
bat or similar major distractions). Ifthe ob
server is another mage who knows the speU
being cast, she will also generally recog
nize the spell. Tbe IQ roll is at lQ +2.

This roll Is not automatic - !he 0b
server bas to notice the words or gestures
and attempt to identify them.

Magic



The Naming of Witches
A Witch never divulges ber IrUe DAme.

If someone knows a Witch's true name,
!hat person has immense power over the
Witch (see Rulsud Spllh and True
Names. tbis page). Thus, as part of their
training, Witches go through an Unnaming
process.

UnnRming begins as soon OJ the fled
gling Witch beginJ training with the Coun
cil of Witches at the Piace of Wisdom. She
"dies" to the outside world. The name her
pa.re.ots gave her ceases to be !pOken and
Abe takes a nickname in its stead - either
she chooses one herself, or one l! given to
her. When she receives her Witeh Jewel
(see p. 95), she dlscovers that the name
written in its depths l! the half-forgotu:J1
ooe her parents gave her - and thus she
learns the power of her birth name.

Learning SpeUs
Some magCi wish to learn as many

spel1l u possible. They learn each ODe at a
moderate levd of skill - 12 or 13 - aDd
go on to the ~xt speD. "Whatever the
slwation," they reason, "I'll have a spell
to roit."

Others choose to learn each spell very
thoroughly before proceeAing to the next
- up to slcill levels of 15 or even 20. "I
will almost never fall," they think, "and
my doep knowledge of my spc.11J means
!hat I will need Uttle energy to cast them. "

Who is right~ Both, and neither. Both
approaches are valid. But !he brash young
Witch who quickly learns 20 or 30 spells
may need to go back and improve her
lcnowledge - until she is a master of both
quantity and quality.

Magic

Casting Spells
The use ofmagic is always very draining to those who use it. If this were not

the case, a Witch would be virtually all-powerful, and Estcarp would have no
need for g\lards or forts along its borders - no need for anything save the Coun
cil of Witches at Es Castle. Any user of magic is summoning forces not fully un
derstood, and the results are sometimes not as the spellcaster expected.

Success and Failure
Spell casting uses the rules fur success and fuilure in the GURPS Basic Set

(see pp. B146-147). Critical spell failures use the Critical Spell Failure Table 00

p. B147 with the following modifications:
On a roll of3, the spell fails entirely and the caster takes Id damage - noth

ing protects. If six hhs ofdamage are taken at one time, the Witch Jewel (if being
used while casting the spell) shivers in its setting, cracks and falls into powder
(see p. 95).

On a roll of 18, the spell fails entirely. Some force of the Shadow has been
awakened by the attempt to call up Powers beyond the caster's abilities - the
GM chooses the awakened power. If, in the GM's opinion, the caster and the
spell were both perfectly pure in word, thought and deed, roll again and sub
stitute a lesser penalty.

Resisted Spells and True Names
Knowledge ofa person's true name - or birth name - gives extra power to

Witch World magic, applying to any spell which may be resisted (see pp. B150
151). If the caster of a spell knows the true name of the subject and uses this
name while casting the spell, the subject's resistance roll is made at a penalty of
-2. This is why Witches are careful to conceal their birth names (see sidebar).

Words of Power
A Word of Power is the true name of one of the Old Ones. This Word is used

to allow the speaker or writer to summon the protection or service of the Old One
(see p. 6). In some cases, the Name itself is protection enough without needing
the intervention of the named Old One. In other cases, a Word is used in an ac
tual summoning and is useful only if answered.
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A Word is used in one of three ways - it may be spoken, drawn with a
fingertip in the air or permanently traced on some surface. In any case, it must
be learned before it is used. '

Although anyone can parrot a Word that is heard or trace a Word that is
seen, this will rarely have any magical effect. Learning Word! wen enough to
use them involves the use of difficult vocal techniques in pronunciation; an un
trained practitioner cannot tell the difference between a Word being used and one
merely being said, just by listening. It is, however, fairly easy to learn to recog
nize specific Words if they are seen or heard again.

Long study and meditation are required to leam these vocal techniques. Only
someone with Magical Aptitude is able to understand a Word well enough to use
it, or even to study them at all. Learning Words ofPower is a MentallHard skill.

usser Wol'dr
The Lesser Words are those names which, through common usage, have

taken on some Power. For game purposes, they are indistinguishable from
spells. They are learned and used exactly like spells - their use requires speak
ing the Word aloud, tracing the Word in the air or subvocalizing the Word,
depending on the slciJI with which the Word (or spell) is learned. There is no
necessity to distinguish them from spells, although the GM or players may
choose to do so.

GrNI Wonts
The Great Words are names of extremely powerful Old Ones. Speaking one

ofthese Great Words is calling on the named Great One to appear and to perform
some kind ofservice. These Words are very powerful but very unreliable. Many
of the Old Ones have left this world through Gates leading fur into the past, and
they either cannot or will not return to answer a call. Even if they do return and
answer. there is no guarantee that they will be pleased to be called.

A Great Word is learned like a spell, generally from studying ancient texts.
Unlike most spells the Great Words cannot be practiced. Anyone who calls one
ofthe Great Ones just to see if he is there is going to regret itl Tbus, despite care
ful study J the mage never knows for sure what will happen until he speaks the
Word.

The results of speaking a Great Woed are left to the GM. The Word may not
be answered, either because the named Great One is DO longer available or for
any other reason - or for no reason at aU. If the Great Word is used without
need; if the character is not worthy of the attention of the Great ODe; or if the
Great One is just in a bad mood, the results of an answer can be disastrous.

It is also possible that the Great One will answer the Word favorably. The
results wiU be up to the GM, but could be anything - a deus ex machl1UJ is cer·
tainly possible.

If the OM desires, the Great One may become a Patron for the PC (extreme
ly powerful) - worth 2S or more points, with the cost modified by the frequen
cy ofappearance (see pp. B24-25). However, this cost may be partially offset by
a corresponding Duty to the Old One (p. B39).

The decisions on whether or not a called Great One becomes a Patron and
whether or not there is a corresponding Duty (and if so, what the Duty is) - as
well as the resulting costs in character points - are left entirely up to the GM.
The player bas no choice - if be didn't want to gamble, he shouldn't have
spoken the Great Word in the first place. If the GM decides the Great One has
become a Patron, then all unspent and future character points go towards paying
for this Patron until the debt is retired.
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Witchcraft and Sorcery
The distinction between witchcraft and

sorcery was made as follollli by the Witch
Kaththea Treganh in Andre Norton's Sor
ceress of the Wilch World:

Magic sJand4 in 1l4I() houus. The wilch
js 0114 bom 10 her craft. and her power Is
ofIh• • artll, ofgrowi'lg things and lItIhm if
of rtJl/UTI. If she I7l4US a pact wlJ1t In,
Shadow dt.n .rhe IJD1U 10 dto.r4 things of
,vil wlUch abld, on ,arlit - Ih,r, ar,
growillg thing.r 10 harm as wen as heal.

71u sorcerus may be Q born wilch who
slrivlllO cUmb lUghv in her craft, or she
may be on. widtouJ the sift who painfwlly
IItullf 10 we Ihe Pow".. And agaill she
choosu~In lighJ and diui.

A Witch or a Wise Woman begins her
studies with Brown or Green magk. She
learns to understand and use natural for
ces. As her knowledge increases, she
walks an Increa.ringly fine line betwoen the
Light ancH&c..SUdow.

A sorceress may wo begin with astudy
of Green or Brown magic. Or, she may
concentrate on CODtrolHng forces and
bendlng them to her will. But whether
Witch or Wise Woman. sorceress or
Adept. a magic user must always choose
betwoen Light and Shadow.

/"
I
I
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Light and Sluulow
The distinction belWee.o Light and

Shad09l is of fundamental importance for
all users of magic on the Witch World. A
mage chooses between Light and Shadow,
and all of her magic is restricted by that
choice. Keep in mlnd that the choice is not
always conscious, bowever. Many of the
Sorcerers of Bscore started out searching
for Power in order to do good, and were
then corrupted into searching for Power
for its own sake without regard to the coo
sequen<:es. The doctrine that the end jus
tifies the means, wben applied to magic, is
one of the quickest ways for a Sorcerer to
become captured by the Shadow.

Most spells are not inherently part of
the Light or of Shadow but can be used
either way. Some, however, always con
lain pan of the Shadow no matter how
good the intentions of the one who uses
them.

Magic Ingredienu
Traditionally, every mage hll5 a bag (or

a box, or a wagon) full of lizard tails,
virgin's blood, mandrake root and other
spell ingredients.

That's the way it works in some worlds.
BUI ntOSt of the magic of the Witch World
requires only the mind - it is cast using
Words and/or gestures with no other in
gredients needed.

Different pwples throughOUl the Witch
World use magic in different ways. Por or
dinary speHs a Witch in Estcarp COD

centrates with her mind only, focusing
through ber Witch Jewel (see p. 95) to cast
her spells. Por higher level spells she also
U5eS words and gestures. The Wite.bes 
and parti¢ularly the Wise Women of High
Hall2c.k - use the powers of special herbs
found in nattlre in casting spells. There is a
list of some of the herbs of the Witch
World 00 pp. 104-10S.

The soroeren in Escore built most of
tbclr magjc through the study of Words of
Power I and these Words mUJt always be
spoken. Even the high-level Adepts who
built the Oates between worlds did so.

Tbe Bard Sages of High Hallack used
their songs to cast their spells.

Magic

Colors of Magic
In the Witch World, spells are divided according to subject matter into colors

instead of colleges as in the GURPS Bask Set (see p. 8149). The nine colors of
magic were described as follows by Kethan of Car Do Prawn - one of the rare
male mages in the Witch World - in Andre Nonon's The Jargoon Pard:

Some men speak ignorantly ofWhite Magic and Black, meaning that which
is wrought for the benefit ofmankind and that of the Great Shadow, which ever
threatens him. BUJ those welllnJo the Mysteries do not speak so - rather they
aver that Magic is divided otherwise, and each part has both a dark and a light
side.

There is Red Magic that deals with the health ofthe body, physical strength,
the art ofwar also. Secondly comes Orange Magic, which is a matter ofself-con
fidence and str(J1Jg desire. Yellow is the Magic of the mind, needing logic and
philosophy, that which the 1haumaIurgists most dealt in.

Green is the hue not only ofNatUre's growing things and fertility, but also
ofbeauty and the creating ofbeauty through man's own efforts. Blue summons
the emotions, the worship of whatever gods men believe in, prophecy. Indigo is
concerned with the weather, wiIh storms and the foretelling by stars.

Purple is a force that is drawn upon wari/y, for it carries the seeds of lust,
hate.jear, power - and it is far t{)() easily misused. Violet is pure power among
the spirits, andfew, even ofthe Voices, can claim to harness it. While Brown is
the Magic of the woods and glades, ofthe animal world.

Those ofthe woodlands about which I Jcn.ew aught were learned in the Green
and Brown. And ofall Magics, these are the closest to the eanh, the less easily
misused.

However, no one with the talent ever draws upon one Magic alone, but
mingles this spell with that, seeking to draw the innate energy of what is most in
clined to the result the sorcerer desires. All can be misused, thus coming under
the Shadow. But he or she who chooses that path reaches for a Power that may
recoil eleven-fold upon them if they have a stronger desire than they have talent.

•• •,E'
Spell List

On the following pages are lists of magic spells for a Witch World campaign,
and each spell is assigned to its appropriate color of magic. References are made
to the Spell List in the GURPS Bask Set (see pp. B154-164) and auRPS Magie
(see pp. M21-69). Ally changes are noted. New spells are described completely.

For characters moving between worlds, these changes in prerequisites only
apply to new spells learned in the Witch World - not to spells already known.

Spells for Summoning Elementals and most Enchantment spells are nearly
unknown in the Witch World - except perhaps by one of the few remaining
adepts in Escore. Although many spells have prerequisites of the same color, it
is not unusual for prerequisites to be of other colors.

Some spells are very common in the Witch World, These are marked with •.
Others are very rare and would be known only by powerful or unusual adepts.
They are indicated by··. These spells will not be taught to Witches younger
than 19 - and only rarely to those under 100!
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Regular (see p. M60)

RegulDr (su p. M45

Regular (see p. B158, M33)

Regular (see p. M2S)

Regular (see p. B158, M32)

Regular (set p. MSO)-

Regular; Resisted by HT (see p. M25)

Missile (see p. B159, M34)

Ana (see p. M33)

Rephu (see p. M34)

Regular (see p. M34)

Regular (see p. M34)

Regular (see p. BJ63, M49)

EnchanJment (see p. B160, M40)

RegulDr (see p. M60)

InstmIt RegeneTfltWn *.

HaJJ Aging •• Regular (see p. M45)
Prerequisite: Magery 2; M~or Healing, Cure Disease and

four additional Red spells.

Haste

Infravision
Prerequisite: Keen Eyes.

Hawk VISion (see p. MSO)
Prerequisite: Keen Eyes. Subject must not suffer from

Blindness or Bad Sfgbt disadvantages.

Heat

HuuJeT

Ignit~ Fin·

FaJigw

Fireball

Fireproof

FlamtJd

namIng Missiles

Rtzming Weapon

Rash

Fottify ••

Great Haste

Missile (see p. M34)

Regular (see p. Bl58, M33)

EncluuaJmenJ (see p. B160, M39)

Regular (s~~ p. M60)

Regular (see p. M67)

Area (see p. B162, M44)

Enchan/llUJtI (see p. M40)

Regular (see p. M34)

Regular (see p. MU)

Reguku; Resisted by IQ (see p. M23)

Regular (see p. BI58, M33)

Enc/umtment (see p. M40)

Area (see p. B158, M33)

RegulDr (see p. M45)

Missile (see p. M24)

Enchantrtunt (see p. M40)

Regular (see p. M50)

Regular (see p. MU)

Enchantment (see p. B161, M41)

Regullu (see p. M23)

DeilJhtouch *.
DefUct ••

Dexterity

Explosive Fire1xzJl

Extingish Fire •

FlIT Hearing InfonnoJion (see p. M70)
Prerequisite: Magery; No Deafness or Hard-of-Hearing

disadvantage; Keen Ears and three other Red spells.

Essenliol RQnu.. Area (see p. M34)
Purequisite: At least six other Red spells, including Create

Fire, Extinguish Fire and Shape Fire.

Cornucopia ••

Create FfTe •

Curt DisUJSt *
Curse-Missik

Red Magic is used by Witches and Wise Women to restore
strength and health. It is the primary study of many Wise
Women who devote themselves to the art of bealing. Some of
them combine the medical skills of Dlagnosls/TL3 and
PhysicianlTL3 (see p. B56), the healing spells of Red Magic,
and the use of healing herbs (see pp. 102-105).

But there Is also a darker side to Red Magic. Its skills in the
art of war can kill as well as heal. Although spells of Enchant
ment have been largely lost on the Witch World, many of them
faU into the eatagOlY of Red Magic. This Color also includes the
spells for using one of the most volatile forces - fue. Like many
forms of magic, fire has two sides; it can be used to warm and to
heal, and it can be used to destroy. Followers of both the Light
and the Shadow fmd many uses for Red Magic.

Awalen •
Bane ••

Bnalh~Fin ••

Climhing

Clumsiness

Cold •

AccllroCy··

Ak1tlUss •
AnnoT ••

Dtznclng Weapon ••

Dart VISion

Red Magic ==========================================
There Is Red Magic tJuu tkals with the health oj the body,

physical stre1lgrh, the aTt ofwar also.
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Regular; Resisted
by HT (see p. M44)

Regulm'; Resisted by NT (fee p. MU)

JUgular,' Resisud by HT (see p. M23)

kguhlT; Resisted by DX (see p. M25)

Regu/llT,' IUsisUd by NT (see p. MU)

RegulQr (see p. M24)

Ana (su p. M67)

Missik (see p. M63)

Regular,' JUsisUd by HT (se, p. M24)

Regulm' (see p. MilS)

Stun

TanglejDOt

ToI4l PllTtllysis

Vigor

WlIlchdo,

Wing'" Knife
WitJur J..imj

YouJh

Prtfn~itt: Sleep, Major HealI.ng.

StrW Deaf Regular; Rnisted by HT (see p. MU)
Pnrtfqldsit~:Spasm, Silence.

Recover SImIgth Special (see p. B162, M44)

Regeneration •• Regular (see p. MilS)

Resist Cold Reguku (see p. M33)

Resist Fin Regu/lu (see p. B159, M33)

Resist Ptlin Ref"1ar (see p. M2S)

lUstOl'rllUm Ref"W (see p. M45)

lUSJU7'eCMII Regular (see p. MilS)

b,erst Kusiks Rtguku' (see p. M68)

Rooted Peet Jleruku'; Resisted by S1 (see p. M25)

RolUJlliJJHH,U bgulm'; Resisted by HT (see p. M2S)

Sense Danger /njomrtllion (see p. M67)

Shape Fin Area (Ste p. B158, M33)

S1uIre Slrmgth Regu/Jlr (see p. M44)

Sharpen Regular (ste p. M52)

ShoIterprooj Regulm' (see p. M52)

ShUlil Regulm' (see p. M67)

Skkness Rep1ar; Resisted by m (see p. M57)

Sleep Regular; Resisted by m (see p. Bl64, M57)

SlJUJUl VISion Regular (see p. M70)

SpIlSlfl Regular: JUsisted by HT (s~e p. M23)

Slerlliu Ana (see p. M44)

StriU Blind JUKUIm'; Resisted by HT (see p. MU)
Pnrtrquirite: Spasm, Flash.

Reguliu' (su p. MSO)

Regu/Qr,'
SpecUzl lUsistllme (see p. M58)

Regu/M' (see p. M65)

Ana (see p. M34)

EnchanJntenl (su p. B160, M39)

EncluInt1MlIl (set p. M40)

Regullv (see p. M60)

Regu14T (see p. M60)

Reguku; Resisted by lIT (see p. M23)

Peaceful Sleep

QukkDraw··

Qulck March

Reor Vision

PIllssance ••

Pain

Night VISion
Prer~quisit~: Keen Eyes.

l1JSUlnt Restt>ration •• Regu/IzT (se~ p. M4S)

Iron AmI Blocking (see p. M68)

ltd Regular; Rmsted by lIT (see p. M23)

lUen &n Reguku (see p. M60)

&en Eyel JUgular (see p. M60)

Xun Nose JUgrUiu (set p. M60)

Lend HUIlth Rep1m' (set p. B162, M44)

Lnul StrmgtJa lUgu/Ilr (set p. B162, M44)

LlghUn •• Enelulntmenl (Stt p. B161, Mill)

Loym Sword-· Em1ullltmenl (su p. M40)

Mllllneu JUgII1lv; ResIsted by /(J-2 (Set p. MS8)

MqjOl' HuzlUag • JUguku (su p. B162, M44)

Mass SUe, Aniz,' Resisted by lIT (see p. Bl64, M57)

Might JUgulQr (see p. M23)

Minor HeaUng - Regular (see p. B162, M44)

Mitsik ShUld Regular (see p. M68)

Ne~ Poison Regu1lu (see p. MilS)

Nlghtingah Ana (see p. M67)

PlUtllyu limb Reguku; Ruisted by HI' (see p. MU)
Prenq"lsiu: Magery, Clumsiness, Itch, Pain, Spasm and

Stun.
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Ana(see p. M70)

kgulaT (see p. M5/)

Delayed Message

Dye

Iftbe desire is strong enough, It can affect physical objects
as wen as the mlnds of others. Simple spells for moving physi
cal objects are fairly common among mages in the Witch World,
as are the spells for breaking and repairing physical objects.

The most powerful of these spells of Orange Magic are the
ones which allow travel through space and time instantaneously.
These spells can create Gates to other planets and to other dimen
sions. If the mage's self-confidence and desire grow stronger
than his ability, it is easy to open a Gate to a place from which
he cannot return. This was the fate of many of the most power
ful Sorcerers of old £SCOre. These powerful spells of travel
through space and time (Teleport, Time Travel and Create Gate)
are no longer known in Estcarp or in High Hallack and are only
known by a few of the sorcerers in Escore and Arvon.

Any of these spells may be learned only if a teacher can be
found who knows the gpell and is willing to leach it or - at
double cost - if an ancient book describing the spell can be
found and understOOd. An adept knowing one of these spells will
DOl be easily found, and his price for the knowledge may be high
- especially if he has been corrupted by the Power of the
Shadow.

The spell for Open or Close Gate is not yet completely lost
but is quite rare. The Witches of Estcarp and some of the orner
powerful mages have learned bow to use the Gates left by the an
cient ones, but they have DO idea how to create one. And it
should be remembered that - even with the Open Gate spell 
the only way to see what is on the other side of the Gate Is to pass
through it, and then it may be too late.

Orange Magic====================
Secontlly, ~.f Orange Magic, which is a matter ofulf

co~ and S11'01Ig tUsire.

AlJer VISage ~guliu,' Resisted by lIT (see p. M25)
Prerequisite: Either Shapeshifting or Perfect Illusion plus

four Red spells and four Orange spells.

AlJerBody ~gu1ar; JUsislul by lIT (see p. M25) Ethereal Body ~gular (see p. M6J)
Prerequisite: Magery 3 and Body of Air.

Find Weakness InjomuItion (see p. Bl64, M51)
Pnrequisite: Two Orange and three Yellow spells.

Banish •• SpecilJ1; Resisted by ST+fQ (see p. M6S)
Pnrequisite: Magery and at least one spell of each Color.

Colors •• Regu/llr (see p. M49)
PrerequisiJe: Light plus three additional Orange spells. This

spell has additional prerequisites because the ablUty to change
the apparent color of light can be used to mask the true nature of
either the Shadow or the Light. Places of Power, etc. are often
identified by their color. Since color is used so widely as a
measure of safety. false colors are more deadly.

fnvisibiliJy •• JUgu/Qr (see p. MSO)
Prerequisite: Blur, Hide, Light and Shape Darkness.

AppportatWn

Avoid

Blink

Blur

Continua/light •

Darkness •
Delay

Regular; Resisted by fQ (see p. M60)

Area (see p. M58)

Blocking (see p. M62)

JUguku (see p. Bl63, MSO)

Reguku (see p. Bl63, M49)

Ana (see p. B163, MSO)

Reguklr (see p, MSS)

Flight ••

Great Voice

Gnat Ward

Hawk Flight

Jruk

Hush

Knots

LeviuJlion ••

LighJ •

lighJ lei

IightenBurden

JUgular (see p. M62)

JUgular (see p. M69)

Block: Resisted by
subject speQ (see p. M53)

~gular (see p. M62)

Regular (see p. MSO)

ReguUu; Resisted by IQ (see p. M70)

JUgu/Qr (see p. MS2)

Regular; Resisted by fQ (see p. M61)

JUgular (see p. B163, M49)

JUgular (see p. M49)

JUgular (see p. M60)
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Area (seep. MSO)

Regular (see p. M60)

Regular; Special Resistanu (see p. MS1)

Regular (see p. M62)

Teleport Other Regular; Resisted by lQ+ J (see p. M62)

Telepon Shield Area (see p. M68)

Turn Zombu Area (see p. M64)
Prerequisite: Magery, Ward and ODe spell from each Color.

Undo Regular; Special ResistaJ1ce (su p. M61)

Utter Donu •• Area (see p. M69)

Voices Regular (see p. M69)

WallwaIJur •• Regular (see p. M61)

Ward Block; Resisted by Subject ~el1 (see p. MS3)

Teleport Special (see p. M62)
Prerequisite: Either IQ 15+ and at least ODe spell from each

Color or Hawk Flight.

Shape Darlcness

Slow Fall

Stiffen

Swim

Area (see p. M55)

Regular,·
Resisted by Magelock (see p. M61)

Regular (see p. M61)

Regular (see p. M68)

Regular (see p. M70)

Regu/aT (see p. M61)

Special (see p. MS3)

Blocking;
Rulsted by Subjut speU (see p. M53)

Special (see p. MS6)

Regular (see p. Bl64, MS1)

Regular (see p. B164, MS2)

Regular (see p. MS2)

Repklr (su p. Bl64, M51)

Regular (see p. M70)

Regular (see p. M50)

Reflex

Rejoin

JUpair

Repair Arrow

Rulon

LocksmiJh

Magelocl

Mage-StuJth

ManiprdoU

PenJagTam

Refkct

1Jnk

Loclanllster

Create Gate (VH) •• Special
Creales a magic Gate 10 another place, time or dimension.

This Gate is similar to a permanent item for the Telepon and/or
Time Travel spell.

Opm (or Close) Gate •• Regular
Opens or closes an existing Gate to another place, time or

dimension. The Gate must already exist. Anyone or anything
may pass through the G3te in either direction while it is open.
Closing a Gate does not destroy it!

Dura/ion: 1 minute.
Cost: 6 10 casl; 3 to maintain.
Prerequisite: Magery 3 and three spells from each Color.

New Spells for Orange Magic========================
Time Travel (VH) •• Special

This spell is simiJar to Teleport, except that it "blinks" the
caster 10 another time instead of to another place. Movement is
instantaneous - whatever that means with time travel.

The farther away the target time is, the IOOre energy is re,
quired, and the greater the skill penally, as follows:

Within 1 minute Cost 4 Skill penalty 0
11010 minutes Cosl6 Skill penalty-l
10 mlautes to 1 hour Cost 8 Skill penallY -2
1 to 10 hours Cost 10 SIdI1 penalty -3
10 hours to 4 days Cost 12 Skill penalty 4
4 to 40 days COSI 14 Skill penalty -5
40 days to 1 year Cost 16 SIciU penalty -6
1 to 10 yean Cost 18 Skill penalty-7
10 to 100 years Cost 20 Skill penalty ..g

And so on, increasing the same way for e.1Ch 10 x increase
in time.

If thJs spell takes you to the future, it is to one of many pos
sible futures - the one most likely to occur. However. if you
return to your starting time and acl on the information gained,
the future you visited may not occur.

Similarly, ifyou return to the past and change anything (kill
someone'g parent before they were conceived, for example) and
then return to your starting time, you will return to a dme af
fected by your actions. However, those you left behind will Dot
notice any change, and you will never return to them. You will
return to their analogs in lIle corresponding time in an alternale
timeline.

This spell is dangerous - the penalties for a failed roll are
the same as for Teleport, see p. M62.

You can also carry objects or another person, up 10 your
heavy encumbrance limit - the same as teleport.

Prer~quisite: IQ 15, Magery 3, Teleport.
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The farther away the target place and time is, the more ener
gy is required, and the greater the skill penalty. For a Gate to
another place, the energy cost is equal to 100 times the energy
cost for the Teleport spell and the skill penally is equal 10 the
skill penalty for the Teleport spell. For a Gate to another time,
the energy cost Is equal to 100 times the eoergy cost for the Time
Travel spell and the sIdll penalty is equal to the skill penalty for
the Time Travel spell. For a Gate to both another place and
another time, the energy costs and sk..Ill penalties are added.

For a Gate to another dimension, the skill penalties and
costs are up to the GM - depending on the similarities between
the target dimension and the starting dimension, but the energy
cost would be at least 10,000.

When aGate is created, it can be always open; It can be open
only when an Open Gate spell is used; or it can be opeD only in
certain conditions specified when it is created.

Because of the great energies required, Gates were general
ly created by ceremonial magic (see p. BISl). Only the most

powerful of the Adepts were able 10 create Gates by themselves,
and these Adepts are no longer found in the Witch World.

Dura/ion: Permanent,
Prerequisite: Magcry 3, Open Gate and Teleport. Time

Travel is also needed if the Gate is to a different time or
dimension.

Imitate Voice Reguliu
Produces a meaningful sound, as Voices, but the sound can

imitate exactly the voice of a single person Icnown to the caster.
Any person listening who Icnows the actual person's voice

w1l1 have a chance of disbelieving the imitation if he makes a
successful resistance roll against IQ. If anyone successfuUy dis
believes, it will not affect the spell; he will just think the voice
does Dot really sound like the person it was supposed to.

Duration.' 1 minute.
Con: 3 to cast; 1 to maintain.
Prerequisite: Voices.

Reguliu (see p. M27)

lnfomration; Resisted by
IQ (see p. M26)

Area (see p. M45)

Regular; Resisted by
Subject speU (see p. M46)

Regulor (see p. M52)

Regular (see p. B162, M47)

Regular; IUsisteil by
Subject spell (see p. M46)

InfoT71UJlion (see p. M47)

Reguliu (see p. M27)

(A)mpkx Rlusum

Control1l1usion

Borrow Skill

CompelTrulh

Copy

DeUel Magic •

Dispel Rlusibn

Find Direction

Gift ofutters

Regular (see p. M52

Reguliu (see p. M47)

In/omudion; Resisted by
Subject spell (see p. B163, M49)

Information (see M48)

InjonnillWn (see p. B162. M47)

Reguliu (see p. M43)

Regular (see p. M27)

Ancknt History

AuN·

Aetiyatt Runes ••

Banf/lUl

Borrow Language

Yellow Magic========:;;;;;;;=:;;;;;;;============
Yellow is tlu Magic of the mind. needing logic and

phiIMophy, thai which tM Thaumarurgi$ts most iUalt ill.

Yellow Magic is the magic of sight, knowledge and il
lusion. Where this magic is practiced, what is and what is not be~
comes difficult to determine. Many of these spells are well
known by the Witches of Estcarp, and they are often used by
Wise Women and sorcerers as weU.

An illusion is a phantom !.hal can have no physical effect on
the real world. It can represent a single object or an entire scene.
D1usion spells affect different senses, but they are not real and
they can do no damage, except possibly by fright.

Tbe spells for sending and receiving thoughts are well
known throughout the Witch World. Telepathy and its prereq
uisites are some o( the spells most used by the Witches, and
anyone completing her training will probably know these spells.
The Council of Estcarp habitually stations Witches trained in
Telepathy at strategic locations throughout Estcarp to provide a
quick and reliable means of communication.

Note that the effects of these spells are very similar to those
of the psionic Telepathy Power (see pp. BI67·171); however,
the methods used are very different. The Witches of Estcarp use
both magic speUs and psionic skills (or communicating, depend
ing on the abilities of the individual.

The spells for sending and receiving thoughts lead 10 more
powerful spells controlling the bodies and thoughts of others.
'These are not widely used except by some of the Sorcerers of Es
core, and their use can easily be corrupted by the Shadow.
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Glllss Wall Regular (see p. M49)
P~nquisJt~:Five Yellow spells or Earth Vision.

JUgular (see p. M70)

Regular (see p. M48)

Ana (see p. M46)

Regular (see p. M48)

Infonnation (see p. B163, M47)

Ana (see p. M45)

Regular.' Resisted by IQ (see p. M26)

Regular.' Resisted by IQ (su p. M59)

Regullu (see p. M26)

InfotnQ/ion (see p. M47)

Regular (see p. B163. M47)

Regular; Resisted by fQ (see p. M26)

RegulDr (see p. M26)

PathfuuJu Information (see p. M47)
Prerequisit~: Magery, IQ 12+ and at least two of the fol

lowing spells: Seek Earth, Seek Food, Seek Plant or Seek Water.

Trtu:e •

Simpk Illusion

Soul RiIler

Suggeftlon

Telepmhy

Tell Tune

TTUlhsayer •

MiTul-Suuch

Mind-Sending

Information;
resisted by fQ (see p. B155, M25)

WISdom Regular (see p. M59)
Prerequisite: At least three Yellow spells and three Purple

spells.

Wlzanl&r

WiuudEye

Perfect RbMum

See Surels

Stehr·

Regular (see p. M27)

Regular (see p. M26)

Infomuztion (ue p. M48)

InfOTfllll1U>n (see p. BJ63. M49)

Regular (see p. M46)

Regu/Qr (see p. M46)

Ana (see p. M47)

Regular (see p. M70)

Regular (see p. M48)

lnformotion (see p. M47)

Regular (see p. M27)

Regular (see p. M27)

InformaJion (see p. M49)

Regular (see p. M49)

Area,' Resisted by IQ (see p. M59)

Area/Infomuztion (see p. M47)

Regular; Resisted by IQ (see p. M58)

Regular; Rtsisted by IQ (see p. M26)Mind-ReDding

Mage&nse

Mage Sight

Mass Suggestion

MUlSlUtrtUnJ

Mindlessness

Independence

fnvisibk Wimrd &Jr

Invisibk Wimrd Eye

Huk TJwughts

Jrmory

IiUntify SpeU

1lJuswn Disguise

Illusion SMU

Krww J1Iusion

urul Language

Lend Skill

Gift of Tongrus

Green Magic======================

AnJnuue Plant Regullu (see p. M67)
Prerequisite: Seven Green spells.

G~m is the hue 1101 only of Nature's growi1fg things and
feniliJy, but also of beauty and the creO/ing of beauty through
mali's own efforts.

Green Magic is the magic of the earth and of Narure. II in
cludes magic associated with food and growing things and some
magic associated with the earth itself. Although Green Magic Is
not easily misused, it does include some powerful spells.

All of these spells are known to the Witches of Estcarp, and
many are known to Wise Women of Estcarp and High Hallack.

Regular (see p. M43)

Regular (see p. M43)

Area (see p. M66)

ReguUu (see p. M67)

Ana (see p. M66)

Area (see p. M51)

Regultu (see p. M43)

ReguUu (see p. B156, M29) Distill

Regular (see p. M43) Fennenl

Area (see p. M66) Heal Plant

Regular (see p. M42) Hide Palh

Bless Plants

Clean

Cook

CreaJe.&nh

CmueFood

CreaJe PIIJnJ

DtC4Y
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PlanJ Fonn Special (see p. M67)
Prerequisite: Magery, six' Green spells.

Remove Curse ReguUu; Resisted by
subject spell (see p. M54)

Prerequisite: Magery 2 and 15 spells, including at least one
of each Color.

IunJlfy p/Qnt

Monk's Banquet

InformoJion (see p. M66)

Regular (see p. M43)

Ruin

&ekEtuth

&ek Food

Suk PImtJ

Sense life

Shape Pkmt

Stone Missih

Regu/OT (see p. M51)

Information (see p. B156, M28)

Information (see p. M42)

Information (see p. M66)

Information (see p. B155, M25)

Regular (see p. M66)

Missile (see p. B156, M29)

Stone to Earth Regular (see p. Bl56. M28)
Prerequisite: Earth to Stone or any four Green Spells.

P1llnt Growth

Pllllat Sense

Present Food

Purify Food

Area (see p. M66)

Reguku; Resisted by
Jruk Path (see p. M67)

Regular (see p. M42)

Special (see p. M42)

Test Food

Water to Wine

Wi/her Plant

InfomtiIJWn (see p. M42)

Regular (see p. M43)

Area; Resisted by HT (see p. M66)

nutrients in the soli; however, It will not create plant nutrients
where none have ever existed.

Duration: Permanent.
Cost: 2 per hex of earth.
Prerequisites: Sterilize and two Green spells.

New Spells for Green Magic =========================
Purify Earth Area

Removes foreign objects, poisons and harmful elements
from earth. and renders it fit to support growing plants. The
spell will not harm the foreign objects in the earth which are
helpful 10 plant growth, and it will replenish any depleted plant

V //'

,/

~~ , ,
'/ //'1
'II , I

Molybdnmancy Prerequisite: Two Blue spells, four Red
spells and four Indigo spells.

Oneiromancy Prerequisite: Two Blue spells, eight Indigo
spells.

Pyromancy Prt!requisite: Two Blue spells. eighl Red spells.

Enclumt:nunJ (see p. M42)CrySUllBall··

Blue Magic includes magic of the emotions and fortelling
the future.

Bless Regular (see p. M54)
Prerequisite: Magery 2 and at least two spells of each

Color. Magery 3 Is required to cast a 3-point blessing. A GM
may require that the caster be "of the Light" if he wishes.

Divination Information (see p. M48)
Astrology is a separate Divination skill and is an Indigo

spell. AU other forms of divination are Blue spells. Crystal
gazing (osua1ly with a cup of water or liquid) is the most com
mon form of divinaJ:iOD in the Witch World. Ouija boards are not
used but Rune boards are common among wise women. Rune
boards (see p. 97) do not relluire a spell to use.

Cartomancy Prerequisite: At least two each of Blue, Yel
low, Red and Indigo spells.

Crystal-gazing Pnrequisite: Two Blue spells. two Yellow
and six Indigo spells.

Haruspieation Prerequisite: Two Blue spells, two Indigo
and six Brown spells.

Blue Magic=====================
Bille SU1nT11L»lS the mwtions. the worship ofwhaiever gods

men beliew in, prophecy.
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Enwtion Control Ana; ~sistedby lQ (see p. M59)

Ruton MIIIUJ Ana (see p. M54)
Prerequisiu: Bless.

Sense Emotion

Sense Foes

&nse Spiril

Summon Shatk

Suttrnwn Spirit

Regular (see p. B155, M25)

InfomuJlion/Ana (see p. B155, M25)

Information/Area (see p. M63)

InJonnatibn; ~sisted

by IQ (see p. M63)

InJorrntJtUJn; R£sisted
by IQ (see p. M63)

Area (see p. M31)

Area (see p. M35)

Area (see p. B159, M35)

Area (see p. M68)

Reguku (ue p. M37)

Ana (see p. M36)

Area (se~ p. M60)

Area (see p. M37)

Missile (Set p. MJ6)

Area (see p. M37)

Missik (see p. B159. M36)

Area (see p. B157, M30)

Reguku (see p. B159, M35)

Fog •

ForceDonu

Freeze

Frost

Dillinillibn (Astrology only) InJo111lDlWn (see p. M48)
Prerequisite: At least eight Indigo spells and two Yellow

spells. .

Essenti4J Water Regular (see p. 35)
Prenquisite: At least six Indigo spells, including Shape

Water.

Frostbite Regular; &sisted by HT (see p. M37)
Prerequisjte: At least five Indigo spells, including Frost and

Freeze. .

Create Ajr.

Create Water •

Hail

DeltydraJt Regular,' Resisted by HT (see p. M35)
Prerequisite: At least five Indigo spells, including Destroy

Water.

lee Dagger

Ice Slick

Ice Sphere

Destroy AU

Destroy Waler

Geyser Area (set p. M37)
Prerequisite: At least ten Indigo spells, including Shape

Water.

Glue

'r"~ \' ....': fit .#a. .. •• ta

Indigo Magic includes the magic of two of the basic ele
ments - Air and Water.

Control of the four elements is fairly common magic
throughout the Witch World, and teachers for these spells can
easily be found. Nearly any Witch or Wise Woman would be
familiar with at least some of these spells.

Air Golem Regultu (see p. M61)

Ail'lei Reguku (see p. M31)

Body ofAir Reguliu; Resisted by In' (see p. M31)

Body of Water Regu/Qr; R£.sisted by J£T (see p. M36)

Breathe Air Reguliu (see p. M35)

Breathe Water Reguliu (see p. B159, M31)

CIoIUIs Area (see p. B157, M31)
PreN!quisite: At least eight Indigo spells, including Shape

Air, Prodiet Weather and Shape Water.

Indigo Magic==;::::::;;;;;;=================
Indigo is concerned with the weatMr, with storms and tM

foretelling by stars.
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Pn4ict WUlther • InjoTtllDtion (Stt p. B157, M31)
Prerequisite: At least four Indigo spells.

Ice VISion Regular (see p. M37)

Icy WUPOll Regu/Qr (see p. M36)

lightning Missile (see p. Bl58, M32)
PnnquisiJt!: At least six Indigo spells, including 1Wn.

WeaJher Dome Area (see p. M68)
Prerequisites: At least six Indigo spells and two Red Spells.

MeIJ ice

MymcMist

Noise

()@r

PurifyAir

Punb Water

Rain •

Suk Walu·

SJulpeAlr

ShIIpe W41te,.

Area (su p. M37)

Ana (Stt p. M68)

Reguliu (see p. M69)

Area (see p. M32)

Area (see p. B157, M30)

Special (see p. B159, M35)

Area (see p. BJ58, M31)

InfoTmlJlion (see p. B159, M35)

Regu/Qr (see p. B157, M30)

Reguliu (see p. B159, M35)

Silence

Snow

Snow SJwes

Sound

Sound Jet

Stench

Thunderr:/Qp

Umbrella

Walk on Air

Walk on Water

WaD ofSilence

Water Jet

Water VlSlon

Whirlwind

Wuulstonn

Ana (see p. M69)

Ana (see p. M37)

Regular (see p. M37)

Regular (see p. M69)

Regular (see p. M69)

Area (see p. M32)

Regu14r (see p. M69)

Regular (Ste p. M36)

Regular (see p. B157, M31)

(see p. B159, M35)

Area (see p. M69)

JUgular (see p. M36)

fnfonnotion (site p. M36)

Area (see p. M32)

Area (see p. M32)

PurpleMagic======~===============
Purpu is afol'a thai is drawn upon warily, for it carries the

suds of lust. Iulte, fear, power - and it is far too easily
mirwed..

Curse Regular (see p. M54)
Pnrequisiu: Magery 2 and at least two spells from each

Color.

Purple Magic controls the minds of others directly, and it is
always daDgerous to use. Many Witches and Wise Women will
have notbing to do with this magic, and others approach it wari
ly. Although all of these spells 'are known to the leaders of the
Council of Estcarp, they would not normally teach the more
powerful ones to any but their most fajthful followers. Even if
she knew the spell, no Witch of Estcarp would use Enslave ex
cepl in the direct defense of EstC8.lp, and then only with the ex
press permission of the Council.

Some of the Sorcerers of ancient Escore studied Purple
Magic extensively. and they used much more powerful forms of
these spells than are known today.

Berserker' kgu/Ju; Resisted by /Q (see p. M57)

Brrlvery Area; Resisted by fQ-J (see p. BJ64. M56)

CIuum Regular; Resisted by fQ (see p. M59)
P,er~quJsile: Magery, Loyalty and seven other Purple

spells.

Death VlSion Regular (see p. M63)

Drunkenness Regular; Resisted by fQ (see p. M51)

&uth VISum Regular (see p. BI56, M29)

Enslave Regular,' Resisted by fQ (su p. M59)

Entombment Regular; Resisted by m (see p. M29)
Pnrequisite: Magery 2 and five Purple spells.

Regular; Resisted by fQ (see p. M26)Control Penon

DtJa Regular; Resisted by NT (see p. B164, M57) Exclumge BodJes Regu14r; Resisted by fQ (see p. M27)
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False Menwry Regular; Resisud by IQ (see p. M58)
Prerequisilt!: Forgetfulness and six other Purple spells.

&~~ ~~~

Resisted by subject spell (see p. M27)
Prerequisilt!: Soul Rider or Possession or five Blue spells

and five Green spells or (GM's option) caster is fully of "the
Light. "

Mass Daze Ana; Resisted by lIT (see p. Bl64, M57)

Menud Stun Regular; Resisted by IQ (see p. M57)

NighJmare Re~Uu; IUsisted by fQ (see p. M58)

Foolishness Regular: Resisted by IQ (see p. Bl64, M57)

Forgetjulmss Regular; Resisud by
fQ or skill (see p. M57)

Loyalty Re~lar; Resisted by fQ (see p. M59)
Prerequisilt!: Bravery and four other Purple spells.

Pank Ana; Resisted by IQ (see·p. M56)

Pennanent Forgetfulness Regular; Resisted by
fQ or skill (see p. M57)

Permanent Madness Regular; Resisted by
fQ-2 (see p. M58)

Permanent Possesion Regular; Resisted by
fQ (see p. M27)

PersU4Sion Regular; Resisted by fQ (see p. BISS, M26)

Poison Food Regular (see p. M42)

Possession &gu1ar; Resisted by IQ (see p. M27)

Reshape Reguku (see p. M51)

SJultter Regular (see p. Bl64, MSl)

Steal Health Regular (see p. M64)

Steal Strength Regular (see p. M64)

Terror Area; Resisted by IQ (see p. M56)

WUlbn Regular (see p. Bl64, MSl)

Ana; Resisted by IQ (see p. Bl64, M56)Fear

day) by making a Will Roll. If anyone escapes, all others get a
second roll at Will +4 to escape the weakened circle.

DuraJion: One day. It cannot be continued, but it is general
ly easy to cast each day if needed once someone Is trapped inside
the circle.

Cost: None.
Ti~ to cast: The time to cast depends on the size of the

circle and the speed of the caster.
Prerequisite: This spell is used only by forces of tbe

Shadow and by beings which are neither of the Light or the
Shadow. It is questionable if this is really a speU In the conven
tional sense. It seems to be successful even when cast by the
lowest minion of the Shadow.

New Spells for Purple Magic==========================
Wdl Lock SpecioJ; Resisted by fQ

This spell creales acircle trapping anyone inside. It can only
be used outdoors. All that is necessary is for the caster to circle
the subject or subjects three times widdershins (contrary to the
movement of the sun or counter<lockwise). After the circle is
completed the third time. the subject or subjects are Wlable to
leave the circle. However, since this spell works on the WiU of
the Sllbjects, it is necessaJ)' for them to know they are being
circled - it has absolutely no effect otherwise.

The best defense against this spell is to stop the caster or to
move oul of the circles before they are complete. Once com
pleted, it is difficult to escape.

Each person trapped inside bas one chance 10 escape (each

Violet Magic===========================
lliolel is pure power among the spirits, andfew, ewn oftke

Voices, Cl1Il claim to Juzmess it.

Age Regular; Resisted by HT (see p. M65)
Prerequisite: Six other Violet spells and Youth.

Violet Magic includes the magic for !lU01JDOning spirits.
demons and other named and unnamed beings; for animating
creatures who ooce lived; and for creating creatures who never
existed before. Most of these spells are DO longer lcnown excepl
perhaps by a few Sorcerers remainlng in Escore, and most
Witches and Wise Women would never even th.ink of studying
such things.

Violet Magic also includes the magic for delecting, analyz
ing, CODtrolling and resisting spells, however. These spells are
known and used by Witches, Wise Women and Sorcerers
throughout the Witch World. Although most Witches and Wise
Women would never consider using the spells for crealing or
summoning magical creatures, they would still study the means
of protecting themselves from sucb.
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Drain Mana Area (see p. MS4)
Prerequisite: Dispel Magic and one spell from each Color.

&uthquake Area (see p. M29)
This is the spell used by the Witches of Estcarp in the great

Tumlng of the mountains which destroyed the forces of Karsten.
Note that it was not necessary to cast one Earthquake covering
the entire mountain range; instead, several smaller spells were
used cuinuladvely to destroy all of the passes through the moun
tains. The energy cost for the Turning was enormous, and it _
resulted in the death or disability of many Witches.

Prerequisite: Magery 2, Earth Vision and at least six Indigo
spells.

Planar Summons Specilll (see p. M65)
Prerequisite: Magery and at least ODe spell from each Color.

N~ Enc1ulntmenJ (see p. M41)
This speD is used in tuning a Witch Jewel to her exclusive

use. In the Witch World this. name will not be visible to anyone
except the person whose name is OD the item.

Enchant1nent (see p. M38)

EncJumtrrunt (see p. M39)

EncJuznt»unt (see p. M4J)

&chantment (see p. M4J)

Reguku (see p. M28)

EncJumJment (see p. M38)

Regular (see p. M52)

Ana (see p. M53)

Regultu (see p. B156, M28)

Missile,' Resisted by HT (see p. M61)PolJergeist

Password ••

Sandiet

StroU

Scryguard

ScrywalJ

Shape &nil

Magk JUsistance Reguku; Resisted by
IQ+M (seep. M53)

Prerequisite: Magery and one or more spells from each of
seven different Colors.

Hex

Kldeaway

LJmjJ ••

Power EnchantnunJ (see p. B160, M38)

Powemone EncluJntmenJ (see p. B161, M41)

lUnwve Enchantment EndumtnunJ (see p. B160, M38)
This spell can be used 10 change false quan iron into tme

quao iron. The energy cost is 1,000 plus five Lormt flowers per
ounce of false quaD iron. .

usser GUlS Regular; Resisted by /Q (see p. M59)
Prerequisite: Magery 2 and at least five Purple and five

Violet spells.

usser WISh Enchantment (see p. M39)
Prerequisire: Magery and at least one spell in each Color.

Regular (see p. M64)

Regu/Qr; &sisted by lIT (see p. M29)

Regular (see p. M52)

Regular,' Resisted by
subjed spell (see p. M46)

Special (see p. B157, M30)

Regu/Qr,' Resisted by
subject speU (see p. M64)

Regular; Resisted by
subject speU (see p. MS3)

Regular (see p. M46)

Special (see p . B157, M30)

Regular (see p. M46)

Reguliu (see p. M46)

Regular (see p. M46)

Regular (see p. M51)

Regular; Resisted by
subject spell (see p. M47)

Area;
Resisted by subject speD (see p. M53)

Control EknunJaJ

Control Zomb~

Dispel Magic

CounterspeO

Create Animal

Create EhnuntaJ

Create Object

Crellle Servant

(;nate Warrior

DlsinJegraJe

Dispel Creation

Aninultion

Body ojStone

Conctal Magic

Q)ntrol Creation

Enchant Enchantment (see p. B160, M38)
Prerequisite: Magery 2, and at least one spell of each Color.

GTNt Geas Regular; Resisted by IQ (see p. M59)
Prerequisite: Magery 3. at least fifleen Violet spells, in

cluding Lesser Gas.

SkuU-SpiriJ JUgular (see p. M64)
Pnrequisire: Summon Spirit, Animation and two other

Violet spells.

Shape Stone Regular (see p. 28)
Prerequisite: Shape Earth and three additional Violet

Spells.

Area (see p. M53)

EncJuzntnunJ (see p. M38)

SpeU Shield

Speed

&luI Jar Regular (see p. M64)
Prerequisite: Magery. Steal HT. Summon Spirit, Anima

tion and two other Violet spells.

EnchanlmenJ (~ee p. M39)

Regular (see p. B156, M29)

Regular (see p. B156, M28)

Regular; Resisted by l£T (see p. M29)

Enchantment (see p. M39)

J'ksll to Slone

Golem ••

GrtaJ WISh

&u1h toAiT

Etu1h to Stone
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Summon Demo" Special (see p. M65)
Prerequisite: Magery and at least one spell from each Color.

Slalf

SteoJ YoUlh

Stone to Fresh

EnclulnlmenJ (see p. B161, M41)

Regular; Resisted by HT (set p. M65)

Regular (see p. M29)

false quan iron. The energy cost is 100 and one dried Lormt
flower per ounce of quan iron.

w

Volcano Regular (see p. M29)
Ccst: 20 to cast, and another 15 per day to maintain. This

spell has a higher cost because the Witch World is a very old
planet wi!b little natural vulcanism.

PrerequisiJe; Earthquake and at least six Red spells.

Wish.. Enchantment (see p. M39)
Prerequisite; Magery 2. Lesser Wish and at least two spells

from each Color.

Sunrnw" ElerMnJ4l SpuiaJ (see p. B156, M30)
Purequisiu; Magery and at least eight spells affecting the

appropriate element or another Summon Elemental spell and
four spells affecting the appropriate element.

Suspend Enchilntment Enchantment (see p. M38)
This spell can be used to temporarily nullify !be effects of

WaDe Through Earth

Zombie

Regular (see p. M28)

Regular (see p. M64)

.DUTa.tion: Permanent.
COJ1: 6 per hex of e.uth.
PreTequirlte; Create Earth

New Spells for Violet Magic ==========================
Destroy Earth Regular

Causes earth to vanish, leaving nothing or onJy remains of
Impurities.

Regular (see p. B155, M22)

Regular (see p. M21)

Area (see p. M66)

Bird Control

Fish Control

Forest Warning
Prerequisite: Four Green Spells.

Insect Control Regular; Resisted by fQ (see p. M21)

Mammal Control Regular (see p. B155, M22)

Master Regular/Block; Resisted by fQ (see p. M21)

MolIu.sk Contol Regular; Resisted by fQ (see p. M22)

No-Smell Regular (see p. M31)

Reptile Control Regular (see p. B155, M22)

Rider Regular (Sit p. M22)

RiJUr Within Regular (see p. M22)

Shapeshifting Special (see p. M22)

Shapeshift Others Specia1;Resisted by IQ (see p. M23)

Tangle Growth Ana (see p. M66)

Regular (see p. B155, M21)

Reguklr (su p. M22)

Regular (see p. B155, M21)

Beast-Soother •

&ost Speech

&tJSt Sumnuming •

&iJSt link Regular (see p. M21)

Bea.rt Posseswn Regular; Resisted by lQ (see p. M22)

&ast Seeker Infonnation (see p. M21)
PrerequisiJe: Beast Summoning and at least two of the fol

lowing spells: Seek Earth, Seek Food, Seek Plant or Seek Water
or Seeker.

Brown Magic======================
Bruwn is the Magic oj the woods and gltuks. Offlu animal

world.

Brown Magic is the magic of the beasts of the animal world.
It includes spells related to animal control and communication.
Note that none of these spells give their animal subjects any un
usual powers; controlled animals just follow the caster's mental
commands to the best of their abilities.

. These spells of Brown Magic work onJy on natural anJ mals,
nOI on an intelligent being (IQ 7 or more), and they don't work
on the unnatural creations of the Shadow.

Although Brown Magic is generally considered to be close
to the earth and not easily misused, it was employed in the past
by some Sorcerers of Escore to aid in the creation of some beasts
which were un.l1lc.e any created by Nature. These forms of Brown
Magic are DO longer known today. but some of the created beasts
still live in Escore.

Even though the worst excesses of this form of magic are no
longer practiced, Brown Magic still allows some room for
misuse. Using any of these spells to cause deliberate harm to
come to the summoned or controlled anJmal is generally con·
sidered wrongful. Many of the IDages who srudy these spells be
come vegetarians and refuse to kill any animals. and the others
will not ever use these spells in their hunting.
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Spell Table
Under pUUqJIJsIU6. Masery is abbreviated M, Magcry 2 Is M2, and so 00.

Under clast. lID "R" indicates !hat the spell can be resi!01.ed. The entry after
tho dash shows what resins tile speU.

Undcr mergy, ifrwo numbers are separal.od by a slash, tho fir'it Is the cost
10 cut aod tho 9OCOod is tho cost 10 DUlintain. A Ib moans COli 10 maintain i£ half
tho cost 10 east. A Is moal\$ CO$\10 maintain is 1M !arne IS cost 10 CIst-

Tbis section can be coplod aDd u.sed for reference, especially when crcatilll Under IImt W CQ.It. "Instant" means !ha( tho elfcct 0CaJl'S as lOOn IS tho
cbanl~f1I. speD is finished, and is completed immediJllely.

Pago ro(erelXOS are given (or this book, (or GURPS Map and for the 1JIuU "Special" just me.lns !ha( tho description (s too comploll 10 fil on I table -
SM. !!CO appropri.~ palO number (also shown on tho lablo).

Nota: An asterisk (-) after a spoil IWD6 indica lOS !hat it Is MenLa1lVery A "I" ~ moallS thaI there are exceptions or additional requinmonlS -
HIlfd. All other spclls are MentallHard. _ tho appropria~ pe.ge Dllmber.

A - In<I.ica~s!hat tho column does 001 apply.

Pilat MlBpqn ~UN_ Class ~/Qr 7tme W C46t DwraJion Enugy Puuqlllslul
n M39/B160 Accuncy Enchanlnlbnt ~ Perm. variesl DolllOnty
81 M51 AetivalO Runes- Regular Yellow I 5«. Instant 1lO/lO M, R1Jno-Lore 12+
86 M6S Ago- Reg.lR-HT Violct I min. Perm. S to SO Youth or 6 other Violet spells
84 M61 Air-Golcm Regular Indigo 10 $OC. I hr. 412 M2, Apportation
84 M31 Air Jet Regular Indigo I soc. I SCI:. 11031 Shape Air
81 M47 Alarm Rogular Yellow I soc. 1 w6ek II Tellllmo
77 M60 Alertnoss· bgular ~ I SCI:. 10 min. vanes' An'l1 or K6en EyeslP.arsINose speDs
79 M25 A1l6rBody Reg.lR-HT Orange 2 miD. I hr.1 S/61 AIlOr VisaSA'
79 M25 Aller Visage ReS.lR-HT Orangc I min. I hr.' 4131 Sluiposllifting or Perfoct musion ,
81 M49/B163 Analyze Magic Infonn.IR-speU Yellow I hr. Imtanl 8 Id4nMy Spoil
81 M48 Ancient History lnfonnat.ioo Yellow I min.1 Instant varied History
82 M67 AnimalO Plant Regular Green S S6C. I min. variesl 7 Green speDs
87 M64 Animation· Regular Violal Ssu. I min. variillS' Summon Spiril
79 M60 Apportation Reg.IR-IQ Orange I suo I min. vanes' M
n M67 Armor Regular ~ . I soc. I min. vatics' Repair
81 M47/B162 Aura Information Yellow I soc. Instant 3 Deu.el Magic
79 M58 Avoid Are.a Orange lmin. I hr. 313 Hide, Fur, ForgelfUlness
77 M44/BI61 Awaken AreA ~ I soc. Instant I Lend Health
77 M40 Bane Enchantment Red Po01l. 100' Enchant
78 M65 Banish Spec.IR-sT+IQ Orange S $OC. lnSlAnt Special M, I speU of oach Color
81 M43 Banquet Regular Yellow I sec. I day 2 por meal M. Cook, Poolishness
&8 M21 Be.asl. Un1c Regular Brown 5su. Special 3 &alit Summoning
88 M22 Be.aSl PnssIiIlssion Reg.IR-IQ Brown 5 $OC, 1 min. W. Rider Within or Poss6ssion
88 Mll Beast Scolcor Infonna Uoo Brown I 5«. InSlAnt 3' BolSt SUmmonlD~, 2 ~k spoils'
88 M:2IIBIS5 &asl-soodllllr Regular Brown I soc. Pe01l.1 It03 Persuasion or Animal Empathy
88 M22 Bust Spcoch Regular BroW'll I $0(:. I min. 412 Beast Summoning
8S M111B155 Beast Summoning Regular Brown I sec. I min. 312' Be.st-Soother
85 M57 Borserkor Reg.IR-IQ Purple 4 sec. 10 min. I 312 Brnery
sa M21IBI55 Bird Control Reg.IR-IQ Brown I $OC. • min. 412 Boast-Soother
83 M54 Bloss Regular BIIUl mln.=cost variosl vatiesl Ml, 2 spells ea<:h Color
82 M66 Blass Plenl.? Area Green 5min. t eroplsoason II Hoal Plant
79 M6:2 Blink Blodong Orange I sec. Instant 2 Teleport
79 M501B163 Blur Regular Orallge 2 llieC. 1 min. Ito sIs Darlrness
84 M31 Body of Air Reg.IR-HT Indigo 5 soc. 1 miD. 4/1 Shape Air
87 M29 Body of SloOO· Reg.IR-HT Violet 5 sec. 1 mI.n. IOlbed Stone 10 Flesh
84 M36 Body o(Water Reg.IR-HT indigo 55«. I min. 5lbed Shape Water
81 M27 Borrow Language Regular Yellow 3 sec. 1 min. 3/1 Lend Language
81 M27 Borrow Skill Ro~lar Yellow 3 sec. 1 min. 4/3 Lend Skill
85 MS61B164 Bravery Are R-IQ-I Purple J sec. I hr.1 2 Fear
84 MJ5 Bre.atho Air Regular Indigo J sec. I min. 412 create WalOr, Do1iIroy AIr
77 M34 Breathe Fire· Regular Red 2 sec. I sec. It04 Magery, Flame Jet, Resist Firo
84 MJl/B157 Breathe WalOr Regular Indigo I sec. I mIn. 412 CroalO Air, Dostroy WalOr
as MS9 Charm Reg.IR-IQ Purple 3 soc. I min. 613 M, Loyally, 7 other Purplo spoils
82 MSI C]aln Area Green I see. Penn. 2 Restore
77 M14 Climbing Rogular ~ I soc. • min. I to 3/5 IlOIlO

84 MJI/BIS7 Clouds AreA Indigo 10 see. 10mln. 1120/5 8 Indigo spells, I
n M13 ClumslllCss Reg.IR-IQ Red I sec. lolla. variosl SpallUl
77 M331B1S8 Cold Regular Rod I min. I min. 3/hoxl Heal
79 M49 Colon bgular Orange 1 SCI:. I min. 2/11 Lighl, 3 more Orange spens
81 M26 Compol Truth Inform. IR-IQ Yellow I soc. S min. 412 M2, Truthsayor
81 M4S Complu IDusion Area Yellow 15«. I mia. 211 Sound, Simple musion
87 MS2 COnceAl MIglc Regular Violet :3 soc. 10 hrs. Ito SId DelOd Magic
79 M49/B163 Continual Light Regular OrangC! I $OC. varies' vanCil Light
87 M46 Control Creation Reg.lR-spell Violot 2 sec. insunt I periled CrealO AnioW or Create ~rvanl

87 M:301B1S7 Control E1emcnllll SpeciJll Violet 2 sec. I min. Special Summon Elcmantall
8J M~ Control IDuiion Rog.lR-spell Yellow 2 sec. Ponn. l/hod Perfect D1usion
S5 M26 Control Person Rcg.IR-1Q Purpla 10 sec. I min. 613 Soul Rider or Telepathy
87 M64 Coatro) Zombie R.eg./R-spelJ Violet I sec. Perm. 3 Zombie
82 M43 Coole Regular Greco S sec. lnsIanl I per mu1 Test Food, Cre.a1O Fin
81 MSl Copy Regular Yellow 5 sec. Perm. 2 plus lIeopy Litency, Dye
77 M40 Cornucopia Enchantment ~ Penn. SOX! valud M1, 2 Weapon Enchanrmcnt spoils
87 M53 COIUllerspoll Reg.lR-spell Violet 5 soc. lnslaDi variesl M
84 M301B157 Cre.a1O Air Nea Indigo I see. S S4C.1 I Purify AlI
87 M46 CroaIO Animal Regular Violet sec. =COSI 1 min. variosl CI'04IO Water, CI'04~ Object. lQ 13 +
82 M191B156 CroaI6 Eanh Regular Green I lee. Perm. 41 bod Earth 10 StOllO
87 M301B1S7 Cruta Elemental Special Vlolel Special Perm. Special M2, Control E1emen141
77 M331B158 Crealll Fire Area Red I lIe<:. I min. 2/1 Igni~ Fire
&2 M43 CrealO Food Regular Grecn 30-=. Penn. 3/moall Cook, Seek Food
110 NEW CreateGaI6 Special Orange I soc. Perm. Vlries' M3, Open Gata, Telapon
117 M46 Create Object· Regular Violet SOC.-cost lndef. 2151bs. M2, Cre.ate Earth, Perfect musion
82- M66 Creal.o Plant Area Gtelm variesl Penn. varies' M, PlAnt Growth
87 M46 Crca~ Sorvant Regular Violel 3 soc. 1 min. 3/11 M3, IQ 13 +, Create Object
87 M46 Creal6 Warrior Regular Vlolal 45eC. I min. 4/4' CreaIOSorvlllt
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84 M351B15Sl Cl'6I.1O WalOr Regular lodigo I sec. Perm. 2f~ Purify WalOr
83 M42 CrySlAl &II Enchantment Blue Perm. I, DiviJlation (Crystal-gazing)
17 M45 C\m DiS61.SiII Regull.f Red 10 min. I 1Mta1lt 41 Sterilize. Major Hulillg
~ M.S4 Cuno IUgtJlar Purple vanos' Special variesl M2, 2 spells each Color
71 M24 Curw-MillSiJo Missile Red I sec. +otbor Spill II I varied 2 M2 + other !pel1
77 M4() Dancing w6.lIpon E.nc:bantmoDt R&d Perm. 1,000 /lb.1 Air.{jolem
79 M.SOIBI63 DutDou ArOll! Or1Inge I sec. I min. 2/1 Continual Light
n M50 Dark Vision Regular Red I sec. I min. 5/2 Nigbt VisiOD or Wnvision
~ M57/B164 Due Reg.fR-HT Pu'1>le 2 sec. I min. 3/2 Foolishness
n M24 Deathtooch Regular Red I sec. InS1allt Ito3 Wither Limb
8$ M63 Death Vision Regull.f Purple 3 s«. I s«. 2 M
82 M42 Oocay ~guIar Gr&en I sec. Perm. III11Cl1I Test Food
77 M411B161 Deflect EnchaolnJe01 Red Perm. variesl EIlCb.an1
84 MJ5 DehydnlAl Reg.IR-HT Indigo 2 s«. Penn. I t031 S lDdigo spoils inc. Destroy Water

79 M5S Delay Regular Or1Inge 10 s«. 2 brs. 313 M3, IS spells
79 M70 Delayed Messago Arc. Orange 4 SIIlC. Indef.1 31 M, Voic:cs, Detcc:1 Life
84 MJI Destroy Air ~ Indigo I sec. Instant 2 Crute Air
88 NEW Destroy Eanh Regular ViolO! I sec. Perm. 6Jbex Creat.eEanh
84 MJ5 Demoy Watct' Arca Indigo 1 sec. Perm. 3 Create Water
81 M471B162 Detect Magic Regular Yenow 5 s«. Instant 2 M
77 M13 Dexterity Regular Red I soc. I min. 2 per DX +fs Clumsiness
87 M51 Disinblgnte• Regular Violot I sec. J'eCJ!1. It041 M2, Shattor, Ruinl
87 M47 Dispel Creation Rcg.IR-spell Violet I s«. lnstanl I p6r boxl Control Creation
81 M46 Dispel Wusion Reg.fR-spcll Yellow I sec. Installl I/hex Control llIusion
87 M53 Dispel Magic AteaIR-spell Violet sec.=~ost Penn. 3 Couoterspcll and 12 olhcr spells
82. M43 Distill Regular Groen 10 sec. Ponn. IIquart Fermenl, Destroy Water
83 M48 Divination Information Blue I hr.1 Instan1 10 History. variesl
84 M48 Divinatioo-ASlCology Information Indigo 1 hr.1 lostanl 10 History, 8 Indigo and 2 Yellow spells
87 M.S4 Drain Mana· Area Violet I hr. Penn. 10 Dispel Magic. I spoil c.Bch Color
as M57 Drunkennoss Rog.IR-IQ Purple 2 sec. I min. variosl Fooljshnoss, Clumsiness
79 M51 Dye Regular Orange 3 sec. 2d days varied Restore. Colors
87 M29 Eanhqualc.e Area VIolet 30 sec. I mln. 212 M2, Earth Vision, 6 indigo spells
87 M29fB1S6 Eartb to Air Regular Violet 2 sec. Perm. 8lbexl CrUlAl Alr, Shape Earth
87 M281B156 Earth to Stone Regular Violet I suo Penn. Slboxl M. Shape Earth
85 M291B156 Earth Vision Regular Pu'1>le I suo 30 sec. 2fl0 ydJi.1 Shape Earth
84 M59 Emotion Control AroaIR-1Q Blue I sec. I Ilr. 21 Loyalty
87 M381B160 Encbanl· Enc:hantmont Violet variesl Perm. varies' Ml. , spell of each Color
85 M59 Enslave· R.eg.fR-IQ Pu'1>le I sec. Penn. 30 Charm, Telepathy
85 M29 EutornbtnClDt Reg.IR-HT Purple 3 sec. Perm. 101 M2, 5 Purple spells
77 MJ4 Essential Flame Are& Rod 3 sec. , min. 3121 6 Red spollsl
84 M3S EssonUal WlitIlf Regular Indigo I sec. Ponn. 3/gal. 6 Indigo spells, Inc. Shape Water
79 M63 Ethcre.a1 Body· Regular Orange 30 sec. 10 sec. 8/4 M3 and Body of Air
8S M27 E.xchanga Bodies· Reg.IR-IQ Purple I hr. Porm. 120 Permanent Possession, Soul I III
86 M27 Exorcism R.eg.lR~peD Purple 10 sec. lMaDI 10 Possession,S Blue and S Green
71 M34 Exp1osivo FirobaU Missile Red 1 sec. 1nsIant 210 61 Fireball
77 M33/B158 Extinguish Fire Regular Red 1 soc. Porm. 3lbex Ignile Fire
86 M58 Falso Memory Reg.IR-IQ Purple 5 sec. varied variosi' Forgetfulness, 6 other Purple spells
77 M70 Par-Hoaring In(onnauoD Red 3 SUo I min. 4/2 M, flO( doef, 3~ spellsl
n M1S Fatigue Reg.fR-HT Rod I soc. 1 min. I per ST-Ib' none
86 MS6/BI64 Fear AteaIR·IQ Purple I soc. 10 min.1 I Sense Emotion
82 M43 Fellllent Regular Green 10 sec. 1 hr. I per pint or 1000f ne.:ay
81 M47 Find Direction Information Y61l0lll I soc. Installl 2 M
79 MSIIBI64 Find Weakness Information Onronge 2 sec. Instant 11 2 Orange and 3 Yellow spells
71 M341B159 FitobaU Missile Red 110 3 sec. Instant I 10 31 M, Create Fire, Shape Fire
71 M33 Fireproof AIu Red S min. 1 day 31 Extinguish Fire
88 M21 Fisb CODtrol Reg.IR-IQ Brown I soc. I mill. 3/2 Beast-Sootbor
77 M34 Fle.me let Regular Red Is«. I soc. 1-3f&.l CroalAl Firo, Shape Fire
77 MJ4 Flaming Missiles Regular Red 3 sec. I min. 4121 Flaming Weapon
n M34 Flaming Weapon Regular Rod 2 soc. 1 min.. 4/1 M2. Heat
77 M491B163 Flash Regular Red 2 sec. lnslaDt 4 Continual Ugh!
87 M2Sl Flesb to Stono Rcg.fR·HT Violel 2 soc. PIlnn. IOlhexl EArtIt 10 SlOne
79 M62 Flight Regular Oraog6 2 sec. I miD. 513 Ml, Levitation
84 M351B1S9 Fog Area Indigo I sec. 1 min. 2/1 SlIape Water
86 M571B164 FoolishDllss Reg.IR-IQ Purple I sec. t min. I per IQ-Ib IQ 12+
84 M68 Forco Dome Arca Indigo I sec. 10 min. 3/2 M, Wulher Dome, Apportation
88 M66 Forest Warnlng Arca Brown I soc. 10 hn;. y,l/s 4 Groen spells
86 M57 Forgetfulness Reg.fR-IQ or sUlI Purple 10 sec. I hr. 313 M, Poolislmoss, IQ 12+
77 M40/BI60 Fortify Enchantment Red Porm. vaned ElII:hanl
84 M37 Preeze Regular Indigo 10 soc. vmosl 6Jbexl Shape Water
84 M36 Frost Area Indigo I sec. variesI I Create Water or Cold
84 M37 Frostbito Reg.fR-HT Indigo 3 sec. Perm. 11031 5 Indigo spens inc. Freo:zc, FroS!
84 M37 Goyse~ Area Indigo 5,". I sec. 512 10 WalAlr speUs, Loc. Shape Waler
81 M27 Gift of Lellers· Regull.f Yellow I sec. , min. 4/2 Borrow Language, 3 languages al 10+
82 M27 Gift ofTODgue.s· Regular Yellow I sec. 1 min. 412 Borrow Latlguage, 3 languages at 10+
82 M49 Glass Wan Regull.f YellOlll I sec. I min. 412 5 Yollow spells or Eanh Vis;on
84 M60 Glue Aru Indigo I suo 10 min. 313 Hasto
87 M39 GoIcm· Enchanlrnonl Violet variosl Perm. varied Shape Earth, Anilnationl
87 M59 Groat Goas· Reg.IR-IQ Violet I min. Perm. 30 MJ. IS Violet spells inc. Lesser Gou
77 M60 Groat Haste· Regular Red 3 soc. 10 soc. SI M, Hasttl. IQ 12+
79 M69 Groat Yoice Regular Oranit' 2 soc. I min. 3/1 Voices, Thunderclap
79 M53 GrealWard BlocklR-spcll Onnge none lnsLaol I per subjecll M2. Ward
87 M39 Groat Wish· Enchantmont Violet 2.000 M3. Wish, (OX + IQ) = 30+
84 M37 Hill Ar&a Indigo I see. I mill. ItSfsl Snow
77 M45 Halt Aging. Regular Red 1 sec. S<! dlIys 201 M2. Cure DIsc.ase, Major Huling!
77 M60 HUle Regular Red 2 sec. 1 miD. 2fll nOnD
19 M62 Hawk Flight· Regular Orange 3 sec. 1 min. 8/4 Right
77 M50 Hawk: Vision Regular Rod 2 sec. I min. 4f2 Keen Eyes
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82 M66 Heal Plant Au"a Grcon J min. Perm, 31 khmti fy Plant
77 M33/BISS Heat ~gular }Wi I min. I min. 3fhed Cre.atlll Fire, Shlipe Fire
87 M38 HlU Bncbantmenl Violel Perm. 200 Enchant
79 M50 Hide ~gular Ol'lmgc S sec. t br. 110 SIs Blur or Forgetfulnoss
82 M67 Hido p.th ~gular Green I sec. t min. 2/1 Heal PllUlt
82 M26 HJdc Thoughts Iagular YeDow I sec. 10 min. 311 Truthsayer
87 M39 Hid_y Enchantment Violet Porm. 501 Croate Obj«t, Lighten
77 M2S Hinder Regular Red I sec. I min, 1I04/s Haste or Clumsiness
82 M4& History Infonnation YeDow ~.=cost Instant variesl Trace
79 M70 Hush R.lg.lR-rQ Orange 2 sec. 10 su.1 2/L Silence
&4 M36 leo DBaer Missile Indigo I to3 sec. Inbflt 1 to 31 Ice Sphere or Waler Jet
S4 toO7 lee Slick Mea lodigo 2 sec.1 Vlriosl 3 Frost
as M36IBIS9 Ice Sphere Missile Indigo 1 to 3 sec. Instant I to 31 Shape Water
85 M37 leo Vision Regular Indigo I~. 30~. 2/10 yds.1 Shape Water
85 M36 ley Weapon Regular Indigo 3 sec. t min. 3/1 Create Water
83 M66 Identi fy Plant Infonnation Green 1 sec. Instant 2 Seelr. Plaot
82 M49/B163 Identify Spell Information Yenow I~. Instant 2 Detect Magic
n M32/BISB Ign1to FiRl Regolar Red I sec. I~. LID 41 DODe

82 M46 Dlusion Disguise Regular Yenow 1 sec. variesl 3 Simple Dlusion
82 M46 DlllSion Shell Regular YeDow I~. I min. 2Ihexl Simple musion
81 NEW lmitllte Voice Regular Orange 1 sec. I Olin. 3/1 Voices
82 M47 Ind6penda~ Aroa Yellow valiesl variesl 2 Simple U1usion
n M50 Inmvi!lon Regular Red I~. I min, 3/1 Kcon Eyes
88 M21 Insoct Control Reg.lR-IQ Brown I see. 1 min. 3/2 BcaSl-500thcr
n M45 lnaantRegeDC~tiOD· Rtlgular Red Special P6nn. 801 M3. Regene~tion
78 M4S Instant Restoration· RtlgulBr Red Special Perm. SOl M2., Restoration
82 M70 Invislblo WizArd Ear Rcgu1Jlr Yenow 4 sec. I min. SI3 Wi7Ard Bar, InYlsibility
82 M48 Invisible WizArd Eye Regular YeUow 4 sec. I min. 5/3 Wizard Eye, Invisibility
79 M50 Invwoility Regular Orange 3 sec. I min. S/3 81ur, Hide, Light, Shape Darkness
78 M68 Iron Ann Bloclr..ing Red 1 sec. Instant I ~sjst Pain, DX 12 +
78 Ml3 IlCh Reg.IR-HT Red I see. ScralChi 2 nolIO
78 M60 Keon Ears Regular Red I sec. 30 min. I per +lhl nono
78 M60 Kun Eyes Regular Rcd I sec. 30 min. I per +Jhl none
78 M60 Keen Nose Regular Red I sec. 30 min. t per +Ih# OOJll:

79 M52 Koou Regular Orange 3~. lndef.1 21 Stiffen
82 M47 Know D1\1sion InfOlllJll ti on Yellow t sec. InStllnt 2 Simpkl musloll
78 M44/BI62 Lend Health Regular Red t~. I hr. I per HT loaned Lclnd Strength
82 M27 LeDd Language Regular Yellow 3 sc.c:. I min. 311 Mind-Scnding
&2 M27 l...6nd SIcilI Regular Yellow 3 sec. I min. 3/2 Mind-Sending,IQ 12+
78 M44/BI62 Lend Strongth Regular Red I sec. Porm. varlesl M or Empathy advan1age
87 MS9 Lessor Goas· Reg.IR-IQ Violet 30 sec. Porm, 12 M2, I spell elch Color
87 M39 Lessor Wlah· Enchantment Violat 180 M, I spell each Color
79 M61 Levitation ~8·1R-IQ Orange 2 sc<:. I miD. I per 80 Ibs.1hJ Apportation
79 M49/B163 Light Regular Onnge I see. I min. III none
78 M49 LigblJcl Regular ~e I see. I min. 2/1 Continual Light
79 M41/B161 Lighten Enchantment Penn. variesl Enc!uLnt
M M60 Lighton Burdon Regular Orange 3 sec. to min. 3 or Slh' Apportatlon
B1 M32 Light.nlng Missile Indigo I to 3 sec. Instant I to 31 6 Indigo speDs inc. RaID
SO M41 Limit Enchantment Violet Porm. 200 Enchant
80 MSS Unk Are.B Orange 4 hrs. lnder.I 8 Delay
SO M61 LocUnaster Reg.IR-Mageloclr. Orange 10 sec. Ponn. 31 Locksmith or Apportation and M2
SO M61 Locksmith Rtlgular Orange I sec. I min.' 2/2 Apportation .
78 M40 Loy" Sword Enchantment Red Perm. 750 per Ib.1 Apportation
86 M59 Loyalty Reg.IR-IQ Purple 2 sec. I hr, 2121 Bravery, 4 other Purple spells
78 MS8 Madness Reg.IR-IQ-2 Red 2 sec. I min, 4/2 ForgetfullWlSS or Druo.lr.eoness
80 M68 Mlgoloclr. Regular Orango 4 sec. 6 hrs. 3/2 M
B2 M49 Mage Sense Infonnation Yellow I sec. I min. 3/2 Detect Magic
82 M49 Mage Sight Regular Yellow I soc. I min. 3/2 Detect Magic
BO M70 M.tl8e-Steatth ~gular Onngo 3 sec. I min. 3/2 Hush
87 MS3 Magic :ResiStllnce Rtlg.IR-IQ + M Violet 3 sec. I miD. lID Sis M, J spoIl each Color
78 M44/BI62 Mljor Healing· Regular Red I sec. Perm. t to 41 M, Minor Healing
88 M12/BIS5 MamuW Control Reg.IR-IQ Brown I !ICC. I mia. 5/3 Boast-5oother or Charm

80 M61 Manipulate Regular Orange 3 soc. t min, 4131 Locksmith
86 MS71B164 Mass~ ~-HT Purple soc. = cost Instant 2/11 [)au, IQ 13+
78 MS71B164 Mass Sleep AreI/R-HT JW sec.=COSI Instant 3' Sleep, lQ 13 +
82 MS9 Mass Suggestion ArealR-IQ Yellow sec. = cost 10 min. 4ru Sugg6Slion
B8 M21 Master Reg. IBloclr.. IR-IQ Brown I sec. lndcf. 2 Boast-8ootber
82 M47 Measuremenl Are.a/lnfonu. Yellow I sec. Instant 11 DOno
85 M37 Meltkc Area Indigo JO sec. Porm,' II Heat or Frcezo
86 Mj7 Meotal Stun Reg.lR-IQ Purple 1 sec. Instaol 2 Daze or Stun
78 M23 Might Regular Red I sec. t min. 2. porST+/s Lend Strength
82 MS8 MI.nd1CSSDOSS• Reg.IR-IQ Yellow S soc. Lmin. 8/4 M2, Forgetfulness
82 M261BI~ Mind-Reading ~8·1R-IQ Yellow 10 sec. I min. 4/2 Tnlthsayer
82 M26 Mind-scarch· Reg.IR-IQ Yellow I min. I min. 613 Mind-Reading
82 M26 Mind-SOnding ~gular Yellow 4 soc. I min. 4/4 Mind-Reading
78 M44/B162 Minor Healing Regular Red I sec. Penn. 110 31 Lend Health
78 M68 Missile Shield Iagular Red I sec. I min. S/2 Apportation or Shield
88 M22 Mollusk COIllroI Reg.IR-IQ Brown I sec. I min. 3/2 Bcast-5oother
B3 M43 Monk's Banquet Regular Green I sc<:. 24 hrs, 6 Banquet, Resist Pllin
8S M68 Mystie Mist Area Indigo 5 min. 10 hrs. III M Ind Wltcbdog or Shield
87 M41 Namo Enchantment Violet Ponn. 200 or 4001 Enchant
78 M45 NllutraJize Poison Regular Red 30 soc. Porm. SI Cure Disease or M3 and Test Food
78 M67 Nightingale Are.B Red I sec. 10 hrs. 2/21 Sense Danger
78 M50 NIght Vision Regular Red 1 liCC. I min. 3/1 Kun Eyes
86 M58 Nightmare Reg./R-IQ Purple I min. t hr. 6 M2, Death Vision, Fear, Sleep
85 M69 NoW Are.B Indigo I sec. S sec. 4/2 Wall of Silence
88 M31 No-SmoD Regu1Jlr Brown I soc. I hr. 11 Purify Air
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8.5 M32 Odor An.. lIldigo I sec. I hr.' I No-smoll
80 NEW OponlCIolle Gt.1Il Regular Orange I sec. I min. 613 M3, 3 spens Mcb Color
71 M23 Pain Ileg./R-HT Red 2 sec. I 1ilIC. 2 Spasm
86 M56 Pulk AnWR-IQ Pwple ) SICC. I min. 412 Fear
7' M24 Paralyze Limb Ileg.Ill-HT )WI I sec. I min. 31 M, Clumsiness, Itch, SlIIn
87 M41 Password EJxhanlmellt Vlolo! Penn. 4001 Enchalll
82 M47 Palhfind4r Information Yellow 10 5«. Instant 41 M. IQ 12.+. 2 Seoek spells
78 MSI PoacoIW S\oep Rcg./R-Spec. Red 30 ICC. 8 hrs. 4 Slo6f' Silence
80 MS3 Pentlgram Special Orange S su;. /bod Porm. 10/boxi Spol Shield
82 M46 Perfecl UIlWoo Atea Yellow I sec. I min. 3fh1 M, Comple~D1uBioo
&6 M57 Penn. Forgetfulnell.5· Reg.!R-IQ or skill PuJ1)le I hr. Penn. IS Ml, Forgelfulness, JQ U +
86 MSI Perm. Madness· Reg./R-IQ-2 Purple 10 min. Perm. 20 M2, Madnoss, IQ 13 +
86 M27 Penn. Possession· Reg./R-IQ Purple .5 min. lncIef. 30 twO, Pouosslon
86 M26JB15.5 Porsuasion Rcg.Ill-IQ Pufllie I sec. I min. 2 X bollUsl Sense Emotion
78 M6S Postilooce Regular Red 30 sec. Penn. 6 M, St.o.al Health. Decay
71 M34 PbaniomFl_ Atea JWl I sec. I min. 111 Shape P1te or Simple IDus.ion
S7 M6.5 PlaDAr SDlIlJ'IlOflS Spceial VIOlet S mln. \lariesl 201 M, I .pell ea.ch Color
83 M67 J1tAJlt Form Special Gl't6n I sec. I hr. .512 M, 6 Greon spells
113 M66 Planr Growth Atea Green 10 sec. I mln. 3n. Heal Plaot
8J M67 PWltSonse Reg.Ill-Ride Path Grecn I sec. I mln. 3/2 Forost Warning, Hide Path
86 M42 PoIBon Food bgular P\.Irplo I ICC. Penn. 3 per mea) Purify Food, DecIY
87 M6I PoI&el'JeiJt MissilofR..HT Violel I sec. Insunt I or 21 Apportalion
86 M17 Possession· Rell·/R-IQ Purp~ I min. I mlJ1. 10/4 M, Control Person or BeaSl. Possession
87 M38/BI60 Powor Encbautmont Violet Ponn. \llliesl Reco\ler Slrength
S7 1014111161 Powtel'lltonll Enchantmont Violet ~rm. 20 per c&Sling Enchanl
8S M3IIBI!7 Prodict Wcalher Infonnatlon Indigo .5 5«. INtaDl \lariesl 4 Indigo spells
83 M42 Pr~f\IC Food ~8ulAr GreoJl I sec. t week Spceial Slorilizo, Tost Food
78 M391B160 Puir:sance Enchantmenl Red Perm. variosl 5 Ellrth spel15
8S M30lBIS7 Purify Air Aroa Indigo I sec. lnsIallt I none
83 NEW P\.In(y EAnh Aru. Green I sec. Perm. 2/hox Sleriliz.c, 2 Green spells
83 M42 PIlrifyFood ~gular Green I sec. Perm. I perlh. ~scrvc Food or Decay
8.5 M3SIBIS9 Puri~ Waler S~ial lncIigo 5-10 su.lg.aJ. Porm. llgal. See~ Wiler
78 10140 Quic Dnw EnchaotmolJl Red Perm. 3001111.1 Apportation
78 M60 QuiclcMuch bgular Red I min. I day's march 41 M, Haltb
85 M311B1!7 Rain An.. Indigo I min. I br. II IOls Clouds
71 M(j() Rc.ar Vls.ion RegulAr Red I s.ec. I min. 3/1 Alonness
13 10144/1162 Recover Stnngth S~ial Red Spceial Special none M, Lend Strength
80 M53 bnoct BlockIR-spoll Orango noM lnsuot 4or61 Ward
10 MS6 RoOn Special Orange 10 soc. I hr. varieU' DeilY, Ward
78 M4S Ilogoncntioo.• ~gular Rod S~lal1 Perm. 201 Magory 2, ~SloratiOfl

80 MSIlBt64 bjoiD ~gular 0ra0j0 4 sec.! I0 Ibs. 10 min. 1 per 10 lbs.lh Woabn, Restore
l3 M.S4 bmovoCune Ilog.lll-spell Gl'"n I hr. Jnst.ant 20 bU, 1.5 spells inc. I each Color
87 M311B160 Remove Enchantment Enchantmonl Violel varies Perm. 1001 Enchant
80 M521B164 Repair Reglllar Orango I sec.llb. ~nn. 3/101bs. M2, Rejoin
80 M52 Repair Artaw Rogular Onnio 4 soc ./arrow Perm. 2 per arrow Rejoin
88 M22IBISS bptllc Control ~gJR-IQ Brown I sec. t min. 412 Beast-Soother
86 M.51 ReWpe Regular Purple 10 sec. I min. 6/3 M, Weaken, Shape Eanh I
78 M33 llosislCoId Regular Red I sec. I min. 2/hod erellll rlfO, Heat
78 M33/BIS9 Resist Fire Regular Red I sec. I min. 2lhed Extinguish Fire, Cold
78 M25 Resla Pain Regular Red I sec. I min. 4n. Ml, Pain
78 10145 ReSlOnlloo· Regular RoO ) mini Perm. I!I Major Healing
80 M51/1164 Restoro Regular Oranse 3 soc. 10 min. 2 per hexlh W6Aken or Simple musion
&-4 r.B4 RolSlOfO Mana· Nea Blue I hr. Penn. 10 Dispel Magic. Bless
78 10145 ResulTOCtion· ~gullr Red 6 brs. Perm. 3001 lnsIaol Regonoration, Summon Spirit
78 10168 Revene Mi!l8iles Regular Rod t soc. I min. 713 Missile Shield or Forco Dome
88 Mll RIder Ilogular Brown I soc. .5 min. 211 I ConlrOl spelll
81 M22 Rider Wilhin Rogular Brown 3 soc. t min. 4/1 2 AnImal Control spoUst
78 M2.5 Rooted Foe! bg./R-ST Red I sec. I min.1 3 Hindor
78 Ml5 Roundaboul ~8·IR-HT Red I S6C. InJtant 3 Tanglefoot
8~ MSI Ruin ~gular Greon 5 sec.llb. I min.1 2 por tb./s M, W6Aken. Decay
87 M:28 Sand JOI bgular Violet I sec. I see. I to 3/5 Crealll Eanh, Shape EArth
80 M70 Scn'be Regular Orango 1sec. I min. 3/1 Voices, Literacy, Air-Golem
87 M311Z160 Scron Enehanl.mO nr Violet days=cOSl varios/ Special 101, LilCl'Ky advantago
87 M.52 Sc:ryguard Regular Violol .5 sec. JOhn. ~/II M
87 M53 Sc:!)"Iiall Area Violet sec. ""cOS! to hrs. 312 try,;:·~~ Dark V·· Wi ..80 M50 Soc Invisible Regular Orango I sec. I min. 412 \lISI I Ity or I$,on, n VISIOO

82 M4! Soc Socrots Regular Yellow 5 soc. I min. Sn. Seeker, Aura

83 M281BU6 Seoek Eanh Information Green 10 sec. Inaant 3 DODe

83 10141 Sock. Food Information Green I sec. Instan.l 2 nooo
8J M66 Soot PIaot Information Gl'C>Cn I sec. Inslaot 2 DOne
85 twOSIBI.59 8eok: Wlter Information Indigo t sec. Instant 2 none
&2 M411Bt63 Seeker Infonnalioo. Yellow I :tee. Instant 31 M, IQ 12+,2 Seek spells
78 M67 Sooso Danger Information Red I ICC. lnsIant 3 Sense FOOl! or Danger Sense advantagc
84 M25IBIS5 SoftSG Emotion Regular Blue I JeC. lnslaut :2 Son54 Foe5
84 Ml5/BI5S SoD$O Foos Inform. IArea Blue I sec. Instant I (min. 2)1 DODe

83 M251B1.55 Sonso Lifo Inform. Green I sec. IIUWlt Y1 (min. 1)1 none
&-4 10163 Senso Spirit Inform.lArea Blue I sec. 1n5tan1 VI Death VIsion or Senso Ufc .nd M
8! M301B157 Shape Air bgular Indigo I sec. I min. I to 101 Create Air
80 M50 Shape Darkness Area Onngo I SCi:. I min. 2121 Darkness
87 M281B156 Shipe Earth RegulAr Violet I soc. t min. 21hex11lbex Seek Earth
78 M331B15g Shape Fire Atoa Red I !ICC. I mlD. 2/1 Ignilo Fire
83 M66 Shape Plant RlIgular Green 10 sec. t min, 3/11 Idontify Plant
81 M2.8 ShapoStono Regular Violel I soc. I min. 41hOJ1J 2lhexl Shape EArth, + 3 VlOlot spells
&.5 M3S Shape Walllr RegulAr IndiIlO 2 SCC:. I min. 1111 Create Water
B8 M22 Shapeshlftins· Special Brown 3 sec. I hr. 612 M, 6 other spells
88 M23 Shaposhift OlMrs· SpeciatlR-IQ Brown 30 !ICC. I hr. 612 Ml. Shapeshifting for lhlt form
71 10144 Share Strength Regular Red I see. Special vllried LendST
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78 M52 Sharpen RegulAr Red 4 !ee. 1 min. Special Repair
86 MjIIBI64 Shatte~ Regular Purple I sec. Instant I t031 M, Woaken
78 Mj2 Shatterproof Regular Red I sec. I hr. 313 Repair, Shatter
78 M67 Shield Regular Red I !ee. I min. variesl M2
78 Mj7 Sielmess Reg.IR-HT Red 4 sec. I min. 313 Drunkennnoss or Postilence
85 M69 Snllnco Alo, IndIgn 1 SI&C. 1 min. 2/1 Sound
82 M4S Simple IDusJon Art>a Yellow 1 sec. I min. 11'1, not blind, IQ II +
17 M64 Slwll-5pilit Regular Violet I sec. 24 hrs. 20 Sununon Spirit, Animation
78 M57/B164 Sloop Rag./R-HT Red 3 sec. Inmnt 4 Daztl
80 M60 Slow FaD Regular Orange Isoc. I min. I pllr 50 Ibs. fh Apponation
as M37 Snow Afoa Indigo I see. I hr. I/t51 Clouds, Frost
as M37 Soow Sboos Regular Indigo 2 soc. I min. l/I Shape Water
87 M64 SouIJ.c- Regular VIolet 1 min. Penn. 8 M, 6 Necro. spells Inc. Slo.al HT
82 M26 Soul Rider Reg.IR-IQ Yellow 3 sec. I min. 5/2 Mlnd-Roading
as M69 Sound Regular Indigo I $Ce. v,rillsl varillsl l)()Dol

s.s M69 Sound let Regular Indigo I sec. I sec. 1 to 4115 Great Voice
78 M70 Sound Vlsioo Regular Red 1 sec. I min. 5/2 Acute HOlIring
78 Ml3 Spum Reg.!R-HT Red I sec. A moment 2 Itch
17 MS3 Spllil Shield Afoa Vlolllt I see. I min. 3/2 M2, Scryguard, Magic Resistance
81 M38 Speed Enchantmenl Violet Perm. SOOI HllSlo
88 M41/Bt6l Stliff Ench.tntmcnt Violet Perm. 30 Enchant
86 M64 s-tHealth R.lgular Purple I min.!3 HT-I Perm. noMI SI6a1 Strength
86 M64 St6aI Strength R.lgulAr Purple I min/3 ST-I Porm. nonel Minor Hoaling
88 M65 s-t Youth· RAlg.IR-HT Vioi<lt I hr. Perm. 101030 Youth, Agll. StNl Health
as M32 SteDCh Area Indigo I sec. 5 min. II Purify Air
78 M44 Storill?e Mea Red vari<ls.l Instant :Jibed DeClIy or Insect ConlroI
80 MSI StiffeR &g.IR-5JlllC. Onnge 2 su./Ib. 10 min. I per Ib.M bjoin
83 M191B1S6 StOM Missile Misslll> Gn»n I/energy pt. Instant I to 31 Crea16 Eanh
13 M281B156 SlODO to Elrt.h Regullt Gn»n I sec. Perm. 10lbed Earth to Stone or any 4 Green spells
17 M19 Stooe to Fl6Sh &gular Violet 5 sec. Perm. lOthed M2. StODll to Elltth, Flosh 10 StoM
78 M24 Strib Blind Reg.IR-HT Red I sec. 10 see. 412 2 Flash, SpaSI1l

78 M24 StrIh Deaf Reg.IR-HT Red I sec. 10 see. 311 2 Si"'nce, Spasm
18 M14 StJ'iM Dumb Reg.IR-HT Red 1 sec. I sec. 3/1 Spasm
78 M23 Stuo Reg./Il-HT Red I sec. Instant 2 Pain
!2 M59 Suge5tion Reg.IR-IQ Yellow 10 sec. 10 min. 4/3 Emotion Control, Forgetfulness
87 M65 Summoo Domon Spc<:1a1 Violet 5 min. I hr.' 20 N, 1 spell of each color
87 N301Bl~ SuJIlDlOll E\<lroental Sp«il1 Vlolet 30 sec. I hr.' 4 M,I
14 M63 Summon Sba~· lnform.lR-IQ Blue 10 min.1 I min. 50120 Summon Spirit
14 M63 Summon Spirit lnform.lR-IQ Blue 5 min. I min. 20/101 Death Vision, M2
88 M38 Suspend Enchanlment Enctwllment VIolet I sec. I hr. 2j1 Enchant
78 M4.c Suspencle<l Anim&tion Reg./Il-HT Red 30 soc. Indcf.1 6 Sloop, Major HOlling
80 M62 Swim Regular Orange 3 soc. I min. 613 Snape Wlter, l.<lvl18tiQn
18 M66 Tangle Growth Area Brown 2 sec. I min. t or 21lh P1anl Growth
78 M2$ TIJl8\cfo« R.lg./R-DX Red I sec. Instant 2 ClumsiDess
82 M16 Te"'pIIthy· Regular Yellow 4 soc. I min. 4/41 Mind-Scnding
SO M62 Telepon· Specil1 Orange I sec. Insant variesl Hlwk Flight I
10 M62 Teleport Other· Reg.IR-IQ+ 1 Orange 1 sec. Insurrt vlJiesl 1013, Teleport
80 M68 Te"'port Shield Area Orange 10 sec. t hr. 1/3lls WILChdog, Spell Shield or Telllpon
a2 M47 TenTimo Infonnltion Yellow I sec. Insl.ant I IlO(Itl

S6 MS6 Terror AtuIR-IQ Purplc I see. Instant 4 Fear
83 M42 Test Food Information Groon I sec. Instant 110 31 none
~ M69 Thundcrcllp Regular indIgo 1 su. lnstlnl 2 Sound
80 NEW Time Travel Specil1 Orange I soc. Instant varies' IQ IS +, M3, Teleportl
78 M24 TotAl PIralysis RAlg.IR-HT Rcd 1 sec. I min. S, Patlllyzo Limb
82 M47/B163 Tl1Ico Regular YeUow 1 min. I hr.1 311 SccGr
82 MljIBI55 Tnath.9.1ycr lnfonn.IR-IQ Yellow I sec. Insanl 2 Sense Bmotion
ao .M64 Turn Zombie ArM Ol1lnge 4 SIll(:. I day 2 M, Ward, I spell nch Color
as M36 Umbrena Regular Indigo 2 sec. 10 min. 1/1 Shipe Wiler or Shield
80 M61 Undo R.eg.IR-Spee. Orange I sec. Insanl 3 or 61 Locksmith
80 M69 UUtlrJ:)om<l AIea Ontnge I sec. I min. 614 M2, Forco Do!Jl<l, Spell Shield
78 M24 Vigor Regular Red 1 sec. I min. 2 per HT+/sl l.<lndHaalth
80 M69 Voicca Regular Orange I sec. I min. 312 Souod
88 M29 VoIclAn Regular Violet I hr.1 1 day 15/10 Earthquake, 6 Rtd sp<llls
as MllIB157 Walk 00 Air Regullr Indigo 1 sec. I min. 3/2 Shape Air
~ M351B1S9 Wilt on Wator ReJUlu Indigo 4 sec. I min. 312 SM!» Water
88 M28 Wilk Through Earth Regular Violet I sec. 1 sec. 4/31 Shapll Stono
as M69 Wan o( SileDCC Mea Indigo I sec. t min. 2/1 Slknc:o
80 M61 WaUwallr.cr RAlgular Orange I sec. t min. I per 50 Ibs.lh Appot14tion
78 M67 WaLCbdog Area Rtd 10 see. 10 hrs. 1/1 Sense Danger
80 MS3 Ward BlockIR-spell Oran8e oone Installf 20r31 M
~ M36 WaterJot Regular Indigo I soc. 1 sec. I 10 31 Shipe Wllter
83 M43 Water to Wine Regular Gt'Cc1l 10 sec. Perm. 4 pllr gal. I Purify Wiler, Perment
85 M36 Water Vision Infoonatioll Indigo \ sec. 30 sec. 1111 Shape Wlter
16 MSllBl64 WilIken R.lgular Purple 59CC. Perm. 2 Find WeakneSll
85 M68 We.&t.Mr Dome AtOll Indigo 1 sec. 6 hrs. 3/2 6 Indigo and 2 Red spells
86 NEW Will Lock. Special Purplll VlJicsJ I day DODO Ncuttaloro(Shadow
as M32 Whirlwind Arca Indigo Instantl I mill.1 4/2 Windstorm
~ M32 Windstonn Area Indigo Instantl I min. I 2/1 Shapll Air
78 M63 Wlnged Knife Missile Red I sec. Instant I per Il>.' Poltergeist
82 Mj9 WisdOU1 R.lgular Yenow 1 sec. I min. variesl 3 Yellow loci 3 Purple spens
88 M351 Wish· Eoc:hantm.mt Violel 250 N2. I..6ssDr Wish, 2 SpllUS ea. Color
78 Ml4 WltberUmb Reg.lR-HT Red I sec. Penn. S M2, hralyzo Limb
S3 M66 Wither Plant Area/ll-HT Grecn 10 soc. Perm. 2 Plant Growth
82 M70 Wizard Ear Regular Yellow 2 su. 1 min. 4/3 Apponation, Par-Hearingl
82 M48 Wizard Eye RAlgultt Yello... 2 sec. I min. 4/2 M Apportation, Keen Eyes
78 N4j Youth· Regular Rtd I soc. Sp6cill 1001 Ml, Hall Aging
U M64 Zombie Regular Violel I min. Perm. 81 Summon Spiril, Lend Hel1th
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Magic Items

The Witch World relies on what its inhabitants can find in the way

5of magical items and artifacts rather than on what they CaD create. In
habitants must rely on their own abilities and not on how many
enchanted items they can acquire.

A few magical items are left from the days of the Old Ones, and
they work exactly as described in the GURPS Basic Set (see pp. B152-154).
There may still be a few adepts left in Escore or in Arvon who retain knowledge
of the enchantment spells, but they are not easy to find - and they don't make
items for sale.

This chapter describes magical items and places. The Witch Jewel is the only
magical item relatively common in Estearp, but its ownership is restricted to
sworn Witches. The People of the Green Silences and others dwelling in'Escore

• are familiar with Blue Stones of Protection and with Healing Mud. Quan iron
and false quan iron are very rare, Cups for far-seeing and rune boards are not
magical items though they are used in spell casting.

Artifacts left from the times of the Old Ones are still occasionally found 
among the most valuable are the Four Great Weapons. Various other remains of
the Old Does are still waiting to be found, and some can be extremely dangerous
- they are ready to capture the body and soul of anyone foolish enough to
investigate.
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The Witch Jewel==:;;;;;;;;~~~~~~=========
The Witch 1ewel is one of the few magical items slill being

made in the Witch World. It is a large, cloudy blue-gray
cabochon, usually worn as a pendant on a silver chain. The
Jewel Is an artifact, manufactured rather than mined, and the
Witches guard the secret of the Jewels' making as fiercely as
they do all their other mysteries. However, rumors circulate
from time to dme about where the Jewels originate.

Some think the Jewel is grown deep in a hidden vault under
one of the fabled Places of Power. Others think the Jewel is a
macbine that hides a communication device even more sophisd~

cared than those used by the Falconers. Truly bizarre rumors are
circulated by those who bate and fear the Witches and wish to
believe the worst about them.

What is known is that the lewel emits a bluish glow when it
is used, and that aWitch will guard her Jewel with her life. Also,
a careful observer will notice that a Witch uses her own Jewel
exclusively.

Receiving a Witch Jewel
Each sworn Witch of Estcarp receives her jewel upon grad

uation from her training in the Place of Wisdom. This jewel is
presented by the Council of Estcarp at DO charge; its value is in
cluded in the cost of her Matronage (see p. 61). When Witches
receive their Jewels, they enter a secret chamber in the Place of
Wisdom where the stones lie on embroidered cushions. Each
Witch discovers that one Jewel is attuned to ber; it "calls" to her
and she goes to it, shunning all the rest. As she gazes into it she
sees for the first time her name inscribed in its depths - the birth
name she thought she had discarded when she entered the Place
of Wisdom. This name can be seen by ber and ber alone. She
could fwd her personal stone even if it were taken from ber and
tossed Into a heap of stolen ]ewels.

There bas been at least one instance (Gate oftM Cal) when
a dying Witch transferred her Jewel to another, along with her
name. In extreme need, death transferred the atruning from the
Witch to another. With this transference went a geas on the
recipient, forcing her to complete the Witch's task in life.

Use of the Witch Jewel
Her lewel is a Witch's greatest weapon. It allows ber to con

centrate her Power to such an extent that she can get a bonus of
+1 or +2 in casting a speU; however, this extra concentration
requires extra time. If the Witch concentrates on her Jewel for
twice the normal time required to cast the spell (see p. B147),
she gets +1 to her slcill; if she concentrates for four times the
normal time, she gets +2 to her skill. (A group of Witches can
use their Jewels to get a +2 bonus in Ceremonial Magic without
spending this additional time concentrating; the cost of 10 x
normal includes plenty of time for deep concentration.) If she

Blue Stones of Protection
The color blue is anathema to the Powers of Darkness; for

this reason, people caught out in the open when evil is abroad are
fortunate if they can seek protection In a circle made of blue
stones. In addition. many bouses are protected by blue stones set
over the doorway.

Use of the Blue Stones
When set in a circle of large standing stones outdoors or

uses her lewel for additional concentration time to get this in
creased skill, she gets any benefits of decreased energy cost (see
p. Bl48), but does not get any benefits of reduced casting time
for her skill.

The Witch Jewel can also be used for additional concentra
tion to get a +1 or +2 to aoy other active use of Magical Ap
titude if the Witch takes the time to concentrate upon the lewel.
It does not provide any advantage to passive die rolls, since the
Witch is Dot concentrating.

Loss of the Witch Jewe!
Each time the Witch uses her Jewel she puts more and more

of herself - and of her Power - into the bond between her and
her Jewel. She quickly becomes so attuned 10 her Jewel that its
destruction could cause her actual mental injury.

Ii her Jewel Is stolen or otherwise separated from her, she
will be able to sense its location. She has the equivalent of a
natural Seek: spell (at IQ + Magery + 4) to sense the direction
and approximate distance of ber Jewel. And sbe would know im
mediately ifber Jewel were destroyed.

If her Jewel is destroyed, the Witch is immediately mental·
Ly stunned (see p. BI27). She also has to make a roll against HT
to avoid a permanenl loss of IQ. If she misses the roll, she suf
fers a pennanent loss of one IQ point (at least until she earns
enough character points to buy it back); on a critical failure, she
loses two IQ points. Even if she makes a successful roU, she is
at·1 to IQ for one month; there is not even a temporary loss. of
course, with a critical success. A jewel bas PD 0, DR I, HT 6.
One blow doing seven points ofcrushing damage will destroy it.

wben built in over a doorway, the blue stones will act to prevent
creatures of the Shadow from entering. No creature of the
Shadow can enter a place with such protection unless he first
makes a successful roll against IQ-6. On a failed roll, the crea
rure cannot cross; on a critical failure, he runs away. (A creature
can try to cross a specific protective barrier only once per day.)

A ring of small pebbles will also work, but Dot as well. To
cross such a ring, a creature of the Shadow only~ to make a
successful roll against IQ-2
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would offer full protection against the effects of Varlc's blood
(see p. 111) or other caustic agents.

True and False Quan Iron
Most of what is found is true quan iron - blue metal, able

to be worked into jewelry and amulets, or, for the incredibly for
tunate, cbalnuuiJ. But about 20% of the metal is false quan iron.
This metal still bears the touch of the Shadow-drlven Old Ones
who wielded it. Unfortunately, much of the time it cannot easi
ly be distinguished from true quan. iron.

Aboul 75 %of the time, it leaves great bum-like wounds on
the unlucky prospector who handles It, and can even poison
those who are nearby. It does Id-2 damage per mi1W/e while
someone is within 2 hexes of it. It does td-l damage per second
that it is held or touched.

False quan iron also explodes in the face of the smith who
tries to work with it - 3d damage to anyone in the same'hex (the
metaJ cannot be worked without being in the same hex), and Id
damage to anyone in an adjacent hex. For that reason, many
craftsmen, while coveting quan iron as much as anybody else
(one of their prerogatives is that they are allowed to salvage all
scraps from any project), will regretfully turn down assignments
involving the strange metal.

It is possible - but difficult - for a trained Jeweler to
detect the difference between false and rrue quan iron. The GM
rolls against JewelerrrU skill -4. If the roll is successful, the
OM tells whether it is false or true; on a missed roll, the jeweler
isn't sure; and on a critical miss. the GM lies. Each Jeweler can
only tty once ew:r to identify a particular piece of quan iron.

It is possible for a Witch 10 convert false quan iron into true
with the use of Larmt flower and the Remove Enchantment spell
(see p. 87), but this knowledge is not common. The ill effects
can be removed tempoarily with the Suspend Enchantment speU
(see p. 88). False quan iron might be worthlesS or precious. The
skill to turD it to true quan iron or the desire to use it to cause
harm would make it very vaulable. Also, quan iron is found only
in High Hatlack, and Lerml flower ooly grows in Estcarp on the
other side of the ocean.

Quan IroD======================
Another prime protection against evil is quan iron - not

really iron at all, but a strange and rare blue metal with the
power of protection. It is questionable whether this is a natural
mineral or something left over from the mysterious and often
dreadful.experime:Dts of the ancient adepts. Quan iron is usually
found in small nuuets, scraps and slivers and, very rarely, al
ready made into priceless artifacts such as rings, bracelets,
brooches or other jewelry. In bygone days, quan iron was used
to make peerless 9Cts of cbainmail. Now, it is difficult to amass
enough of the precious stuff to make anything larger than an
amulet The value of quan iron (if it can be found) would be at
least $40,000 per ounce (possibly more in some areas).

Uses of Quan Iron
Q1W1 iron will glow in the presence of evil, warning the

lucky person who possesses a piece of it. When quaD iroo comes
within 15 yards of a creature of the Shadow or within 45 yards
of a Place of Evil Power, it gives off a pale blue glow.

Creatures of the Shadow cannot bear the touch of quan iron.
Even a human under the influence of the Shadow will visibly
flinch and refuse to touch it - a severe phobia (see p. 835). A
sword, spear point or other weapon made of quan iron will do an
extra 1d damage against any creature of the Shadow.

Chainmall made of quaD Iron bas a PO of 4 (2 vs. Impaling)
and a DR of 6 (4 vs. impaling). It would weigh a third less !han.
normal cba;nmall - about 30 pounds (see p. 65). In addition, it

Finding Quan Iron
The only known deposits of quan iron in the Wilch World

lie in the Wastes of High Ha11ack. These are the scraps and
shards remaining from the terrible battles between the Old Ones,
before recorded time.

, Traders, prospectors and adventurers stiU journey into this
dangerous, wild land in search of quan lron. In more civilized
parts of the world, these people are thought of as being half mad.
and many of them are. Nevertheless, it is through their efforts
and the brisk trade tbat results from their finds, that bits of quan
iron are scattered throughout the Witch World.

To make such a cup requires five days by a skilled. wood
worker, at the end of thaI time be makes a roll against his Wood
worldng skill - on a failed roU, the cup is ruined and be has to
start over.

If this cup is used to hold water for a Crystal-gazing spell
(see p. 83JM48), the penalty for the lack of a crystal ball is -2.

Cups of Far-Seeing
Although any cup or bowl of clear water can be used for a

Crystal-gazing spell (see p. 831M48), it is thought thaI the
visions that form in the depths of some special cops are apt to be
truer lhan those formed in other containers.

Dragon Scale Silver
Dragoo scale silver is a relic of the Old Ones, perhaps akin

to qu.an irOD, but without its superb protective qualities. It was
wrought by dragon fire in ancient dmes. It is silver in color. but
other colors run across its surface prismatically when it is
turned. It is found already in the shape of a cup.

H this cup is used to bold water for a Crystal-gazing speU
(see p. 83JM48). there is DO penalty for the lack of a crystal ball.

Hand-Sbaped Cup
With the exception of <lra8on scale silver. the best cup for

faNeeing is made of red-brown wood carved in the shape of two
clasped hands. The nails are inlaid with quan iron - the ten nails
require one ounce of quaD iron.
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Rune-Boards=====================
Wise Women in particular favor using a board carved with

lines of runes painted red, gold and black 10 focus their power.
When the colors begin to glow the Wise Woman knows that ber
power is strong and working. A rune-board can be made by a
skilled woodworker in two days.

Use of the Rune-Boards
Tbese are so easy to use that a spell is not necessary;

bowever, some level of Magery is required. The Wise Woman
places her hand 011 the board while concentrating on some per.
son or on some proposed action. She closes ber eyes and traces
her hand aloog the runes until it comes to a stop.

If ber band stops on the gold, then the person is well or the
action promises great success. If her band stops on the red, then
the person is in some limited peril or the proposed action bas an
elemenl of rislc:. If her band stops on the black, then the person
Is dead or in mortal peril or the proposed action will cany the in
quirer into mortal peril hom whicb he or she probably woo't
emerge alive.

The GM rolls against the Wise Woman's IQ + Magery. On
a critical success, the board gives the best answer the GM can.
On a success, the board gives an approximate answer (it might
substitule a red for a gold or black). On a failure, the board does

not answer. On a critical failure, the board lies. Only ODe at
tempt per day may be made to look: at the same person or
proposed action.
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Helm-Biter - The Axe or Uruk
Helm-Biter is still being wielded by U ruk, the man from the

past whom Yonan/Tolar rescued from the piltar of ice where
Targi had imprisoned Wm. Helm-Biler is a great, double-bladed
axe that makes its bearer virtually invincible in battle. No mat
ter how vigorously it is used in battle, Helm-Biter never loses its
edge or grows rusty. The haft is extraordinarily long.. the blade
enormous.

proper time the person wbo finds Ice Tongue will also locale an
icicle the length of a sword blade. Moved by mysterious forces,
the warrior will break off the icicle and fit the hilt to it. In a
blinding burst of light, the shaft becomes a blade, made of
neither metal nor Ice, bUI a wondrous crystal blend of the two,
The crystal grows clear, sparkling with light, and glitters bright
ly in warning wben Forces of the Shadow are near.

Ice Tongue makes a servant of the one who carries it. Also.
it brings with It some small memory of the oDe who held it last.
Furthermore, if that person did Dol complete his task during his
period of stewardship, Ice Tongue will set a ge.1.S on the next
wielder to do so.

The sword has its own voice which it uses when it is battle
ready - Dot the bigb-pitched song of other "singing swords,"
but a guttural snarl full of hate for anything or anyone of the
Darkness.

Ice Tongue was last wielded by Yooan, the son of a woman
of the Old Race and a Sulcarman. Ice Tongue imposed on him
the memories ofTol.ar ofHaHarc, a mighty warrior of an earlier
rime, who failed in bis task of destroying the evil adept, Targi.
Although Targi had been slain, bis life essence lived on to work
its mischief. Yooan/Tolar, drawn back in time. destroyed Targi
by smashing the cryst.al skull in which Targi kept his life-force.
In the effort, the sword's ice-metal blade was sheared away,
leaving only the lifeless gray cryst.al hilt. YODaD laid it on the
step below the pillar wbere the sIrull had rested, and left it there.

The Four Great Weapons================
Each of1M Four Weapons cIwosu bur OIU! owner, in tirM

to become OIU! with that mlPl.

- Dahaun, Lady of the Green Silences,
in Andre Norton's 1ny OfSwords.

Ice Tongue - The Sword of Lost Battles
The Sword of Lost Battles, Ice Tongue, takes the fonn of a

sword hUt. Pommel and quillons are of cloudy gray crystal, 1n 4

scribed with runes so worn with age as to be unreadable. At the

There are four Great Weapons in the Witch World, left from
another age when the Old Ones ruled. The Greal Weapons serve
only one man or woman in a Ufetime, and they come to (or allow
themselves to be taken by) them only at times of great need.
When their usefulness is at an end, or their chosen bearers can
no longer wield them effectively, they depart of their own ac
cord. Sometimes the bearer is able to return the weapon to the
secret place where it was found. Sometimes it appears 10 be
broken or destroyed and vanishes entirely, only to reappear in
another place where it waits untillt is needed.
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The Sword of Shadow
The Sword of Shadow is neither of the Dark nor of the Light

but can be borne - and wielded - by either. Under the urging
of extreme emergency, the man or woman who is chosen to
claim the Sword of Shadow takes a dry, sun-bleached stick and
draws in the air the sword's outline, while calling on the Power
of Ninutra (or the Name of a far darker Power). The outline
hangs there, gradually filling in as if being painted with an in
visible brush. Then the bearer of the Sword of Shadow reaches
out, and takes it from the air. In a few moments it vanishes like
mist being bumt away by a morning sun. But it leaves the right
and learning to call it forth again at need, when the moment of
battle is at band.

The Sword of Shadow was last wielded by Crytha, exiled
from Karsten into the Valley of the Green Silences, during her
battle with Laidan, the consort and minjoo of the evil adept.

The Axe of Volt
. The Four Great Weapons were of Escore; lhe closest thing
in Estcarp was the Axe of Volt. A twin in every respect to Helm
Birer. the great Axe of Volt came to Koris of Gorm from Volt's
own band. Volt was a mighty avian lord whose memory Is still
revered in the Tor lands. Upon surrendering the axe to his suc
cessor, Volt's body fell into dust; his 10Dg wait was ended. The
socket of the axe-blade, where the haft is fasteoed, is covered
with runes, the meaning of which has long been forgotten.

After the Turning, when many of the Witcbes perished,
Koris came to rule in Estcarp. But before the conflict between
Estcarp and its enemies was fmisbed, Koris suffered a grievous
wound that ended his career on the field of battle. He journeyed
to the coast, where he had discovered Volt's tomb, axe in band.
When he returned, he spoke no word, but the great axe was not
seen again.

Remains of the Old Ones
Places where the Power and Influence of the Old Ones stiU

linger are found throughout the Witch World, but primarily in
Escore, the Dales of High Hallack, the Waste and Arvon.

They fall into three main categories - Light, Shadow and
neutral. Also there are some places so old that they are complete
ly alien to the concepts ofboth Light and Shadow and others that
have lost all vestiges of power and are dead.

Some Places of Power under the influence of the Shadow
will seek. to draw in the unwary, either to hold the prey for their
master (or Shadow creatures who have learned that good sport is
to be had at these places) or to suck out all life force in order to
regenerate. A character trapped under the influence of such a
place needs a successfu1 resistanre roll against Ihe equivalent of
a Control Person spell (see p. M26) to escape; the GM will
determine the skill with which the Control Person spell was cast.

A neutral Place of Power can be entered by those of the
Light, and by creatures of the Shadow as well; It is indifferent to
both. A party can take shelter in one of these places, but they
aren't assured that they won't have unwelcome company.

A Place of Power under the influence of the Light is a refuge
for travelers and adventurers. The Shadow cannol eoter, though
lis minions can keep someone pinned inside for an indefinlte
period, and the Thas have been known to tunnel up from be
neath. These beneficent locations are characterized by a feeling
of "good," and by use of blue stones in their construction.

Some of these Places of Power are high mana - or possib-

Targ!. She hurled the sword at Laidan and killed her. At that mo
ment, the Sword of Shadow vanished, but reappears when
Crytha needs it most.

Basir's Tongue
Basir's Tongue is the strangest of the Four Weapons. It is

short, more like a long dagger than a proper sword. The hilt is
of quaD iron, and the pommel appears to be an unworked Witch
Jewel. The blade is not smooth, but is deeply engraved with
runes. The image of a long-extinct beast is inlaid with quan iron
near the hilt.

The sword never drew blood from the moment of Its making
Wltil the moment of its destruction; it was forged for one pur
pose, to slay the evll Adept Rane. The sword came to Nirel the
Falconer, a Blanlc. Shield employed by Tirtha of Hawkholme.
Nirel hurled the sword at Rane; both sword and evil Adept
vanished as if they had never been.

lyeven \'ery high mana places. In these places, spells can be cast
at little or no energy cost and magical backfires can be truly
spectacular. Other sites have lost all of their mana. In these areas
no spells or magic items will function.

A few of the Places of Power contain Gates to other areas of
the Witch World, and other worlds, dimensions or times.

Temple of the Five-Pointed Star
In the hills above Wark is found the Temple of the Five

Pointed Star. There is 00 feel of evil about it; insteul, there is an
atmosphere of peace. Nevertheless, It is seldom visited.

Low walls, about four feet high, enclose a space shaped like
a five-pointed star. In the middle is a star-shaped stone that ser
ves as an altar. Different colored sand is spread within the points
of the star - red, blue, silver, green and gold. No wind blows
within the walls, and the dust is always smoothly spread, as if it
has not been disturbed since first It was laid into its patterns.
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This is a high ma1l/J place, especially good for spells of
making and of farseeing.

The Silver Singers
A circle of stones stands somewhere in the Waste. Passers

by will become aware of a feeling of fear and panic, and are con
vinced that within that circle is the only safe shelter from an
ominous shadow that threatens to overwbelm them. But once in
side the circle, they must ron and run, never going anywbere,
until they fall from exhaustion and die. A successful Will roll is
needed to resist.

If successfully resisted, the circle will tIy again, even more
allUI'inMly. The victim will bear singing, or perhaps the voices of
women raised in a beckoning song for lovers. The stones appear
to be silver-bodied women, dancing in a circle, band in hand.
ApproaclJing makes the song even more enticing, promising
delights and wonders. One Slep, then another ...

In order to resist this temptation, a male character must
make another Will roll at -2 - and anyone with the Lecherous
ness Disadvantage suffers an additional -101). If someone who
misses his roll doesn't have enough presence of mind to stop his
ears, or if one of his companions. unaffected by the spell,
does:n't drag him away, be is surely lost. This second tempw:ion
has no effect on females.

The Place of Stones
On the plains of Escore, near the great river that drains the

northern part afthe land, stands another stone circle. This one is
made of slate-blue stone. Two of the pillars have fallen and lie
pointing outward; within the circle is a platform, also made of
the same slate-blue stone. Two pathB of pillars lead from this
circle, one from the direction of the river, one leading toward
the low hills just above. Many of these have fallen, some are
broken, and even blackened, as if blasted by lightning - or Sam
Riders' force whips.

This is a place of shelter, but nol an impregnable one be
cause the circle has been broken. A creature of the Shadow can
enler if be firsl malces a successful roll against WiIl-4. On a
failed roll, the creature cannot cross; on a criticaJ failure, he runs
away. (A creature can tIy only ODce per day.)

The Citadel of Hilarlon
The ruins of HiWion's citadel lie in the far eastern part of

Escore, on a peninsula. The gate posts still stand; fearsome
nightmare creatures carved into these posts glower down at the
intruder. The wind howls through the rubble.

The outer walls, typical of many strongholds, are actually
stout buildings - living quaners, barracks and craftsmen's
stalls. Within this outer curtain lies the town and the citadel
proper. Above all the doorways are set blue stones. Hilarioo's
symbol, a sword and a wand laid together, is everywhere.

Tbose entering the main gate become aware of a pull, urging
them forward. Leaving at this point requires a successful roll
against Will +2.

Inside the citadel, dusty rooms are bung with moldering
tapestries. An occasional carved chest lies abandoned in the
corner. There are designs on the floor - pentagrams, magic
circles, all the grealer and lesser seals and the highesl of the pen
tacles. lbe puU grows stronger; resisting now requires a suc
cessful roll against Will.

In the great ball, chairs are set out on the patterned floor.
They are on individual daises, and are carved of blue slone. One
chair, the principle one, bears the sword and wand symbol. A

much stronger power pulls the explorer behind this chair. To
resist, make a successful roll against Will-2.

If someone chooses to go forward (or fails the roll), the
fiery lines of a Gate suddenly appear in the air as his feet touch
the pavement behind the chair. If he is under the compulsion of
a missed roll, he will go through. If DO rolls have failed, he can
try to tum around and leave - roll against WiII-4. Otherwise, be
disappears through the Gate.

On the other side of the Gate is an utterly alien universe 
a post-holocaust TLS machine world. This is a low nuJlUJ world
- all magic use is at -5 (see p. BI47). It is impossible to return
without HiLarion's wand and the knowledge to use it.

Even Simon Tregarth and Jaelithe could not manage to
return to their own world without the aJd of their daughter Kath
thea, the Adept Hilarion and the wand.

Other Places of Power
Some other Places of Power include: the Spiral Maze, the

Chairs of Giants, the Shrine of Gunnora, the Road of the Old
Ones, the Circle of Toads in Grimmerdale, the Road in the
Waste, the Evil Temple, the Well on the Plain in Arvon, the
Trap Road in the Wood, the Dark Tower, and various Gates
scattered throughout the Witch World. Their locations are
shown OD the Witcb World maps (see pp. 16-43).

The GM is encouraged to read the WilCh World books for
descriptions of these and other Places of Power. Since the
players have probably read the books too, new places can be
created as well. There are many wastes and unexplored regions
where new wonders might exist!
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Psionics as well as magic is found in the Witch World. However,
psionics is much less powerful - and much less important - than
magic, and a GM is free to run a Witch World campaign without it. •

Telepathy, however, is common among the Old Race, and is
known among other races. Many of the Witches ofEstearp, as well as

others throughout the Witch World, are highly trained in its use. Anti-psi and
Healing are also found to a limited extent. .

Other psionic powers are almost unknown. There is limited ESP I but this
power is almost always used without training - generally expressing itself in
dreams. The psionic powers of Telekinesis (see p. BI72) and Teleportation (see
p. B175) are used by the Torfollc, but these abilities are unknown outside ofTar
marsh.

Only a sworn Witch of Estcarp can easily find a teacher for the telepathic
skills, and it would be extremely difficult for any character to find a teacher for
the other psionic skills. No PC can start out with such training without taking an
Unusual Background advantage (see p. B23),

Psionics



Telepathy
Telepathy works a little differently in the Witch World from the way de

scribed in the GURPS Bask Set. The following rules are changes and additions.
Any skill roll for one of the telepathic skills will have the following bonuses

and penalties in addition to those listed in the Basic Set (see p. 8167):
User and subject are of different species: -4.
User and subject shared a common birth (twin, triplet, etc.): +4. In addi

tion, the user's effective Telepathy Power when communicating with the subject
is increased by 2.

User and subject share a Karmic tie: +2.

PsI Sense
This skill bas some additional uses in the Witch World. It can also allow

"sniffing out" - detecting - Places of Power or unnatural creatures (those
creatures manufuctured by the adepts of Escore or Arvon) within range. This
detection will work on a place or creature whether it is of the Light, the Shadow
or neutral. However, it is not a magic ability, and it will not detect the use of a
magic spell or the presence of a magical item.

The successful Sniffer obtains the following additional information about a
Place of Power or unnatural creature (see p. BI67).

Roll succeeds: Sniffer knows there is a Place of Power or an unnatural crea
ture within range, but the Sniffer doesn't lenow what was detected.

Succeeds by S: Sniffer knows whether a Place ofPower or an unnatural crea
ture is of the Light, ofthe Shadow or neutral.

Succeeds by 7: Sniffur'kno.iJ&-wbat type of unnatural creature was detected.
Succeeds by 11: Soiffer knows the purpose ofa Place of Power or unnaturaI

creature.

Emotion Sense
In the Witch World, this skill may also detect if someone is a follower of the

Light or of the Shadow. If the roll is made exactly, the OM will tell the PC only
if the person is a very strong follower of one or the other; the better the die roll,
the more subtle the gradations.

Telesend
Telesend cannot be used to send thoughts to anyone who does not have at

least latent Telepathy Power. Although no skill is required to receive a Telesend,
the subject must have Telepathy Power or DO thoughts will get through.

The Shout: The Shout only affects creatures with some level of Telepathy
Power.

Telereceive
Telereceive - unlike Telesend - can be used on a subject without any

Telepathy Power.
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Meclumical Psionics
In the Witch World. Telepathy may be

practiced either magically or by those with
natural psi abilities. However, the Kolder
- a race which came Into the Witch World
through a Gate from their own dying world
(see pp. 53-54) - have developed a
machine which produces Telepathy Power
which is focused by its operator's skill.

Although the machine requires many
Kolder 10 operate and maintain It, its entire
purpose is to magnify and focus the power
of its master operator's mind. Through this
machine, one Kolder can use his Telepathy
skills of Telereceive, Telecontrol and
Mental Blow against multiple victims at the
same lime. The Kolder machine is able to
generate enough Power to allow its master
to exercise mental control at extreme dis
tances - even on other continents.

Although the Kolder madline gives its
master tremendous Power, It does so at
great cost The ODe who operates such a
machine quickly becomes absorbed Into
the Power. and is not able to live for long
without it. This sense of Power for
Power's sake is obvious to any psi who
comes into contact with the Kolder, and it
led to a feeling of disgust towards the
Kolder and their machines by all of the Old
Race.

Psionic Blank Areas
The Kolder are able to create areas in

which the psionic skills of the Witches of
Estcarp are completely Ineffective. These
areas have effects similar to Mind Shields
of CAtreme Power surrounding fairly large
geographJc areas. These areas are imper
vious to the psionic Psi Sense skill, but
they are so obvious that the complete ab
sence of data can be detected.

Psionics



"

The use of herbs is a mixture of techniques and effects. Certain

7herbs in small quantities can cure diseases and bodily ills, but in larger
doses can kill. Some herbs soothe; others madden. Workers for the
Ligbt and creatures of the Shadow both use herbs in their magic
making. There are rna ny speci fica lly evil plants, sometimes

masquerading as beneficent ones, so an adventurer takes a risk in gathering
herbs without someone trained in herb-lore to advise him. "

Use of Herbs
Herbs in the Witch World can be used in any or all of the following ways

as a poison or as an antidote to a poison, as a preventative or cure for a disease,
as protection against magic or against the Shadow. or as an aid in spell casting.

Poisons
Poisons can be made from many herbs; these are generally contact, blood or

digestive agents (see p. B132). 10 addition, some herbs are poisons in their
natural form.

Some herbs can be used as antidotes to poisons. The effect of an antidote
varies depending on how soon it is taken after the poisoning. If taken before the
effects ofa poison begin to show, an antidote will usually allow a second HT roll
to avoid the effects of the poison. This HT roll may be at +1 or +2 depending
on the strength of the antidote. If taken after the poison has taken effect. the an
tidote will reduce the intensity and/or the duration of the effects.
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Disease
Some berbs can be used as preventatives and/or as cures for

diseases. When used to prevent a contagious disease (or plague),
the herb gives a plus to the HT roll to avoid getting the disease
(see sidebar, p. B133). When used to cure a disease, the ap
propriate herb wnt give a plus to the HT rolls for recovery (see
p. B133).

In order to know what herb to use as a preventative or cure
for a specific disease, it is necessary nol only to know what herbs
work against what diseases but also wlut disease a person bas;
this requires a successful Diagnosis roU (see p. BI33). A Diag
nosis roll is not needed before using a general remedy such as
llibane (see p. 104), if you are fortunate enough to have it.

Protection
Herbs can sometimes be used - even by non-mages - as

protection against magic or against the Shadow. For example.
when TIlbane is used to trace a circle around an area, it has effects
similar to those of a pentagram.

Spell Casting
Some spells require the use of herbs in order to be effective.

Other spells work quite well alone but are strengthened by the
introduction of the proper herbs. And while many spells do Dot
require the use of herbs in the casting, many practitioners are in
clined to throw in a few herbs anyway on the theory tlut it
couldn't hurt.

In addition, some herbs can be used to achieve magical ef
fects without the use of spells. These herbs will work for anyone
- with or without Magic.al Aptitude (unless they have Magic
Resistance).

Finding Herbs
Each berb listed is categorized as Common, Average, Rare

or Very Rare. In order to find a particular herb growing in the
wild, it is first necessary for the GM to decide if the character is
looking in an area where the herb might be growing.

If a specific herb is present in the local area, a character can
find it by making a successful Naturalist or PbysicianlTL3 roll.
The GM normally makes the roll in secret; if the character does

not fmd the herb, the GM does not telt whether the roll was
missed or if he was just looking in an area where it didn't grow.

Anyone looking for a particular herb makes a roll against
his NaturaliSI or PhysicianlTL3 skill to represent a complete
day's search. The Poisons skill may be substituted for the
Naturalist skill when dealing with an herbal poison or antidote.
Acute Taste and Smell also add + I to the recognition roll. GMs
should use the following, when determining whether or Dot a
given herb is found in a panicular area:

Common - grows in most places, easy to locate. Roll
against your skill plus three (or IQ-3).

Average - grows in many places, relatively easy to locate.
Roll against your skill (or 1Q-6).

Rare - grows in few places, relatively difficult to locate.
Roll against your skill minus three (or IQ-9). The only automatic
success on a roll against the default 1Q-9 is a narural 3.

Very Rare - grows in very few places, very difficult to lo
cate. Roll against your skill minus 6 (or IQ-12). There are no
automatic successes on a roll against the default IQ-12, even on
a natural 3.

Preparing Herbs for Use~
Fresh or dried herbs are used in medicines or made into

protective charms. Before use, herbs need to be prepared. Thcy
can be brewed into leas or decoctions or used directly in their
natural form.

Other herb mixtures are made into protective charms and
worn. These must be renewed periodically as they lose effective
ness either from the herbs crumbling away or from being ex
posed to so much "evil" they reach their limits of absorption.

Dried Herbs
Leaves and flowers must be dried for at least two weeks in

a well-ventilated area. They are then measured into doses and
made into packets. Most dried herbs keep their potency for a
long time; there is only a 50% chance each year that an herb will
lose its potency if exposed to air. Powders mixed with food or
drink will last a month; dried herbs mixed with food or drink last
two weeks - if the food or dri.nk: does.
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Poultices
Poultices are made from decoctions by soaking a bandage in

the mixture, and applying hot or cold to the affected area. One
quart of the decoction gives enough for eight applications of the
pouldce.

Teas
Teas usually require the amoWlt of dried leaves or pelals

that can be held in the palm of one band (about one tablespoon).
Steep in a pot of bot water (about one quart) for five minutes.
This makes four doses. The tea must be drunk: while hot - if
cooled and reheated its effeclS are halved.

Decoctions
Decoctions are made by boiling fresh herbs (leaves, stems,

roots, flowers or berries as required) in a pot of water for about
30 minutes. Four handfuls are required in Y.z gallon of water;
this is reduced by bolling to one quart or eight doses. Decoctions
last longer than teas - one day if kept exposed to the air, or two
weeks if kept in an airtight container. Decoctions can be laken
either hot or cold, with the same effects. "' 1 t • t , \ , )

against all spells. The angelica is only effective for two days
after being picked.

Chamomile Average
As a poultice, chamomile aids in recovery from wounds.

Apply the poultice to the wound three times daily; it results in a
+ Ion the daily Healing roll (see p. 8128).

Comfrey Average
Comfrey aids in recovery from broken bones and badly

sprained muscles. During recuperation, apply a cool poultice
twice a day. For a lasting injury (see p. B129), this wUl reduce
the recovery time by one month (but the time is never reduced 10
less than one month).

Henbane Average
Burning a pastille of henbane leaves creates a smoke that

causes disorientation and irresponsible talk and actions; any per
son breathing it speaks wiUingly of subjects he or she would or
dinarily keep private. The effects are similar to the Weak Will
disadvantage (see p, B37) at level 4 for the first hour, at level 3
for the second hour, at level 2 for the third hour, and at level I
for the fourth hour.

A similar but weaker effecl can be achieved by burning
fresh stems, seeds and leaves; the effeclS are equivalent to Weak
WII1level2 for the first hour and level! for the second hour.

llibane Very Rare
IlIbane is a universal remedy against poison. As a poultice,

illbane is effective against all contact poisons and caustics; as a
tea or decoction, il works against digestive and blood poisons. It
completely neutralizes the polson, preventing any further
damaging effects afler it is applied. If applied within five
minutes after missing any HT roll against the effects of poison,
it allows a new HT roll (with the same penalty as the original).

Hyssop Rare
A decoction of hyssop In equal parts with rosemary will

reduce the effects of Thas poison (see pp, 11 Q..lll). If this mix
ture is raken within five minutes of being bitten, the victim gets
a second chance at the initial HT roll with a +2 bonus. If taJcen
twice dally for the next three days. it gives +4 bonus on sub
sequent rolls.

Angelica

Angelica Rare
Angelica as a poultice will partially neutralize most contact

poisons and caustics. It is effective against Vark's blood and
Kolder weed; it must be applied twice a day during the first three
days after exposure.

When used against Vark's blood or Kolder weed (see p.
I t J), the die rolls on the second and third days are made against
HT-2 instead of against HT-6. It also reduces the OX penalty
from VarIe's blood by half. However, the character is at an addi
tional-2 OX because of the bandages.

An amulet containing fresh angelica is a powerful talisman
against evil magic, Jiving the wearer a +2 on resistance rolls

Herb Listing====================
Many herbs are found and used in the Witch World. The

following is a list of a few with uses specific 10 the Witch World,
Those with the Botany/TL3, Naturalist or Physician/TL3

skill will usually recognize any of these herbs if found and will
know thelt uses. Others will not necessarily mow everything on
this List - the OM should keep them honest.
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Valerifln

Mandrake Very Rare
Fresh mandrake iB used in maJdng poppets (dolls in the

image of the victims) for ill-spelling. Only wild mandrake is ef
fective. It shrieks as it is uprooted, and the sound will drive men
mad if they do not put wax in their ears. A successful roll against
IQ will prevent the madness; it can be cured with illbane.

Moly Very Rare
When the fresh leaves are applied to a character's sk.in

(generally held by a bandage), moly counteracts any single spell
untU the leaves dJe - the moly leaves last five days. This is ef
fective once per spell, per person.

A decoction of valerian will reduce the effects of Thas
poison (see pp. 110-111). If taken within five minutes of being
bitten. the victim gets a second chance at the initial HT roll with
a +2 bonus. If taken twice daily for the nex.t three days, it gives
+4 bonus on subsequent rolls.

Valerian is a more powerful protection against the creatures
of the Shadow than rosemary. Any creature of the Shadow at
tempting to move to within two hexes of fresh valerian must roll
against WiII-2 - a failure means the creature cannot move
within the two-bex distance, and a critical fallure means the
creature runs away.

Valerian

Rosemary Average
A decoction of rosemary In equal parts with hyssop will

reduce the effects of 1bas poison (see pp. 110-111). If it is taken
within five minutes of being bitten, the victim gets a second
chance at the initial HT roll with a +2 bonus. If laJcen twice
daily for the next three days, It gives +4 bonus on subsequent
roUs.

Rosemary is used as a protection against the Shadow. Its
aroma is very offensive 10 these creatures. Any creature of the
Shadow attempting to move to within one hex of fresh rosemary
must make a roll against Will - a failure means the creature can
not move within the one bex. distance, and a critical failure
means the creature runs away.

Plantain Average
Sometlmes called IIwaybread herb, " plantain is always

used In the preparation of waybread or joumeycake, in order to
keep It fresh. Other ingredients may vary, according to the taste
and skill of the baker, and some waybreads are definitely better
than others.

Trefoil

Langlon (Trefoil) Rare
An amulet containing fresh 1ang10n, known in the Witch

World as trefoil, is a powerful talisman against evU magic,
giving the wearer a +2 on resistance rolls against all spells.
Trefoil remains effective for five days after being picked.

Lonnt Flower Average
This small flower, with its blue petals shading to white at

the edges. once grew freely throughout the Witch World. The
Old Ooes used it to counteract the effects of the Shadow on quan
iron (see p. 96).

Now, the sole piau that the Lormt flower can be found is in
the hills around the ancient repository of wisdom, Lormt. II is
one of the ironies of history that the very wars that made Lomll
flower necessary have aJso destroyed It in the Western Continent
- where it is needed the most. (Note that the Average prob
abiUty of finding Lormt Flower only applies in the hJlls arotmd
l..ormt; elsewhere it cannot be found at all.)

Tea made from steeped Lormt flower leaves will cure a vic
tim who bas fallen ill from false quan Iron poisoning. The
patient recovers one HT point of damage done by the quan Iron
each day be takes the tea.

The Suspend Enchantment spell and the dried petals of
Lormt flower will negate the ill effects of false quan iron. The
Remove Enchantment spell and the flowers - fresh or dried 
will even remove them altogether, leaving true quan iron in
place of the false.

llibane is also very effect!ve against disease. A tea or decoc
tion made from illbane needs to be laken once a day. This gives
a +4 OIl the die roll for recovery (see p. 8133); a critical success
on tb1s roll gives a miraculous, instantaneous cure.

Oddly enough, it bas very little healing effect on wounds.
But, when applied to wounds, it will completely prevent infec
tion (see p. 8134) while the wound heals.

An amulet containing illbaoe (either fresh or dried) is an ex
tremely powerful talisman against evil magic, giving the wearer
a +4 on resistance rolls against all spells. Fresh illbane remains
effective for 10 days after being picked, and dried illbane is good
for 30 days.

llibane in any form is actively avoided by all creatures of the
Shadow. While its aroma is pleasant and soothing to everyooe
else, Shadow creatures react as if confronted with something
putrid. A11y creature of the Shadow attempting to come within 3
bexes of any form of illbane must make a roll against WilI-2 
a failure means the creature cannot move within the three-hex
dJstance, and a critical failure means the creature runs away.
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Bestiary

This section contains information on a number of creatures an ad-

8 venturer is apt to encounter in the Witch World. The adventurer may
also meet many normal animals. These are described in the GURPS
Bask Set (see pp. BI40-145) and in GURPS &stfury. In addition,
some fantasy animals may also have wandered through a Gate into the

Witch World.

Key to Animal Statistics
The statistics for each animal are given in the same fonnat as in GURPS Be

stfury. These statistics are described below:
ST, DX, IQ, HT, SplDodge and PDIDR: The attributes for the creature are

explained in the GURPS Bask &1 (see p. B 140).
Damage: Listed damage is that for the creature's most common form of at

tack; damage for other forms of attack is given in the text description. Abbrevia
tions: cut = cutting; cr = crushing.

Reach: Most creatures attack in close combat. Abbreviations: C = close
combat; I, 2, etc. = reach in hexes.

Size: The creature's size in hexes.
Weight: The creature's weight in pounds.
Origin: The origin of the creature. Abbreviation: SF = speculative fiction

(fanrnsy, science fiction and horror).
Habitats: Where the creature is found. Abbreviations: F = Forest; I =

Iungle; M = Mountain; P = Plains; S =Swamp; Sub = Subterranean.

An " .... means that the ability or attack is special - see the text for details.
A"-" means that the heading does not apply.
A "If" means that there are exceptions - see the text for details.
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Animals===~~~~~~==================;;;:::=
Listed below are animals specific to the Witch World. Some

are beneficent; others are enemies of mankind, though not allied
with the Shadow.

The dogs used by t.be Hounds of Alizon are lean, white and
vicious. They wear collars studded with spikes and, occasional
Iy, dog-bardings of srudded leat.ber or light chainmail. Unlike
the Falconers' birds or a lucky adventurer's Torgian mount,
these Hounds are Dot cherished. Out in the field, they are ex
pected to run down their own food. Even when food is provided
for them, their owners simply fling it into the pack and the dogs
have to fight for every morsel.

A paclc of Hounds - human and canine - will run its prey
to earth. The dogs will then tum it over to the nwters or be al
lowed to worry it to death. HOWlds bite repeatedly for Id-2 cut
ting damage.

Size: I
Weigbt: 2-3 oz.
Origin: SF
Habilats: S

Size: 1
Weight: 60-80 Ibs.
Origin: SF
fubllats: F

Sp/Dodge: 10/8
PDJDR: 010
Damage: Id-2 cr
Reach: C

Sp/Dodge: 2n
PDIDR: 0/0
Damage: 
Reach: -

ST: 6
DX:8
IQ: I
HT: 10/1

ST: 8-10
DX: 12
[Q:4
HT: 14/10

Light Insect

These unique birds have a language (Falc01uong) which can
be learned by Falconers, but by DO other race.

Falcons attack in Close Combat with beak and claws, doing
Id-2 cutting damage.

Light insects are found only in Tonnarsh. They give off a
dim light and are used by the Torfolk for illumination - or per
haps it is more precise to say that light insects like to congregate
in the houses, and me Torfolk reap the benefit of the association.
They are non-aggressive, and if provoked, will simply wander
away, as mey often do anyway.

Almough light Insects are as big as the palm of a hand. they
weigh only a few ounces - most of meir body is a hollow, Iight
producing shell.

Menay

Slze: I
Weight: 30-50 Ibs.
Origin: SF
Habitats: P

SpfDodge: 12/6
PD/DR: 0/0
Damage: Id-2 cut
Reach: C

ST:8
DX: 11
IQ:5
HT: 1216

Alizonder Hound

The falcons discussed here are the Brothers in Feathers of
the Falconers (see sidebar, p. BI42 for a description of average
hunting falcons). They are small black falcons witb a white "V"
on the breast. They bond with the Falconer of their choice, and
will fight in his defense.

Eyrie Falcon

ST:2
DX: IS
IQ:7
HT: 12/S

Sp/Dodge: 20/10
PD/DR: 0/0
Damage: Id-2 cut
Reach: C

Slze: 1
Weight: Sibs.
Origin: SF
Habitats: M

The Merfay live in me rivers of Escore, and the only sign of
their presence is the V-shaped line of ripples they leave as they
swim. According to the Krogan, the Merfay are like them in
some respects, only smaller and more near the animal. They are
also known as turtle-fol1c.. The normally live in the river - their
SpeedJDodge is only SIS on land.

The Merfay are seldom seen by any but the KIogan. There
fore, it is a little difficult for a non-Krogan to get a really clear
picture of what one can and cannOt do.

Merfay have never been known to attack; they prefer to
avoid conflict. If thoroughly provoked, a Merfay will deliver a
bite; beyond wt, its sole impulse is to get away and hide.
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Rasti Spider Hound

ST: 6-12
DX: 13
IQ:4
HT: 17/8-10

SplDodge: 7/6
PD/DR: III
Damage: Id-2 cut
Reach: C

Size: 1
Weight: 100-200 Ibs.
Origin: SF
Habitats: Sub

ST: 20-30 Sp/Dodge: 10/7
DX: 15 PDIDR: 2/2
IQ: 6 Damage: •
HT: 14/20-35 Reach: C

Slze:2
WeJght: 150-250 Ibs.
Origin: SF
HabitAts: ]

Rasti are something like a cross between a giant rat and a
weasel and ttavel in packs. Their primary instinct is to rend, kill
and devour. Ordinary rasti are like common rats; in Escore,
though not of the Shadow, they have been influenced by the
Shadow and have become giants. About three feet long, they are
very swift despite the shortness of their legs. They have sleele.
black fur and rheir bodies are lithe and agile. Their heads are
narrow, pointing shaJply to wicked muzzles where yellow fangs
show against their black hides. Their eyes are a mad red.

WhiJe not actively of the Shadow, they are far from being
on the side of the Ught. Rastl bate the light, and will flee from
It. They bite for 1d-2 cutting damage.

Snowcats are amoog Ibe most beautiful and the most
dangerous of creatures. Their coalS are gray-white and much
prized; only the cleverest and hardiest hunter will come out the
winner against a snowcat. They are about the size of a leopard,
with heavier limbs and paws. A snowcat, flat-footed, can jump
three yards straight up, and can clear five yards in a running
broad jump. They can climb trees at their normal land speed and
are strong enough to do so while carrying a deer's carcass. They
dislike water slightly less than their cousins, the leopards, and
are exceUent swimmers.

Wherever there are mountains, there are snowcats; they
range all across the Witch World. They prefer to avoid confron
tation, and usually the closest anyone comes to one of the grace
ful beasts is a glimpse from afar or the marks of their paws.

Vision, Hearing, Taste/Smell and Stealth are 18, making
them hard to track.When attacld.ng they go for the throat, doing
Id +1 cutting damage in Close Combat.

.':-'".:r
}~
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Alrhough amoog the most horrible crearures an advert.turer
is apt to encounter, spider hounds are not of the Shadow. They
are found beyond a Gate in the northern mountains of High Hal
lack; a slightly different, more intelligent type is used by the
Weavers of Ustun.

Their masters are a particularly horrid blend of spider, nx>o
ster and humanoid; they are never encountered, as they send the
spider hounds to do their dirty work.

Spider hounds will pursue their prey, administer a poi
sonous sting, and then wrap the prey in their silk: unless they
decide 10 eat him then and there. They roam in packs of four to
seven. Occasionally a single spider hound will lurk close to a
web.

They wrap their intended victim in their webs, swarm all
over him and bear him to the ground (treat this as ajlyin8 ladle
(see p. Bl13), bite him and inject him with paralyzing venom
one at a time, or all at once. Their bite does cutting damage for
their ST (see sidebar, p. B140).

Poison: Spiders prefer fresh meat. Their venom does no ac
tual damage, but the victim will be paralyzed for six hours if be
fails a roll against HT-3. This paralysis is complete except for
breathing, hcanbeat, etc. The victim cannot move a muscle,
though be is conscious. (The paralyzed victim can cast spells
only if they are known well enough that no words or gestures are
necessary. Psionic powers can be used.)

Critical failure results in failing into a coma - total uncon
sciousness for seven to twelve hours. After that, check vs. HT.
If the check fails, the coma continues for another one 10 six
hours, and so on. If-the coma lasls for more than 24 hours, the
victim will be at -2 10 all attribute checks and skill rol1s for a
period of time equal to the lengrh of the coma.

If the HT·3 roll is successful, the victim is paralyzed for
only 3d minutes. Tbe OM should make all rolls in secret so the
players won't know how long lhe paralysis will1ast.

Webs: Anyone who stumbles into a web will be grappled
(see p. Bllt) and suffer an immediate -210 DX. Spider hounds'
webs are ST 10·15 for grappling purposes; a Contest of ST isSize: 2

Weight: 175-250 lbs.
Origin: SF
Habitats: M

ST: 20-25 Sp/Dodge: 9n
DX: 14 PD/DR: III
IQ: 5 Damage: Id+ 1 cut
HT: 15114·17 Reach: C

Snoweat
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Torgians can kick: into any front or rear hex for Id +2
damage, or bite in close combat for 2 hits crushing damage.

The wak lizard Is a formidable denizen of Tormarsh. It is a
scavenger, but Is not above supplementing its diet with TonoIk.
It lies in wait beside roads in the swamp, jumping out at anything
passing by that looks edible.

It piDs its prey down with large, clawed feet, and tears off
chunks of flesh which it bolts whole, later retiring to a private
lair to digest the me.a1.

It bites for Id cutting damage, but can also use its long tail
to lcnoc1c down opponents (Contest of ST) in its back hexes.

required to break free. Each failed roIl will result in becoming
further entangled - subtract one from ST and DX; if either
reaches zero, the victim Is immobilized and helpless. Unless
others are fighting the spider hound, it will add more webbing 
one strand every other rum. Each strand adds two to the
webbins's ST. Ifothers try to cut the victim loose (each strand
has a DR 3 and HT 6 for purposes of cutting), cutting a strand
subtracts two from the webbing's ST; when the ST of the web
reaches zero, the victim Is free - assuming, of course, that he is
still aUve.

Ifnobody rescues the victim, a spider hound will spin a sack
of webbing that C9mpletety envelopes him except for a breathing
hole, and suspend him from a tree. Even if the victim comes out
of his coma be Is immobilized - all he can do is walt. If by some
lucky chance he can be rescued, the rescuers have to get through
the sack - if they slash, they'll get the victim inside as welL
Using a knife, it wilt take them five minutes to free the victim.
If they want to chop him down, the sack is suspended by 5 to 10
suands (depending on the victim's weight).

Torgian Horse

Wak lizard

ST: 16-28 SplDodge: 10/7
DX: 14 PD/DR: til
IQ: 4 Damage: ...
HT: 15114-18 Reach: C, I

Size: 2
Weight: 700-1500 Ibs.
Origin: SF
Habitats: S

Torgian horses are not beautiful animals. They are usually
dun-colored with dark manes and tails, and the most careful
grooming with brush and curry-eomb will not bring a gloss to
them. Their lines are clumsy enough to give a lover of fme
Arabian horseflesh me vapors. Yer, these unlovely animals are
the most coveted mount in all the Witch World for they combine
heart, speed and stamina - a most unusual blending.

They originated in the high meadows bordering on Tor
marsh. Koris, the Seneschal of EstcaIJl, gathered moSt of them
to Es Ciry, in order to preserve and i.mprove the breed. The Tor
gian talces to training eagerly, and unless it is a mere colt it can
be assnmet! to be fully trained.

A Torglan will bring $20,000 on the open market if anyone
Is lucky enough to fmd one for sale.

ST: 40
DX: II
IQ: .$
HT: 18

Sp/Dodge: 16/8
PDIDR: 0/0
Damage: ...
Reach; C, I

Siu:2
Weight: 1200 lbs
OrigJn: SF
Habitats: P, M

Creatures of the Shadow=================
The creatures described here are openly allied with the

Shadow, and are more dangerous than any of the •• normal"
animals described above. A snowcat or a wak lizard - unless
hungry - will probably avoid a confrontation; a creature of the
Shadow actively hunts humans.

Gray One

ST: 16 SplDodge: 9/6 Size: I
DX; 13 PDIDR: 1/3 Weight: 150-175 lbs.
IQ: 8 Damqe:'" OrlgJn: SF
HT: IS Reach: C Habitats: P, F, M

The Gray Ones that infest Escore are man-wolves - not
true shapecbangers, but instead the terrible result of meddling
with nature's forces. They have mangy gray fur and are disgust
ins in appearance. They have the power of speech. Their heads
are narrow, with wicked yellow-red eyes, and they can go on
two legs at need. They are entirely of the Shadow and seek only
to Idll. It is very risky to trail a Gray ODe directly, as their
masters can back-trail and trap the would-be hunters.

It does Id impaling damage from its bite, or it claws for
1d+2 cutting damage. These attacks occur in Close Combat.
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Keplian

The Rus infest Escore. They are bints out of a nightmare.
Noted for their keen eyesight, they are used as high-altitude
patrollers and watchers for the forces of the Shadow. They have
snake-1ilc~ necks and small beads that arc mostly long, sharp
beaks which they use as stabbing weapons. They resemble buz
zards but are much more aggressive and have been known to at
tack humans.

They have a SpeedlDodge of only 4/2 on the ground.
They do Id impaling damage with their beales, or Id-2

crushing damage by beating at an enemy with their wings. Rus
have wingspans of 12 lo14 feet.

ST: 48-60 SplDodge: 12/6 Size: 3
DX: 13 PDIDR: 212 Weight: 1000-1200 Ibs.
IQ: g Damage: • Origin: SF
BT: 17/24-30 Reach: C. 1 Habitats: p. M

The Keplian has been seen only in Escore. It appears in the
form of a glossy black borse. Just catching sight of a Keplian
rouses a longing to possess this beautiful creature and make it
ooe's own. But the K.eplian is a Sbadow-ereature. and an adven
turer who escapes from an encounter with one is fortunate.

Rather than attack openly, it prefers to lempl someone onto
its back; then it carries that unlucky person straight to a Place of
Power under the influence of the Shadow, where be is kept
prisoner for other Shadow-ereatures to dispose of at will. A
KepUan can tempt only one person 3t a time; the subject makes
a Will Roll at -4 to resist (see p. B93). If he does not resist. he
will climb on the bade of the Keplian and be carried off. Anyone
who has faced a Keplian before - successfully or Wlsuccessful
Iy - makes any future Will Rolls at +4.

If the Keplian actually attacks, it kicks in any front or rear
hex for Id+2crushing damage, or bites in Close Combat for Id
cutting damage.

Slze: I
Weight: 35-40 100.
Origln: SF
Habitats: Sub

SplDodge: 6/6
PD/DR: 111
Damage: ...
Reach: C

Thas

ST: 8-10
DX: 13
IQ: 6
HT: 16/8-10

The Thas are underground creatures. found on both con
Iinents. They are small and twisted, looking more plant than
animal. Their limbs are thin, covered wJtb coarse bristles which
make them resemble roots with a matting of finer fibers. Their
dusky bodies are thick and bloated-looking and covered with a
rootliJce growth. Thas have very little neck; their s1culls seem to
be supported directly by wide, stooped shoulders. The jaw and
liny chin jut forward to a sharp point; the nose Is a ridge just
above the jaw. with two openings to serve as nostrils. The eyes
are deeply set on either side of the nose-ridge.

For all their bestial appearance, the Thas live in under
ground viUages. Their bouses, though roofless, are boxes made
of stones cunningly fitted together without mortar. There are no
windows, and only a single door. The chief of a Thas village has
a round-walled lower which is usually situated in the center of
the village. The Thas can go through solid earth with as little
trouble as a fish swims through waler. They hale light, and even
a relatively dim glow can blind them and cause them to retreat
temporarily.

Besides their natural weapons (claws and a bite that delivers
poison), the Thas use spears; they sometimes poison these. They
sel traps with a kind of root-rope (see p. Ill) that will lash out
and capture the unwary .

Thas claw for Id-3 cutting damage and bite for 1d-2 impal
ing. If Ihey do bit1ng damage, they will inject their poison.

Poison: The poison paralyzes and sickens, doing Id dam
age. Anyone binen must make a roll against HT-4 immediately.
and then again at the beginning of each day for the nexl three

Sam Rider

ST: 11 SplDodge: 5/5 Size: 1
DX: 10 PDIDR: % Weight: 150-200 lbs.
]Q: 10 Damage: ... Origin: SF
HT: 15/IS Reach: 1 Habitats: M, P, F

The Sam Riders are man-like beings in service to one of the
Great Ones of Escore who has Dot altogether withdrawn from the
world. They form a force that bolds a portion of the hills around
the Green Valley. Though they are of the Shadow, their allian
ces with other Shadow forces are fluid, with one day's ally being
a rival on the next.

They ride skeletally-thin horses, and hunt with gaunt
hounds that are nol quite earthly dogs. They go muffled to the
eyes in saffron yellow or dull black cloaks and wield lightning
lashes, reminiscent of the Force Whips of the People of Green
Silence. They are considered so disgusting that no person or
creature on the side of the Light can bring himself to directly
toucb either a RJder or anything be bas handled. When a Rider,
his horse or his bound is killed, it vanishes in a foul, oily mass
that gives off a sickening stench.

Sam Riders inspire fear and loathing in everyone who be
holds them. even other creatures of the Shadow. Any character
seeing a Sam Rider must immediately make a Fright Check (see
p. B93·94); this Fright Cbeck is at +4 If the character has seen
a Sam Rider before, and +8 if the character has previously been
in a battle against Sam Riders.

A Sam Rider uses its flashing wand for 1d +3 per attack (see
Weapons. p. 62).

Size: 2
Weight: 60-70 Ibs
Origin: SF
Habitats: M

Sp/Dodge: 14n
PDIDR: 0/0
Damage: ...
Reach: C, 1

ST: 8-10
DX: 14
IQ: 7
HT: 13/5-7

Rus
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days. A failed roll means the poison does the listed damage 
critical failure means death. If the poison is suck.ed out within
five minutes the HT roll is at + I. Effects occur within 15
minutes of being bitten, or upon arising on the day of the failed
HT-4 roll if the initial roll was successful. If all rolls are success
ful, the venom has 00 effect. If any roll is a critical success, then
all effects are avoided and 00 other rolls are made. The effects of
Thas poison can be reduced with the use of Hyssop combined
with Rosemary. Valerian or Illbane (see pp. 104-105).

Varks can fight on the ground as well as in the air, Their
wings sprout from the shoulder blades and Varks use them for
balance as well as a striking weapon in battle. They fan their
wings when attacking, trying to make their opponents flinch and
move backward. A Vark is almost impossible to kill. When a
limb is severed - even its head - the dismembered part fights
on with a life and will of its owo. Its blood contains a caustic that
blisters flesh wbere it bits, destroys armor. ruins weapons and
can blind permanently if it splashes in an eye. It wlll deliberate
ly aim a pulsing stump at its enemy's face. The best way to deal
with aVark: Is to avoid it; if this is impossible, some people have
escaped by backing the thing into so many pieces that it became
confused, thus allowing them lime to escape. It wlll eventually
die if hacked into many small pieces.

A Vark has SpeedlDodge of 3/7 on the ground. It does 1d
impaling damage from its beak, Id-l cutting damage from its
claws. and its blood is a contact poison.

Poison: The blood does Id+3 damage as a contact poison
(see p. B132). Roll against HT-6; failure means that the poison
does the listed damage immedialely and the character is at -4 DX
for the next three days - critical failure means instant death. If
the HT-6 roll is made, the victim takes half damage, and is at -2
DX for the next three days. Clothing prolects for two turns,
armor for five turns. By then, the blood has soaked through (or
eaten a bole in the armor!) and the damage takes effect.

The effects of Vark's blood c.'m be reduced with the use of
Angelica or lllbane (see p. 104).

Size: 1
Weight: 120-170 Ibs.
Origin: SF
Habitats: M

ST: 12·17 SplDodge: 20/10
DX: 14 PD/DR: III
IQ: 5 Damage: ...
HT: 14/13-16 Reach: C, I

Vark

Plants =============================================

Varks are creatures of the Waste. Their form is that of a bird
blended with human. Males and females both go completely
nude except for a wide and ornate collar armmd the neck. The
legs are slender, feet clawed, and the arms end in talons. The
face is dominated by a great~ and the bead is topped by a
crest of tall feathers. The large eyes, to either side rather than
above the beak, slant upward and glow redly.

The plants listed below are notorious tools of the Shadow,
and likely 10 be encountered.

KolderWeed
Kolder weed was first reported by the Sulcar. At first the

weed drifted in rusty brown strings and patches on the sea. It
made islets, small at first and then increasing in size. Crabs con
gregated amid the weed, and harvesting them was easy.

But later, the character of the weed changed. It began cling
ing to the hulls ofships, creeping up onlo the decks. When a man
touched it, his bands burned as if he had handled fire. The bums
spread across his body, and he died in agony.

Even after the Kolder were defeated, the weed remained;
patches of it float everywhere in the oceans of the Witch World,
and ships often sail many leagues out of their way in order 10
avoid it. Kolder weed is as a contact poison (2d damage). Roll
against HT-6 at once; a successful roll means the weed did half

damage. Roll against HT-6 each morning for three consecutive
days. A critical failure means death.

The effects of Kolder weed can be reduced with the use of
Angelica or Illbane (see p. 104).

Root-Rope
Root-ropes are the trap weapons of the Thas. The roots ap

pear to act on some weird will of their own. They are not con
lent merely to wait for someone 10 blunder into them - they will
I.ash out and capture the unwary. Roll against DX-2 to avoid
being grappled. These ropes cannot easily be cui (HT 20) and
they emit a sickening stench. However I they die quickly and rol
away. within five minutes after baving expended enough energy
to catch someone. It is extremely difficult to break: their hold
before they die - it can be done only by making a ST-4 roll.
After they die, they will simply drop away.
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APPENDICES
Witch World Characters

Descriptions are given for several of the important charac
ters in the Wild! World Dovels and stories. These characters can
be used as NPCs for appropriate campaigns.

Jaelithe was a sworn Witch of
ESfcarp until she married Simon
Tregarth. an adventurer who ap~

peared unexpectedly through a Gate

Jaelithe
Old Race - Black hili and eyes; pointed, eat-like face;

slight build; 5' 4". 110 lbs. "-
ST 12, DX 14, IQ 16, HT 12.
Basic Speed 6.S; Move 4.

Dodge 4; Parry 6 (Broadsword),
7 (Knife).

Chainmall armor; medium en
cumbrance.

Advantages: Immunity to Dis
ease; Intuition; Literacy; Magical
Aptitude +3; Status + 1: Strong Will
+2; Telepathy Power 20.

Disadvantages: Sense of Duty
(Estcarp); Stubbornness.

Skills: Broadsword-13; First
Aid(TL3)-19; Guns/TL7 (Dart Gun)
16; Knife-14; Natu.ralist-19; Riding
(Horse)-13; Teaching-19.

Spells: Approximately 50 dif
ferent spells at skill levels from 14 to
20.

Languages: Witch World Com
DlOn-19.

Characters from the Eastern Continent
come up Ihrougb the ranks. He received a battlefield commission
in World War II, being promoted from sergeant to lieutenant,
and from there earned the rank of Lt. Colonel. He served in the
occupation forces until unwittingly Involved in black market
dealing, whereupon he was stripped of his commission and put
into prison.

After this, he was involved in many dubious exploits until
he was unlucky enough to run up against someone who played
even harder ball than Simon did. He contacted a man known as
Jorge Petronius who could, he claimed, offer Simon complete
escape from those pursuing him. The escape proved more com
plete even than Simon anticipated - Petronius sent him through
a Gate. a stone arch located in a small yard behind an old house
hidden in the inner city. And when Simon emerged on the other
side. he was in the Witch World.

Here he met and married Jaelithe, a Witch of Estcarp. He
rose to prominence as a fighting man and a leader. He sired three
children whose exploits forever changed the course of history in
Estcarp by reopening the way over the Great Mountains to the
forgotten land of Escore.

Simon Tregartb is of Welsh descent, and was born in
Mataeham, Pennsylvania. He is a professional soldier who has

Sinum Tregonh
Human (Earth) - Black. bait and eyes; long face, tanned

and weathered; 5' 10". 160 Ibs.
ST 14, DX IS, IQ 14, HT 15.
Basic Speed 7.5; Move 6.
Dodge 6; pany 7 (Broadsword), 8 (Knife).
Cbainmail armor; tight encumbrance.
Advantages: Alertness + 3; Charisma +2; Combat

Reflexes: Language Talent +2; Literacy; Magical Aptitude + 1;
Reputation +2 (affects everyone all the time); Status + I;
Strong Will + I; Extra-Sensory Perception Power S; Telepathy
Power 8.

Disadvantages: Duty (to Guard of Estcarp, on IS or less);
Sense of Duty (Estearp).

Skills: Administration-I 4; Broadsword-IS; Demolition
(TL7)-14; Driving (Automobile)-16; Fast-Draw (PistollDart
Gun)-18; First Aid (TL7)-14; GunnerITL7 (Machine GunH8;
GunsITL7 (Dart Gun)-21, (Pistol)-2I, (RifJe)-21; Interroga
tion-14; Knife-l 6; Leadership-IS; Paracbuting-I6; Piloting
(Single Engine Prop}-14; Riding (Horse)-16; Strategy-IS;
Stret:lWlse--14; Survival (pWns)-l4; Swimming-16; Tactics-14.

Languages: Engli.sh-16; French-IS; German-IS; Witch
World Common-16.
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in time to save her from being run to earth by Hounds of Alizon.
With Simon and Estcarp Guards, she helped those who

wished to escape from the destruction of Sulcarkeep; later, she
fell captive to Fulk of Verlaine and Simon rescued her. But it
was wben Simon was taken by the Kolder that Jaelil.he realized
she loved him, far more than she valued her ties with the
Witches. Against aU custom, she revealed her true name to him,
thereby becoming his for all time. She married him, giving up
her Jewel to do so, and made herself an outcast from the
Council.

KylJan Tregarth
Haltbreed (Old Race and Human) - Black hair and eyes,

resembles Old Race more than Human; 6', 165 Ibs.
ST 14, DX 16, IQ 12, HT 15.
Basic Speed 7.75; Move 6.
Dodge 6; Party 9 (Broadsword), 8 (Knife).
Cbainmail armor; light encumbrance.
Advantages: Alertness +2; Animal Empathy; Combat

Reflexes; Immunity to Disease; Literacy; Magical Aptitude + 1;
Strong Will +2; Telepathy Power 8.

Disadvantages: Sense of Duty (Friends).
Skills: Animal HandJlng-16; Broadsword-I8; First Aid

(TL3)-14; GunsfTL7 (Dan Gun)-20; Knife-16; Leadership-14;
Psionic Telereceive-lO; Psionic Teleseod-lO; Riding (Horse)
20; Survival (MountainsH6; Taclics-14.

Spells: Beast-Soother-12; Beast Summoning-12.
Languages: Witch World Common-12.

Kyllan Tregarth was the first-born of the Three (the children
ofSimon and Jaelithe Tregarth - Kyllan, Kemoc and Kaththea),

making his appearance in the waning moments of the old year.
KyUan was a warrior from the start. When he was still a child,
he was riding with the Borderers and fighting with Karstenian
raiders on equal footing.

When Kaththea was taken by the Witches, he and Kemoc
bided their time, waiting for the proper moment t()-rescue her.
This happened at the moment of the Turning; the Three fled
eastward, breaking the spell wards which hid £SCOre.

Over the mountains, they discovered a wilderness and were
nearly lost to the Shadow before Dahaun of the Valley of the
Green Silences came to their rescue. Against his will, for he had
fallen in love with Dahaun, Kyllan was forced by a geas to return
to the west and bring refugees (those who had come under the
Homing in Karsten) into Escore. But when be returned he very
nearly fell again to the Shadow. Only his determination 10 be
with Dahaun kept him struggling onward until he returned at last
to the Valley of the Green Silences.

Kemoc Tregarth
Halfbreed (Old Race and Human) - Black hair and eyes,

resembles Old Race more than Human, has crippled right hand;
5' 11", ISOlbs.

ST 12, DX 13, IQ IS. HT 12.
Basic Speed 6.25; Move 4.
Dodge 4; Parry 6 (Broadsword), 6 (Knife).
Cbalnma.il armor; medium encumbrance.
Advantages: Alertness + I; Eidetic Memory 1; Immunity to

Disease; Literacy; Magical Aptitude +2; Mathematical Ability;
Strong Will +2; Extra-Sensory Perception Power 5; Telepathy
Power 12.

Disadvantages: Sense of Duty (Friends).
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Kons ofGorm
Halfbreed (Human and Torfolk) - Remarkably handsome

face, but misshapen, stunled body; peerless fighter. S' I", 150
Ibs.

ST 18, DX 14, TQ 13, HT 18.
Basic Speed 8; Move 7.
Dodge 7; Party 9 (AxelMace), 7 (Broadsword), 7 (Knife).
Cbainmail annar; light encumbrance.
Advantages: Alertness + 4; Charisma +2; Combat

Reflexes; High Pain Threshold; Literacy; Reputation +3 (af
fects everyone all the time); Status +2; Toughness DR I; Extra
Sensory Perception Power S.

Disadvantages: Unattractive Appearance; Duty (to Guards
of Estcarp, 00 15 or less); Sense of Duty (Estcarp); Social Stig
ma (Minority Group).

Skills: Administration-IS; Axe/Maee-18; Broadsword-18;
First Aid (TL3)-16; GunsrrL7 (Dart Gun)-16; Interrogation
14; Knife-14; Leadership-iS; Riding (Horse)-14; Strategy-14;
Survival (Mountains)-lS; Tactics-IS; Two-Handed Axe/M~
18.

LanguJ1gcs: Witch World Common-13.

Karis was the son of the Lord Guardian of Gorm and the
Torfolk wife be brought back with him when he had been be
wildered in the Tormarsh. The Torwoman stayed only long
enough to bear a child; then she returned to her own people.

Karis, an outcast from Garm because of his misshapen ap
pearance, look service with the Guards of Estcarp, and had be
come their Captain when Gorm fell to the K.older.

Wben he and Simon were cast ashore after the destruction of
Sulcarkeep, he discovered the Cave of Volt - and the greal axe
be carried until he was forced to retire from the field because of
a crippling wound. During an excursion into Karsten to rescue

Skills: Broadsword-14; Firsl Aid (TL3)-19; Guns/TL7
(Dart Gun)·16; Knife-13; Mathematics-22; Psionic Mind
Sbield-17; Psionic Telereceive-17; Psionic Telesend-17; Re
search-19; Riding (Horse)-14; Teaching-l 8.

Spells: Approximately 15 different spells at skill levels
from 1.5 to 20,

Languages: Krogan-14; Witch World Common-19.

Kemoc Tregarth was bom in the opening hours of the new
year, the second of the Three. While still in the womb, he was
destined for wisdom. Although not a trained Power user, he was
well-steeped in lore and, on occasion, used certain Words to un
leash the Power.

When his sister Kaththea was taken by the evU Adept Din
zel, Kemoc went after them. Though Dinzel bad ensorcelled
Katbthea so thoroughly that to her eyes evil appeared good and
good evU, be brought her back, though she suffered a memory
loss in thep~. In this dangerous undertaking he was aided
by the Krogan maid Orsya, whom he later married.

Kathtlua Treganh
Halfbreed (Old Race and Human) - Black hair and eyes,

very beautiful, resembles Old Race more than Human; S' 6",
120lbs.

ST 10, DX 14, IQ 16, HT 12.
Basic Speed 6..5; Move 6.
Dodge 6; Parry 7 (Knife).
No armor; no encumbrance.
Advantages: Immunity to Disease; Literacy; Magic.aJ Ap

titude +3; Strong Will + 1; Telepathy Power 12.
Disadvantages: Impulsiveness~ Overconfidence; Sense of

Duty (Friends); Stubbornness.
Skills: Botany-IS; First AidJTL3~18; Knife-14; Psionic

Telereceive-16; Psionic Telesend-16; Riding (Horse)-14.
Spells: Approximately 40 different spells at skill levels

from IS to 20.
Languages: Witch World Common-IS.

Kaththea Tregarth was the last-born of the Three. She was
the most vulnerable, and in many ways, the most powerful.
When she was a child she was talcen by the Witches' Council,
against her parents' strict instructions. But Simon and Jaelithe
had disappeared on some lWIle1ess errand, leaving the children
10 be cared for by trusted friends.

During the Turning, Kaththea's two brothers saw their op
portunity and took Kaththea from the Place of Wisdom. They
fled eastward, sure that no one would dare pursue.

Many allies came to join Dahaun of the Green Silences in
her fight against the Shadow; one of these was the Adept Dinzel,
and Kaththea fell under his spell. She willingly followed him to
hJs Dark Tower. There, under his influence, she was nearly sub
verted to the Shadow. Kemoc rescued her, just In time.

In the course of this rescue, Kaththea lost her memory;
• Dahaun determined to send her back over the Great Mountains

to recuperate. Before she got there, however, an avalanche
separated her from her party. She was rescued by the Vupsall, a
nomadic people ofEscore, and lived with them for a time.

Eventually she discovered the Citadel of HHarion and
enlered a Gate. There she found Hilarion himself, imprisoned,
and ber parents who had lost their way and could nol return to
the outer world. The four made their way back to the Valley of
Green Silences. Despite Kaththea's misgivings, Hilarion was
able to convince her not all Adepts were evil and they were
married.
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Jaelitbe, be met l.oyse of Verlaine, wbo was fleeing an arranged
marriage with the Duke of Karsten. uter, after the Turning, the
desttucdon of Karsten and the Duke's death, be married Loyse.
They have one son, Simond.

LbySl of Vlrlaine
Human (Karstenian) - Willowy build; limp blonde hair,

pale complexion; 5' 5", 1201bs.
ST 12, DX 14, IQ 13, HT 13.
Basic Speed 6.75; Move 4.
Dodge 4; Parry 7 (Broadsword), 7 (Knife).
Chajnmail armor, medium encumbrance.
Advantages: Common Sense; Literacy; EXI.r3-5ensory Per

ception Power S.
Disadvantages: Sense of Duty (Friends).
Skills: Broadsword-12; First Aid (TL3)-15; Guns/TL7

(Dart Gun)-14; Knifo-lS; Riding (Horse)-14.
Languages: Witch World Common-IS.

Loyse was the heiress of Verlaine, the stronghold on the
Karsten coast. The Lord of Verlaine had accumulated such
wealth (by right of salvage of shJps that foundered on the sharp
rocks lining the coast), that he actually posed a challenge to
Karsten's Duke. The Duke married Loyse by proxy, hoping to
defuse the potential problem by alliance.

Loyse fled from Verlaine before sbe could be forced to
honor the proxy marrl.1ge. She took with her Jaelithe, whom her
father's forces had recently captured, and disguised herself as
Briant, a young BIa.nlc: Shield. When Simon and Karis came
looking for Jaelithe. l.oyse and Karis met. From that moment
they were as one; after the Duke was killed in the Turning, they
were wed.

Duke Yvian ofKarsten
Human (Karstenian) - Burly, going to fat; was Once a

brawler and camp-fighter, 5' 11", 210 lbs.
ST 16, DX 11, IQ 10, HT 16.
Basic Speed 6.75; Move 5.
Dodge 6; Pany 7 (Broadsword), 6 (Knife).
Chainmail armor; light encumbrance.
Advantages: Charisma +3; Combat Reflexes; Literacy;

Status +6.
Disadvantages: Duty (to people of KMsten, on 10 or less);

Greed; Impulsiveness; Intolerance (Old Race); Overconfidence.
Skills: Administration-Il: Brawling-18; Broadsword-l 4;

Guns/TL7 (Dart Gun)-14; Knife-13; Leadersbip-16; Riding
(Horse)-13; Strategy-12.

L.1oguages: Witch World Common-to.

Yvian of Karsten ruled because nobody was strong enough
to cast him down. He was a rider of mercenaries before be won
his Duchy, and he crushed those who opposed him.

He came to power by being ruthless, and by continuing (0

be ruthless he remained in command. Still, he needed a tie with
the old, established nobility. A shore-lord in his Duchy was
rising, gathering enough wealth by right of salvage to be a threat
to the Duke's power. The lineage of this shore-lord's daughter
was precisely the connection he sought. He would, in one
stroke, make an ally out of a potential rival, enrich his treasury
and strengthen his claims to leadership.

But Loyse, his bride by proxy, escaped before he could
claim her. In frustratioD, he struck at everyone within reach,
especially those of the Old Race living within Karsten's borders;
word bad come to him that a Witch had aided in Loyse's escape.

Later he did manage to eapture his bride, but was killed by
his mistress, Aldis.
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Baron FaulIian ofAlizon
Human (A1izonder) - Intelligent but complacent; silver-

blond hair and green eyes; 5' 10", 170 Ibs.
ST 12, DX 14, IQ 12, HT 14.
Basic Speed 7; Move 5.
Dodge 5; Parry 8 (Broadsword), 7 (Knife).
Chainmai ! armor; medium encumbrance.
Advantages: Charisma +2; Combat Reflexes; Literacy;

Status +5,
Disadvantages: Duty (to people of Alizon, on 12 or less);

Intolerance (all foreigners); Megalomania; Sadism.
Skills: Administration-14; Broadsword-l7; Guns/TL7

(Dart Gun)-20; Interrogation-14; Knife-14; Leadership-14;
Riding (Horse)-IS; Strategy-12; Tactics-12.

Languages: Witch World Common-12.

FacelJi.an of Alizon, like all Alizonders, hated the Old Race
of Estearp. And most of aU, he hated the manner in which the
Witches made the Alizon Gap impassable. Unlike his sometime
ally to the sooth, Yvian of Karsten, he could not send his
Hounds through the mountains.

When the Kolder came, he gL1dly made his alliance with
them. Though Alizon and Kolder would never be friends, still
they shared a common enemy in the Old Race.

r 'Go west, over the sea," the Kolder said. "A rich land Ues
waiting for you - a land full of those who will come to Estcarp's
aid as soon as word reaches them of Estcarp's danger. Destroy
this land before the potential enemy becomes one in fact. "

And so the Hotmds of A1izon took ship, armed with fear
some Kolder weapons that could reduce a walled keep 10 rubble
in moments. For a while, the Hounds were successful, as stron
ghold after stronghold in the Dales feU. But then the Kolder
themselves suffered a major defeat. Their own stronghold was
invaded, their installations blown to bits, and the Gate between
the Kolder world and the Witch World destroyed. Without the
Kolder to supply the ammunition, the weapons used by the
Hounds became useless. The course of the war began to tum.

Facellian became a man faced with insurrection at home, as
well as defeat abroad.

DaJuum
People of the Green Silences - Her appearance changes

with her moods.
ST 12, OX 14, IQ 23, HT 12.
Basic Speed 6.S; Move 6.
Dodge 6; Parry 7 (Knife).
No armor; no encumbrance.
Advantages: Acute Hearing +4; Alertness +2; Animal

Empathy; Charisma +4; Combat Reflexes; Immun.ity to Dis
ease; Literacy; Magical Aptitude +2; Plant Empathy; Reputa
tion +4 (affects everyone all the lime); Status +6; Telepathy
Power 21.

Disadvantages: Duty (to people of the Valley, on 15 or
less); Sense of Duty (all living things DOl of the S~dow).

Skills: Bow-IS; Diagnosis (TL3)-23; First Aid (TLJ)-23j
Force Whip-17; Knife-IS; PhysicianlTL3-20j Psionic E,molion
Sense-21; Psionic Mind ShJeld-21; Psionic Telerece1ve-21;
Psionic Telesend-23; Riding (Renthan)-15.

Spells: Approximately 150 different spells at skill levels
from 20 10 40, especially spells of Green Magic and Brown
Magic.

Languages: Flannan-12; Krogan-18; Witch World Com
mon-20.

Nobody knows if Dahaun of the Green Silences is the Lady
from legend, or her descendant. Her appearance shifts with her
mood; sometimes she is dark, at other times fair. She wears gold
bracelets set with blue-green stones, and a tunic of green-blue
diaphanous material, girded at the waist by a gold belt set with
the same stones. In addition to the force whip common to all the
People of the Gteen Silences, she carries a bow,

Dahaun is the chief opponent 10 the forces of Shadow in Es
core. With ber warriors, she rides out of the sheltered Valley and
searches out the Shadow, to vanquish it.

She rescued Kyllan, Kemoc and Kaththea, taking them back
to the Valley and healiog them of their burts. Somewhat to her
bemusemenl, she fell 10 love with Kyllan.

Elhutur
People of the Green Silences - Appearance shifts with his

moods; curly hair, small ivory horns on his forehead.
ST 15, DX 14, IQ 20, HT 12.
Basic Speed 6.5; Move 6.
Dodge 6; Parry 7 (Knife).
No annor; DO encumbrance.
Advantages: Alertness +2; Animal Empathy; Charisma

+2; Combat Reflexes; Danger Sense; Literacy; Magical Ap
titude 1; Plant Empathy; Status +5; Telepathy Power 15.

Disadvantages: Duty (to people of the Valley, on IS or
less); Sense of Duty (All living things Dot of the Shadow).

Skills: Bow·14; First Aid (TL3)-20; Force Whip-18; Knife
14; Leadership-20; Psionic Emotion Sense-IS; Psionic Mind
Shield-19; Psionic Telereceive-18; Psionic Telesend-20; Riding
(Renthan)-16.

Spells: Approximately 25 differenl spells at skill levels
from 19 10 25, especially spells of Green Magic and Brown
Magic.

Languages: Wilch World Common-20.

Ethutur is the head of the fighting forces in the Valley of the
Green Silences, and Dahaun's chiefaid. With her, he rules in the
Valley. He is a warrior of legendary courage.

Like Dahaun, his appearance shifts with each moment,
though his changes are Dot so extreme as bers. He has thick,
curly hair, and a pair of ivory horns on his forehead.
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As far as anyone knows, Ethutur has never had any roman
tic attachments.

Orsya
KIogan - Slim and pale-skinned, with webbed hands and

feet; hair so pale it is nearly white; 5' 3", 110 lbs.
ST 10, DX 15, IQ 14, lIT II.
Basic Speed 6.5; Move 6.
Dodge 6; Parry 7 (Knife).
No armor; no encumbrance.
Advantages: Intuition; Literacy; Night Vision; Telepathy

Power 15.
Disadvantages: Sense of Duty (Friends).
Skills: First Aid (TL3)-14; Knife-IS; Psionic Emotion

Sense-13; Psionic Mind Shleld-13; PsionJc Telereceive--13;
Psionic Telesend·I4; Survival (Rivers and lakes)-I6; Swim
ming-IS.

Languages: Krogan-16; Wilch World Common-14.

When Kemoc Tregarth came to the Krogan Lake with
Dahaun's herald, bearing the warn-sword and seeking Ihe
Krogans' alliance, Orsya was watching from a distance. Later.
when Kemoc was on his dangerous journey, seeking his sister
who bad been taken by the evil Adept Dinzel, she joined him in
his search.

Though the Krogan are water-people and cannOI live long
outside the waler, Orsya fell In love with K.emoc and went to live
with him in the Valley of the Green Silences.

Din:,el
Old Race - Slender; black hair and eyes; a vaguely dis-

quieting manner aboul him; 5' II", 155 Ibs.
ST 12, DX 12, IQ 16, HT 13.
Basic Speed 6.25; Move 4.
Dodge 4; Parry 6 (Broadsword), 7 (Knife).
Cbainmail armor; medium encumbrance.
Advantages: Charisma +4; Eidetic Memory I; Immunity to

Disease; Literacy; Magical Aptitude +3; Status +3; Strong
Will +2; Telepathy Power I.

Disadvantages: Megalomania; Overconfidence; Stubborn
ness.

Skills: Broadsword-I3; Fast-Tallc-2S; Knlfe-!4; Riding
(Horse)-13; Sex Appeal-25.

Spells: Approximately 50 different spells at skill levels
from 20 to 25, Including Create Gate.

Languages: Witch World Common-18.

Dinzel the Adept was neither of the Shadow Dor of the
Ught; bence, be was able to get past the protective guards set at
the entrances to the Valley of the Green Silences and ride with
the warriors. It was bere that he met Kaththea. Tregartb and
recognized ber great potential as a Power user.
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He set himself to win her, and did insofar as she agreed to
go with him to his Dark Tower. There, Dinzel gave himself
completely to the Shadow; with Kaththea as his prize, he became
invaluable as an ally.

But Kaththea's brother Kemoc came looking for them. With
the aid of certain Words, Kemoc banished Dinzel and rescued
Kaththea.

Hi/arum
Old Race - Slender; black: hair and eyes; his intelligence

shows in his eyes; 5' 11", 155 Ibs.
ST 12, DX 13, IQ 18, HT 14.
Basic Speed 6.75; Move 4.
Dodge 4; Parry 6 (Broadsword), 6 (Knife).
Cb.ajnmail armor; medium encumbrance.
Advantages: Eidetic Memory I; Immunity to Disease;

Literacy; Magical Aptitude +3; Status +3; Strong Will +2;
Telepathy Power 2; Unusual Background.

Disadvantages: Overconfidence; Sense of Duty (Friends).
Skills: Broadsword-13; Knife-13; Riding (Horse)-13.
Spells: Approximately 100 different spells at skill levels

from 20 to 30, including Create Gate.
Languages: Witch World Common-IS.

Hilarion was an Adept in the days when the Shadow arose
in Escore. He created a Gate under the urgings of his own quest
for knowledge and, having created it, entered.

There he promptly feU prey to Zaodur, the master of the
mechanica.l world Hilarlon had entered. Zandur enclosed Hil
arion in a pillar of pure force, forcing him to supply Power to
Zandur's machines.

Simon Tregarth stumbled into this world, followed by
Jaelitbe. But it was not until Kaththea Tregartb chanced upon the
Gate and, bearing Hilarion's wand of Power, entered, that
Hilarion could be rescued and all of them escape.

Despite his having gotten off to a poor start with Kaththea
and her understandable reluctance to ally herself with another
Adept after her experience with Dinzel, Hllarion managed to
win her for his owo.

Characters from the Western Continent
Kerovarl

Haltbreed (Human and Old Ones) - Yellow eyes; cloven
hooves in place of feet; 5' 8", 140 lbs.

ST 12, DX 13, IQ IS, HT IS.
Basic Speed 7; Move 5.
Dodge 5; Parry 7 (Broadsword), 6 (Knife).
Chainmail armor; medium encumbrance.
Advantages: Alertness + 1; Literacy; Magical Aptitude 3;

Natural Spellcasting; Strong Will +3; Telepathy Power 10; Un
usual Background.

Disadvantages: Seose of Duty (Friends); Social Stigma
(Outsider).

Skills: Broadsword-IS; First Aid (TL3)-15; Knife4 13;
Leadership-IS; Riding (Horse)-13; Survival (Desen)-15; Sur
vival (Mountains)-l7; Tactics-13.

Spells: Approximately 10 spells at skill level 16.
Languages: Witch World Common-IS,

A deep mystery shrouded Kerovan's origins. His mothe~

wife to Ulric, Lord of Ulmsdale, was desperate to present her
husband with a child. She resorted to magic; and what she did
resulted in a child whose feet were cloven hooves.

Still, he was the heir and was wed by proxy to Joisan of lth
dale. Otherwise, he was ignored and allowed to roam as he
would. He journeyed into the Waste, finding himself strangely
drawn to this wilderness.

The Hounds of Alizon invaded before he could be joined
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with his bride; instead, be went to war. Unknown to him, Ioisan
fought her own war, retreating with ber people as refugees. He
chanced upon her I knew her for who she was, and loved her.
They roamed the Waste together, discovering Kerovan's real
father and his purpose in life.

Joisan
Human - Brown bair and eyes; skin tanned from living out

of doors; 5' 7", 125lb$.
ST 11, DX 14, IQ 14, HT 12.
Basic Speed 6..5; Move 4.
Dodge 4; Parry 6 (Broadsword), 7 (Knife).
Chafmnail armor; medium encumbrance.
Advantages: Animal Empathy I; Intuition; Literacy; Magi

cal Aptitude; Strong Will + I; Telepathy Power 8.
Disadvantages: Duty (to people of Ithcarp, 00 12 or less);

Sense of Duty (Friends).
Skills: Administration-14; Botany-lS; Broadsword-13;

First Aid (TL3)-16; Knife-14; Leadership-14; Riding (borse)
18; Survival (Mrnmtains)-16.

Spells: Approximately 15 spells (Brown Magic and Green
Magic) at sldlllevel 13.

Languages: Witch World Common-14.

A true daughter of the Dales, Ioisan was wed to the heir of
Ulmsdale when she was only eight years old by axe-marriage.

It was her duty to take her people 10 safely when the Hounds
of Alizon invaded. There, in the place where they had found
shelter, she met a strange man with glowing yellow eyes and was
allracted to blm. To her delight, she later discovered that this
man was her husband. They bad many adventures throughout
High Hallack and the Waste. Sometimes they roamed together,
more often apart. At last they faced That Which Runs the Ridges
- a horrible manifestation of the Shadow that seduces the on
looker and forces him (or her) to run with it througb all eternity
- and defeated it.

Elys
Old Race - Black halr and eyes; slender; very fit; S' 5".

1251bs.
ST 12, OX 14, IQ 16, HT 13.
Basic Speed 6.75; Move 4.
Dodge 4; Parry 8 (Broadsword), 7 (Knife).
Chainma..il armor; medium encumbrance.
Advantages: Immunity to Disease; Literacy; Magical Ap

titude 2; Strong Will +2; Telepathy Power l.
Disadvantages: Sense of Duty (Friends).
Slcills: Botany-14; Broadsword-16; First Aid (TL3H 6;

Knife-14; Leadership-IS; Riding (Horse)I5; Survival (Moun
tains)-18.

Spells: Approximately 25 spells at skill levels from 16 to
20.

Languages: Witch World Common-I 6.

Elys and her twin brother Elyn were born to a man and
woman of the Old Race who were shipwrecked a1 Wark. The
mother died in childbirth. Their father trained them both as war
riors. Elys also received training from a Wise Woman, When the
Hounds of AUzoD came, first their father and then Elyn went
away to war, leaving Elys to guard the people left behind.
Among her duties was tending the wounded, and a fighting man
named Iervon was one of these.

Elys learned that ber brother had married, and that he lud
fallen under the Curse of Ingarel. Only she could hope to rescue
him. With ]ervon 's help, she shauered Ingaret's Curse and saved
ber brother.

The pair are still together, traveling through the world, coo
lent with each other's company.
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}ervon
Human - Brown hair and eyes; a very capable fighter;

5' 10", 160 Ibs.
ST 15, DX 16, IQ 12, HT 13.
Basic Speed 7.25; Move 6.
Dodge 6; Parry 10 (Broadsword), 8 (Knife).
Cbainmajl armor, light encumbrance.
Advantages: Combat Reflexes; High Pain Threshold;

Literacy.
Disadvantages: Sense of Duty (Friends).
Skills: Broadsword-20; Pirst Aid (TL3)·13; Knife-16;

Leadership-12; Riding (Horse)-16; SurvIval (Desert)-12; Sur
vival (Mountains)-14; Tactics-12.

Languages: Witch World Common-12.

Jervon bad been a warrior to be reckoned with, but be was
grievously wounded in the war between High Hallack and
Alizon. It was Elys who nursed him back to health.

When Elys went to the aid of her brother I Jervon went with
her. Between them, they rescued Elyn, and in the doing - to his
astonishment and deep gratitude - he won Elys.

Gillan
Old Race - Black hair and eyes; slender; S' 6" I 1201bs.
ST II, DX 12, IQ 13, HT 12.
Basic Speed 6; Move 6.
Dodge 6; Pany 6 (Knife).
No armor; DO encumbrance.
Advantages: Immunity to Disease; Literacy; Magical Ap

titude 3; Strong Will +2; Telepathy Power 1.

Disadvantages: Sense of Duty (Friends).
Skills: Botany-16; Cooking-14; First Aid (TL3)-14; Knife

12; PhysicianlTL3-13; Riding (Horse)-12; Survival (MOUD
tains)-13.

Spells: Approximately 10 speUs at skill level 15.
Languages: Witch World Common-13.

Gillan was a foundling, sent. like many other women, to
Norste3d Abbey when the war between High Hallack: and Alizon
broke out. BUlthe life of the Dames was nol for her. When the
girls who were destined 10 become the brides of the Were Riders
came through Norstead, she contrived to take one of the chosen
maiden's place as one of the brides.

Herrel became heT chosen mate. However, on the journey to
the Gray Towers in Arvon, the Were Riders discovered Gillan to
be a Witch - unlTained, but a Witch nonetheless. Having DO use
for any of that breed, they abandoned her, using their own magic
to take a part of her and ma.ke a false Gillan to dupe Herrel, until
both Gillans died. But Herrel became aware of the sublerfuge. In
trying to unile both halves of herself, Gillan and Herrel went
into deeper danger than either of them had ever known before.

Their child was Kethan. who was switched for a baby girl
when he was born.

Herrel
Halfbreed (Shapechanger and Human; Weresnowcat) 

Dark hair, green eyes, very handsome; a fighter without equal;
5' 10", 140 Ibs.

ST 16, DX 17, IQ 14, HT 18.
Basic Speed 8.75; Move 7.
Dodge 7; Parry II (Broadsword), 8 (Knife).
Chainroai.I armor; light encumbrance.
Advanlages: Alertness +3; Combat Reflexes; Literacy;

Magical Aptitude 1; Strong Will +2; Toughness 2.

Appendices -120-



~isadvanlages: Sense of Duty (Friends); Social Stigma
(Outslder).

SkiUs: Broadsword~22; Knife-I 7; Leadersbip-14; Riding
(HorseH7; Survival (Desert)-20.

Languages: Witch World Common· 14.

Herrel was the son of RaIse, leader of the Were Riders and
Lady Eldris of Car Do Prawn. Halse bad charmed Eldris t~ his
bed, but no deep lilc.ing had come of it. Their child, though
human enough in appearance, proved 10 be a shapechanger and
Lady Eldris sent him to his father for rearing.
. Of the Were Riders and yel never a pan of them, Herrel

lived through the years of service to the Adept who had created
his father and the rest. With them, he suffered through the
atrocity that resulted in the Were Riders' banishment to the
Waste. They fought in the war between Alizon and High Hal
lack, al last paying back the debt and freeing them to return to
their home in Arvon.

~o his surprise and the others' displeasure, one of the
pronused brides came to him of ber own choice. Despite the ef
forts of some of the Riders, nol only 10 deprive him of Gillan but
also to rid themselves of his halfbreed presence, both he and Gil
lan survived.

Kellum
Halfbreed (Shapechanger and Human; Werepard) - Dark

hair, green eyes; 5' 9", 140 lbs.
ST 14, DX IS, IQ 12, HT 16.
Basic Speed 7.75; Move 5.
DodgeS; Parry 8 (Broadsword), 7 (Knife).
Chainmail armor; medium encumbrance.
Advantages: Alertness +3; Combat Reflexes; Literacy;

Magical Aptitude I; Strong Will + I.
Disadvantages: Sense of Duty (Friends); Social Stigma

(Outsider).
,Skills: Broadsword~16; First Aid (TL3)-12; Knife-15;

RJding (Horse)-14; Survival (Desert)-12; Survival (Mountains)
12; Toughness 1.

Languages: Witch World Common-12.

Kethan was, presumably, the son of Heroise of Car Do
Prawn in Arvon. It was the custom of the Four Clans thaI in
heritance be traced through the clan daughter. How she chose to
provide an heir was her business, and Lady Heroise told no one
who the father of her child was.

In trulh, Heroise was descended from Lady Eldris, who had
borne Herrel. For purposes of heirship, Heroise bad to have a
boy, though she conceived a girL By a playfully grim twist of
fate, Herrel and Gillan were at the Shrine of Gunnora when
Heroise's birth-pangs came upon ber. Their child, a boy, was
also being born. Heroise's woman switched the two infants, and
all went their respective ways.

Vast plots concerning the heirship of Car Do Prawn
threatened to snuff out Keth.w's young life. And then, byacci
dent, he discovered that he was a slupechanger, and that be had
been snared by a magical belt that controlled his changing.

AI lasl he untangled the web in which he was enmeshed. He
was reunited with his true parents and the glrl-ehild for whom be
had been switched - now grown 10 womanhood and destined to
be his own bride.
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tinents, most campaigns should probably take place completely
OD one or the other.

All books and stories are by Andre Norton unless otherwise
noted. The short stories written by other writers were authorized
and edited by Andre Norton.

Bibliography===================
The books are separated into two sections - those dealing

with the Eastern Continent, and those about the Western Con
tinent. The books in each section are listed in the order of pubU,
cadon, which is generally the best order in which to read them.

Since there was very little travel between the two con-

&rteress ofthe Witch World (1968)
In the third book about the Three, the Witch Kaththea is

separated from her party during an avalanche. She lives fOf a
while with the Vupsall. She flees, only to pass through the Gate
of Hilarlon to a mechanical world, where she finds Simon and
Jaelithe. With Hilarion, an Adept, they escape and rerum.

Escore. After the Three escape from Estcarp to the Valley of the
Green Silences in the forgotten land of Escore, the warrior Kyl
Ian returns to Estcarp and recruits refugees to aid in the fight
against the Shadow.

War1«k offlu Wmh World (1967)
In the second book. about the Three, the sage Kemoc rescues

his sister Kaththea from the Dark. Tower of the evil Adept Din
zel. He is aided by the Krogan maiden, Orsya, and an ancient
weapon.

Web ofthe Witch World (1964)
Simon and Jaelithe continue their fight against the Kolder

nrst in Yle and then in the Kolder Nest itself. There they close
the Gate to the Kolder home world, leading to their fmal defeat.

Witch World (1963)
Simon Treganh escapes from Earth, rescues the Witch

JaeUtbe, and takes service with the Council of Estcarp. Together
with Jaellthe, Koris ofGarro and Loyse of Verlaine, he struggles
against Karsten and then defeats the Kolder in Germ.

Books About the Eastern Continent =======================
The first five books tell a connected story - the story of

Simon Tregarth from Earth, his Witch wife Jaelithe from
EslCMp, and their three children. These five books are the basic
history of Estcarp and Escore. They are the best source of infor
mation 00 the Witches which give the Witch World its name.
These five should be read first, in the order given.

Thret Against llu Witch World (1965)
This book begins the story of the three children of Simon

and JaeJitbe - warrior, sage and witch - and of the cleansing of

Trey of Swords (1977)
This book begins the story of the Pour Great Weapons in

Escort. YonanlTolar with the sword Ice Tongue. Uruk with his
axe Helm-Biter, and Crytha with the Sword of Shadow all meet
and defeat forces of the Shadow.

'Wan Hawk (1983)
This book continues the story of the Pour Great Weapons.

Although YonanJTolar 00 longer has Ice Tongue, Helm-Biter
and the Sword of Shadow are still in use. Nirel the Falconer
fmds and uses Basir's Tongue against the evil Adept Rane.

The Gate ofthe Cat (1987)
Kelsie McBlair and the wildcat Swiftfoot pass through a

Gate from Earth to the Witch World. She receives a Witch Jewel
and a name from the Witch Roylane - as welt as a geas. Accom
panied by the Witch Wittle from Estca.rp and the fighter Yooan.
sheJoumeys through Escore. She finds a place ofPower and bat
tles the forces of the Shadow for the future of Escore.

they fight and defeat enemies - within the Were Riders and
without.

The Crystal Gryphon (1972)
This book begins the story of Kerovan - who carried the

blood of the Old Ones - and ws wife Joisan. After 10isan is cap
rured by oDe of ancient evil, Kerovan follows and fescUes her 
and begins to discover his inheritance.

Books About the Western Continent ======================
Five of the seven books about the Western Continent teU

• two continued stories. The two books about the shapechangers
Herrel and Ketban provide the most background about the land
of Arvon and the Were Riders, and the three Gryphon books tell
of the Wastes and the heritage of the Old Ones. Either of these
sets could provide the basis for a complete campaign. They can
be read independently, but each set should be read in order. The
other two books teU indepcndeot stories.

Year ofthe Unicorn (1965)
Gillan. born in High Hallack but of the blood of the Witches

of Estcarp, goes into the Waste as one of the thirteen brides
given to the Were Riders in payment for their alliance against
Alizon. There she marries the shapech.anger Herrel, and together

The JaTgoon Pard (1974)
This book tells the story of Kethan (the son of Herrel and

Gillan), wbo was switched at birth with the heir of Car Do
Prawn. After his shapecbanging awakens under the influence of
a magical belt, he manages to untangle the web of his heritage.

Appendices -122-



Zarsthors Bane (1978)
A girl of High Halladc - together with a cat, a boy with a

sword and a man with blasted wits - battle the Shadow in the
Waste and discover a place of peace.

Hom Crown (1981)
This book tells the story of the coming of the clans through

a Gate from another world into the Dales of High Hatlaclc. II
takes place about four hundred years before any of the other
Witch World books, and the story is not directly related - al
though it does present much important background about the
people of High Hatlack.

Gryphon in Glory (1981)
This book is the second in the story of Kerovan and Joisan.

Joisan follows Kerovan into the Waste, travels with Elys and
Jervoo, and is taken by the Thas. Kerovan follows and finds her,
and they discover the secret of the Gryphon and find Kerovan's
true father. Together they defeat Kerovan's false father.

Gryphon'S Eym (1984)
Written by Andre Norton and A. C. Crispin, this Is the third

book in the story of Kerovan and Joisan. Drawn by a strange pull
which Kerovan is unable to resist, Kerovan and Jolsan fmd the
ancient keep of Kar Garodwyn. There, with the aid of Elys and
Jervon among others, they defeat That Which Runs the Ridges,
and Kerovan comes into the inheritance of the Gryphon.

Fourfrom the Witch World (1989)
The Stillbo,." Heritage, by Elizabeth H. Boyer - A strange

child and her companions fight for High Hallack - in their own
way.

Stonnbirds, by C. J. Cbenyh - A Dalesman, a Witch and
a Hound of Alizen struggle to save children in High Hal.laclc.

Rampton, by Meredith Ann Pierce - Half·sisters strive for
freedom and happiness on me island of Ulys.

Falcon Law, by Judith Tarr - A tale of the beginning and
me end of me struggle between Falconer men and women.

The White Road, by Charles de Lint - Travel down a road
of the Old Ones in High HaDad,.

Cat and the Other, by Marylols Dunn - Witchcraft in
Estcarp.

Oath-Bound, by Pauline Griffin - A Falconer's fight
against the Shadow.

OfAncient Swords and Evil Mists, by James R. Heidbrink
- A Sukarman's escape from the Shadow.

Nine Wonis' ;n Winter, by Caralyn Inks - A Wise Woman
against a Sorcerer in High Hallack.

Were-Htmtu, by Mercedes Laclcey - The arrival of a very
feminine wereleopard through a Gale from Earth.

N~ilher Rest nor Refuge, by Ardath Mayhar - A tale of the
Horning in Karsten.

To Rebuild the Eyrie, by Sasha Miller - A Falconer abducts
a t.avern maid and finds more than he bargained for.

Milkfrom a Maiden's Breast, by Elizabeth Scarborough
A reluctant maiden warrior looks after a Mosswife's child.

Night Hound's Moon, by Mary H. Schaub - A sickly boy,
a wonderful daB, and magic in High Hallack.

Isle of Illusion, by Carol Severance - A girl is ensorcel1ed
and sent to a tropical island. and has 10 fight the darkest of
Shadows to find her way home again.

Green in High Hallad:, by Kiel Stuart - A Renthan is dis
covered in High Hattack, of all places.

The Road ofDreams and Death, by Robert E. Vardeman
An old man gives up his dream of renewed youth for the sake of
a lady and her lover.

Spell oJthe Witch World (1972)
Dragon &ale Silver - Elys and Jervon ride 10 rescue her

brother Elyn, and mey save him from the curse of Ingaret.
Dream Smith - A story of qUaD iron and a land of dreams.
Amber Out ofQuayth - A lady of High Hatlack rescues the

Lord of Quayth from ancient sorcery .

Tales oj1M Witch World (1987)
Of the Shaping of Vim's Heir - Kerovan's birth in High

Hallaclc.
Hdr Appare1tl, by Robert Bloch - Kerovan's birth in High

Hallack from another viewpoint.
Fenneca, by Wilanne Schneider Belden - A Witch child in

High Hal1ack.
Bloodspell, by A. C. Crispin - Why the Were Riders were

exiled from Arvon into the Waste.

Lore ofthe Witch World (1980)
Spider Silk (1976) - A blind weaver from High Hallack is

taken to Usturt to learn the secrets of Spider Silk.
Sand Sister (1979) - Tursla the Moth-Maiden escapes from

Tormarsh.
Falcon Blood (1979) - A Sulcar woman and a Falconer

defeal a woman of the Shadow.
ugacy from So,." Fen (1972) - Caleb the cripple defeats

the wicked lord of Klavenport.
Sword of Unbelief(I917) - Elys goes througb a Gate in the

Waste and rescues Jervon from the Shadow.
1"h.e Toads ofGrimmerdale (1973) - Henha swears vengt>

ance against ber ravisher; the Toads ofGrimmerdale almost take
the wrong man, Trystan.

Changeling - Henha and Tryslan must destroy the Toads
to lift meir curse hom Hertha's daughter.

Short Stories About the Witch World ======================
Andre Norton has published three collections of stories

about the Witch World. In addition she bas edited two an
thologies of stories by others set in her world. The author is
listed for any story DOt written by Andre Norton.

The year of original publication is given for any previously
published story. All other stories were originally published in
the collection or anthology listed.

High Sorcery (1970)
Ully the Piper - A tale of the music of the Old Ones in High

HaUack.
Note: The other stories in this Andre Norton collection are

not about the Witch World.
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These bootes and stories will provide additional background
for many of the known areas of the Witch World, and will open
up new areas Dever before explored.

Dames: Female clerics who tend the abbeys dedicated to the
worship of the Undying Flame in High Hallack.

dart gun: A TL8 weapon which fires darts.
dragon scale silver: A silvery metal with other colors running

across Its swface. It is an artifact of the Old Ones. Cups of
dragon scale silver are especially good for holding liquid for
farseeing.

Es City: The capital of Estcarp.
F.score: An ancient land on the Eastern Continent from which

many of the Old Race fled to found Estcarp.
Eyrie: The home of the Falconers, deep in the Barrier Moun~

tains. It was destroyed in the Turning.
Eyrie Falcon: The falcons used by the Falconers.
false quan Iron: An artifact ofevil Old Ones. II looks like quan

iron but is very dangerous to those nol of the Shadow. It can
cause poisoning and will explode if a smith tries to work it.
It can be converted to true quan iron with the l..onnt flower
and the remove enchantment spell.

Falconers: A small group of the Old Race who fled their home
land somewhere in lhe North. They were brought to Estcarp
by the Sulcar. Although they have no official connection
with the Witches of Estcarp, they make their home in the
Barrier Mountains and help protecl the border between
Estcarp and Karsten. Falconers have adeep alliance with the
falcons who serve with them.

Fanes: Places of Power, especially of Old ODes wbose names
have become Words of Power.

Flanna.n: A bird-like, humanoid race found in the VaHey of the
Green Silences. They are of the Light.

force wbJp: Weapon used by the People of the Valley of the
Green Silences.

Four Great Weapons: Powerful magical weapons. They are
Ice Tongue, Helm-Biter, the Sword of Shadow and Basir's
Tongue.

Free Companions: Sulcar women who choose DOt to many a
single man. They enjoy the company of those they cboose to
associale with. They are not prostitutes.

garth: A small homeslead, bo&ding or farm. The home of a.
minor noble or wealthy farmer or craftsman.

Gate: A portal 10 another world, time or dimension. Gates are
created by powerful mages bUI if open, can be used by
anyone.

geas: A compulsion to do something, usually caused by a spell,
the Answer of an Old One or the use of a magical weapon.

Conn: An island nation of the shore off Estearp, destroyed by
the Kolder.

Gray ODes: Man·wolves of Escore. They are nol shape
changers. They have the power of speech and are servants of
the Shadow.

Great Mountains: The mountain range between Escore and the
lands of Alizon, Estea.rp and Karsten. They were created in
part by the magic of those of the Old Race fleeing Escore.

Future Books and Stories Aboot the Witch World ===================
The saga of the Witch World is a never-ending one. Addi

tional volumes of Tales oflhe Witch World are currently sched
uled for publication. In addition, Andre Norton is editing a new
series of Witch Warld novels by other writers - The Chronicus
ofwrmJ.

Glossary=====================
Adept: A high-level Sorcerer of ancient Escore or Arvan (see

below). The Adepts are the ODes who disturbed the fabric of
time and space through the crealion of Gates and the
manufacture of strange and unnatural creatures.

AI iron: Estea.rp's neighbor and enemy to the North. With the
aid of the Kolder they also invaded rugh HaUack.

AJIzon City: The capital of A1lzon.
All20nder bound: Also just hound. The lean, white war dogs

used by the Hounds of Allzon.
angelica: An herb which is used to neutralize CODt3Ct poisons

and caustics. It is useful for tre.lling the effects of Vark's
blood and as a talisman against evil magic.

Answer: A response by one of the Old Ones which is received
when a Great Word is spoken.

Archives: The repository of knowledge al Lonnt. There are
many old books and seroUs but the material is not cataloged.
The Archives are cared for by the scholars who reside at
LoIlllt.

Arch&vists: The scholars who live at Lormt.
Anun: An ancient land on the Weslern Continent. Many of the

inhabitants were destroyed in the battles between Light and
Shadow. Small pockets remain inhabited.

Axe of Volt: The weapon ofa powerful avian Old One, Volt. It
was used by Koris of Gorm.

Banier Mountains: The mountain range separating Karsten
and Estcarp.

Basir's Tongue: One of the Four Greal Weapons. It was used
by Nire1 the Falconer to destroy the evil Adept Rane.

Blank Shield: Mercenary Soldier.
Borderers: Members of the Old Race and other families from

Estearp living in strongholds in the Barrier Mountains.
blue stooes of protection: Blue stones placed above doorways

or in a circle as protection againsl the Shadow.
Bard-Sages: Powerful mages who opened lhe gale the Dales

men use to come to High Hallack. They use music as a focus
for their power.

c.ameleopard: MedJeval name for giraffe.
Canlsport: The largest port in Alizoo.
Captalo of the Gua.rds: The leader of the Guards. He answers

only to the Council of Witches of Estcarp.
chamomile: An herb used to aid in recovery from wounds.
Citadel ofHUarlon: The castle ofan ancient adept. A Gate into

a machine world is located there.
clans: Family groups in Arvon and High HaUack.
comfrey: An berb used to speed recovery from broken bones

and sprained muscles.
Council of Witches of F.skarp: The ruling body of Eslcarp. It

is made up entirely of Witches and is led by the Guardian.
controller: The Kolder who gives iostrucdons 10 the "units."
dales: Mountain valleys in High H.allAck.
DaJesmen: Inhabitants of the dales of High Hallack.
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Great Ones: Very powerful Old Ones whose names have be
come Great Words of Power.

Great Weaver: The leader of the Weavers of Usturt.
Great Words: The names of very powerful Great Ones. Speak

ing a Great Word is a powerful spell.
Guardian: The leader of the Council of Witches. She is usual

ly elderly and always powerful.
Guards: The primarily maJe military forces of Estcarp. They

work under the direction of the Council of Witches.
Gunnora: One of the Old ODes. She is the protector of women,

children and childbirth.
healing mud: Mud with bealing properties found in pools in

Escore.
Helm-Biter: One of the Pour Great Weapons. It is a great axe

used by Uruk, a man from the past.
henbane: An herb which causes disorientation and irrespon

sible talk and actions.
mgh Hallack: The name the Dalesmen gave the new land they

found when they came to the Witch World. Their old home
was called Hallack.

bolding: A garth or manor.
Hounds of Allzon: The soldiers of Alizon. They use lean,

trained war dogs and call themselves Hounds as well.
hyssop: An herb which can be combined in a decoction with

rosemary to reduce the effects of Thas poison.
Ice Tongue: Tbe Sword of Lost Battles and one of the Four

Oreat Weapons. Ice Tongue was wielded by Yonan and
used to destroy the evil adept Targi.

U1baoe: An herb used as a universal remedy against poison. It
is effective against all contact poisons and caustics. Amulets
of illbane are powerful talimans against evil.

joumeycak:e: See waybread.
Kars: The capiw of Karsten, also the major river in Karsten.

The city of Kars lies on the banks of the river.
Karsten: ESlcarp's neighbor and enemy to the South.
keep: A small landholder's property, especially his home.
Keepers of the Flame: The Dames in the abbeys of High Hal-

lack. They lend the Undying Flame and honor Those Who
Have Set the Flame.

Kennels: The home of the Hounds of Alizon.
Kepllan: A Shadow creature which appears to be a borse but

lures riders into trapS.

Kioga: Nomadic race found roaming the plains of Arvon.
Kolder: An inimical race that came to the Witch World through

a gate. They use machine-crealed telepathic power and
enslave or destroy all those they encounter. Kolder espe
cially hate the Old IUce because they cannot be controlled
by Kolder machines.

Kohler Nest: The island on which the Kolder Gate was created;
their homeport.

Kohler weed: A poisonous weed used by the Kolder to protect
the Kolder Nest and to attack Sulcar ships.

langJon: Also known as trefoil, langlon Is a powerful talisman
against evil magic.

Krogan: A water-breathing race created by the Adepts of Es
core.

Lesser Words: The names of Old Ones used as a spell. These
are not as powerful as Great Words but are still powerful
spells.

Light, the: Good or the forces of good.

light insect: Large luminescent insects used by the Torfolk. for
illumination.

lightning lash: Shadow weapon used by the Sam Riders.
Lizard People: A small reptile race found in the Valley of

Green Silences. They are allies of the Light.
Lord of Wings: The leader of the Falconers.
Lormt: The facility which houses the Archives. Originally a

border fortress, Lormt is now a settlement of scbolars.
Lonnt flower: A blue flower which is found In the bills around

Lomu. II has magical properties and can be used 10 tum
false quan iron into true quan iron.

loquth: A plant with silken fibers which are spun and used to
.make loquth cloth. ThIs is a commOD fabric and the onc
Witches most often use for their clothing. Its oa.tunlI color
is a sILver-gray.

mandrake: An berb use in making poppets for evil spells.
March Warder: An officer of the Guards. His household is

South Keep. He commands forces on the southern border of
Estearp.

Master of Houn~: Tbe leader of the Hounds of Alizon.
Merfay: Invisible species which lives in the lakes and rivers of

Escore. They are companions of the Krogan.
Mews: The home of the Falconers and their falcons in the Eyrie.
moly: An berb used to counteract spells.
Mosswlves: Unusual race found in the Forest of the Mosswives.

Tbey are peaceful but remain separate from most of the
dealings within Escore.

Old Ones: An ancient group of people who preceded the Old
Race. Few of them remain on either continent.

Old Race: The race which includes the Witches of Estcarp. the
Falconers and several other groups on both continents.
They are decended from the Old Ones and often have magi
cal and psionic skills. Magical ability is most often found in
females.

People of the Valley of the Green Silences: Long-lived race
found in the Valley of the Green Silences. Their leaders are
Dahaun and Ethutur.

Places of Power: A high mana place where residue of great
Power remains. These places may be of the Light. the
Shadow or occasionally Neutral.

Piace or Stones: A circle of standing stones on the plains of Es
core. It is a powerful, but not impregnable place of Light.
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Place or W.lsdom: The facility in Es City where Witches are
taught their craft.

plantain: The herb used to preserve waybread or joumeycake;
it is sometimes called the waybread herb.

poppet: A doll in the image of the victim used for evil spells.
Power: Magical or Psionic ability.
put to the hom: Declare outlaw by blowing a war hom and

reading a procbmation. Blowing the hom once means that
the subject has 24 hours to leave the country or his life is
forfeit. Blowing the hom twice gives a 12-hour warning and
thrice homed means that open season has been declared on
those who are the subject of the bunt. Those of the Old Race
were thrice horned by Karsten.

quan iroD: An artifact of the Old Ones. It is very valuable and
has great powers against the Shadow.

rast1: Rat-like an.i.maIs which hunt in packs. A giant variety
lives in E!ICOre.

Renthan: A large, antelope-lilce race found in the Valley of the
Green Silences. They are intelligent allies of the Light.

root-rope: A plant used by the Tbas as a sentry and trap.
rosemary: An herb used with hyssop in preparing a decoction

to reduce the effects of Thas poison. It is also used as a
protection against the Shadow.

nmeboard: A simple tool used for divination.
Rus: Vicious birds which infest E!ICOre. They resemble aggres

sive buzzards.
Sam RJder: Man-like creatures of Slwiow who serve an evil

Great One of Escore. They ride skeletally-thin horses and
bunt with gaunt hounds. Their weapon is the lightning lash.

Sea-hawks: Swift Sulcar battie cruisers.
Sea Wolves: Group of pirates, perhaps distantly relaled 10 the

Sulcar, who raid the coasts of the Eastern Continent. The
Vupsall are their most common prey and are terrified of
them.

sending: A magical or psiooJc call to someone with Power.
serpent-shJp: Name for the ships of the Sulcar; the prow is

carved in the shape of a serpent.
Seven Lonk: The rulers of the Four Clans of Arvon.
Shadow: Evil or the forces of evil.
Silver Singen: Entities in a cJrcle of stones in the waste. They

are of the Shadow.
Sl1OWcat: A large eat which lives in the mountains of the Witch

World.
Sorcerer or Sorceress: A mage (male or female) who srudies

magic .through ancient lore. Although Witches are also
mages, there are restrictions in their training and use of
magic which do DOt apply to Sorcerers who often study only
from books. Sorcerers are found primarily in Escore and in
Arvon, and there are not many left.

South Keep: The home of the March Warder.
spider hound: Giant spiders found in Usturt and beyond a gate

in Alvon. They are servants of the Weavers of Usturt.
spider silk: A valuable, opalescent fabric woven by the

Weavers of Usturt from fibers spun by the spider hounds.
Sui: The battle cry of the Sulcar.
Sulcar: Race of sailors and fighters. Their homeporr is Su!

carkeep.
Sulcarkeep: The bomeporr of the Sulcar. It is found on a penin

sula ofEstcarp and was destroyed in the Kolder Wars.
Sword Brothers: Fighters woo served as a peace-keeping force

among the Clans of High Hallack.

Sword or Shadow: One of the Four Great Weapons. II is
wielded by Crytba. She used it to kill Laidan, the consort
and minion of the evil adept, Targi.

Thas: Underground creatures of Shadow. Tbey can travel
through the earth as easily as swimming in water. Their bite
is poisonous.

Temple or the Fln-PoIDted Star: A temple in the bills above
Wark. It is a place of Light with high mana.

Tor Moor: A moor north of Estearp which borders Tormarsh.
Torgian horses originally came from Tor Moor.

Torfolk: The inhabitants of Tormarsh. They are mJsshapen but
often have powerful psionic abilities.

Torglao: Snmiy horses prized for their strength and endurance.
Tonnanh: The marsb land between Tor Moor and the sea

which is the home of the TorfoUc:.
Turning: The destruction of the Barrier Mountains caused by

the Witches of Estcarp. Much of the army of Karsten and
many of the Witches were killed. The Eyrleof tbe Falconers
was also destroyed.

unit: Individual Kolder who are controlled by the controller.
They are Dot capable of independent Lboughl.

Usturt: An island inhabited by the Weavers of Usturt.
valerian: An herb which used in a decoction will reduce the ef

fects of Thas poisoning. It is also more powerful than
rosemary as protection against the Shadow.

Valley of the Green Silences: A valley in Escore whIch is
protected by Wards and is the home of many of those allied
with the Light.

Vark: A creature of the waste. It is a horrible combination of
human and bird. When a limb is severed, the dismembered
part continues fighting. Vark blood is a powerful caustic
contact polson.

VerlaJo Keep: Home established by Loyse of VerWn after her
marriage to Koris of Gorm. Kyllan, Kernoc and Kaththea
spent much of their childhood there.

Vra.ngs: A bird-like race found in the Valley of the Green Silen
ces. They are allied with the light.

Vupsall: Nomadic race found in E!ICOre.
wak Ilzard: A formidable denizen of Tormarsh. It is usually a

scavenger.
Ward: Magical protection around a place to prevent entry.
Waste: A large desolate area near Arvon which was destroyed

by the Adepts in their battles for power. Many pockets of
power of both Light and Shadow are found there.

waybread: Traveling rations. They are baked with plantain as
a preservative.

Weavers of Usturt: Humanoid spiders found on UStllrt. They
weave spider sille.

Were Riden: Shapecbangers crealed by an Adepl to serve as
body guards.

Wise Woman: A female mage wbo learns the magic of nature.
Wise Women are known throughout the Witch World. The
term usually refers to someone who is Dol a Witch, although
occasionally Witches are also refered to as Wise Women.

Witch: A swam Witch of Estcarp.
WItcl1Jewel: Jewel used by Witches to focus their power. They

are usually worn as pendants. Each jewel is attuned to a
sisngle wearer.

Words: Names or phrases which are used in spell casri.ng.
Usually they are the names of Old Ones.
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INDEX
Abboys.9,32,39,130;cnaraCU7J,38;.ee

D_,; Undying FlIltM.
Adept; AfV(lft. 14; l)Inzel. 114. 117; KrogatU. 28,

4>46; magic m,ndlmtr, 76; P4ITOfI. 61;
RaM, 98;~ OWl. tOI; Wert 'RlJen, 49;
ue tillso Sorceren.

AdvawillIs. 57-59; 1nQIWI, 36; new GI1vanUJg~,.

SW9; racial, 35,43,45,53.47,504,55;
WtrU, 51,53.

Alizon, 16,25-26; AlUM CIty. 26; cJuuacun, 37
38; gau. 37; hUkJry. 8, II. 15; 17rwul0ll oJ
H1§h HalJad, 9-10. 15,62. j 16; Koldn 01
IIlDIot. 116; IIwhn, II, 116; 'N HolIndr oJ
AlizOrl.

Alizon Gap. 9, 10, 25. 116; b4Trlerr, 9. II, 13.
Angolica, II, 104, Ill.
Animals; De,IUuy, 106-111: Cflntelloptml. &.
Archives, let Lormt.
Ann«, 63; ue auo f[IUlIIlron.
Arvon. 14.31-34; ant.1eu IWlDry. 8; ,eo,rap}ty,

16; KI08a, 4O-41;pI(1pll qfthemancn. 14;
Wue RJden, 49.

Astrology,'e&' Fore~UJng: 1ntU,0 Magic.
Alte of Volt, 48,98; arw oj You, 114; 'etl also

KorlJoJGorm; Tormarm.
8llcldiro, ,ee Critical (FallJIn and SIICO&'U).
BadSIlS; blmJk ,1t1~ItIs, 37; Ktlnlen. 23; Ver/alrut,

24,
Bard-SailOll ofHiBh Hallack, 14-15. 19; magic In-

Intllmts. 76; tlmell1U. 7.
Barrier MountaillS. 9; Ktilnten. 23; TllrnJlIg. U.
B&sir's Tonguo, 98; ue also FolP' Greal Wedp<)rU.
Bllllk Shlll1da, 9, 36; d!aracun, 37; Nlrel. 98.
B1ooc1-bond,38.
BIUII Magic, 76, 83-&4.
Blue Stones of Protection, 94, 95; Kscore. 8;

PIIl~1 ojPowtr, 98.
Bordoren;, 9.37; KantnJ, 40.
Brown Magic. 76, 88; BetillN:Jn adWDUage, 58;

....tdtcraft and 'OTCVY. 75.
Calooo.r. 7; d1rwBM, 7·13.
Canispon, 26; ,ee AlizOll.
Cbamorntle, J04;'N Herbs.
Channs, ue Herbr,. P~ctlO1l.
Clans; 1'0'" CIDN ojArron, 14, 31; HJgh HaIUl<x,

32, 38; MlUI4ry raN:., 58; Toifolk, 48.
Code of Honor; blmtk 11IJd/, 37.
Communications; BrOMIrI M4gfc. 68, 88; FQU:oMr,

22,23; newC'fJI'MTI. 36, NPC Hacn, 52;
k/.rpaJhy, 100-101; Wild! Jtwdr. 95; Wltdl~,.

68, Ill, 95; YefJow M4glc. 81.
Couneil ofWild~s, 9, 16; C'flII71D4I1iCiJl1MI. 81,

95; & Cfty, 19; FillJ:onenj 9-10. gllQrdsmen,
37; Matroft lMlwuuase, 61,66; SotdIna', 67;
TlunJrtg, 13-14.

Crilkal (failurll aod succus), 74; win. lOS;
NalWfaJ ~Uctudrtg. ~59; PUJC~s ofPO"",",
98; RIt1U IHxJrdr. 97; rpel1.J. 74; lplIIer Itownd,
108; tlme trQVflI. SO; TwmJrJg. 13; Wildt
Jewell. IS, 74, 95; It'OrdI aJpollNr, 7.s.

Cups of Flr..-Ins. 94. 96.
DaMWl ofl1lol Greon SiJellCOl. 116; handftuJ. 11;

ltulgwagn. 45, 53, 61; KalhtheQ ~8ar1Jt. 114.
Dairioo, 8, 9; let: aUo SpliIer Silk: U,twt.
Dalos, see Hlglt HaU4d:; Dlallmttll oJ.
J)alllsmcn ofHii/l H.n.ck; cJuuackn. 3&-39;

clmt W<lI', 32; Pillcu ojPower. 8; reCt'rtlhlJ
tory, 14-15; tlmelJN. 7-10; ,tt High HalJad:.

Olmos; CllrlCdI1nw,~At#vaIIUlge.57;
Kupers of Ihe FUime, 39; ,t!&' /11.10 Abbey,.

Index

Dan GulUl, 64; 'tIItD'rlon, 37; IkJU, 60, 61.
Devicos; falcon C'OfI'I'mI1ACiJl10118. 44, 60. 63;

electrorrlcsll:JU. 60, 63; 1cUtory. 6; KoltUr, 53
54.116; KoltUrNell. 34, 54.101; MaenlM
World,99, 118; medtonJcaI pnOlllCl. 101;
m/Ild oontrol• .53-54, 101.

OWdvlDl.Iges, 59-60; A/k01l. 37; FlannlDl. 53;
hlll1J/Dl, 35; Kolder. 54; Lh.ard Peopll, 47;
med _re" 51; MOUVIiw,. 55; IItIW dlJad
l'aI!wge,. 60; Old Ra~, 43; Prople olIN
Grt!&'n Stlencr,. 45; rlldal, 35; Rmthan. 47;
Torfolk. 48; VrD1lg'. 55; lWnNaTI. SI;
_Telw"e. 52; Wltdtu oJEstctup. 44.

Disease, 103; Itemr. 102-IOS.
Divination, ,t!&' Forete/JJng.
Ongon _10 Sl1vllr. 96.
E1omonl.lla, 76.
Elys, 8, 10; cJ,QTaclt:r. 119.
Euchaotmont spIInS, 76, 77.
Es Ci/y, 9, 12, 19; Place oJWlldorn. 19; Torg/Q71

hone', 109; It!&' "Iso Collllcil ofWltdtn.
Esi:oro. 27-30; 4IIcftnt hi,tory. 7-8; reanlltlslDry,

t4; retlVll to, 16; wildl oj, 29.
ESP, 100-101.
EthulUf oftbo Grcen Valloy, 45, 116.
Estcarp, 17, 3&-37:j1lgh/ID, 7; 1cUtory. 9.
Eyrill of the Falconers, 9-10, 22-23; dennlcdOl1 oj.

14, 16,22, 63;f4lcoru, 107; trtJining. 44.
Falcol1Cl'5. 9-10; d!aracun, 44-45; ccnrnlllllca

don drn«,. 44, 63; dfplomaC'j. 37; dutronla
ski/l, 60; Fafcofwr's Village. 23, 44;fizlcoru.
44, 107; Fa/consollg, 45, 61; pnordCJ. 23; SIII
CGrd~bl. 44; IU Eyrle oj/JIe FaU:oMn.

Fire; Kolder _ed, ;W; ,n R~d Magic.
Flame: let Undying FIDmt.
Flannan, 27, S2-53; language. 53, 61.
Forco Whip, 62-63; Peopll oftAe Gum Silencel,

27, 45; JkJLJ. 60, 61.
Foretelling; Crtpsjor !lar-uelng. 96; Indigo

Magic. 76.
Forsworn; Dallsmm. 38.
Four Great Weapons. 97-98.
PrllO Corupenions; ofSIIlcl1r, 42.
GIIIOS; adl'41llQses. 57; advtTllMn Iud, 27; AUzon.

37;j1Jghl Of'OT«Ten, 7, 8; Glntda, 36; High
Hallad:. 14. 15, 19; ffllarlon',. 114, 118; K~l

lIIe McBltzlr, 36; Kolder GaU, 9, 13,54, 101,
116; MacJ,LM World, 99. 118; magic In
gredlmll. 76; OrQ7tg~ Magic, 79-81; Plact, of
Powrrr. 98; Sea Wolw's, 42; Shadow World.
31, 108; SImon Treganh, 36.54, 112; Spel1.J,
79-81; Sword Bro!heTl, 39; time tnlVel, 36; U,
twI, 25; "'slUm eqwJpmtflI, 62-63; VllJ'laU, 42.

Gets; Greal GetilJ SpeU, 87; Ice TOII8ue. 97; Kyl-
/Iln Tr~garth, 113; WlICh JeweltrQTl6ftr, 95.

Ginan. 9, 120; KethD1l. 121; ,et aLro Htrrd.
Gonn, 12-13, 16,22; hll/ory. 8,12.
Gray Ones, 64, 109.
Great MoonLains, 16; Lonnr.. 20; TlmUng, 16,114.
Gooat Weapon!,'u Axe oJ You; Fo," Greal

Weapon.!'.
~n M.gJc, 76. 82-83; Tru-Kln adwznuzge, 59;

wltdlcraft and lorcrry. 75.
Groen Valley, ue VaUq olIN Gnm SlleTJcu.
G\u.rdlan, the, 9,16; Fakonen, 10; COJfoflMng,

64; lodalll4JlU, 64; 7iunJrtg, 13, 14-15;
WlIdtJnwl nama. 43.

Guards of EsIcup, 9, 36, 37; FalcotteTl. 10;faJlof
SIIlcarutp. 12. 113; Iteadf[IItlI'ItIrI, 19; rank.,
58; Korl, ojGo"'" 9, 114.

Gunnora, Lady ofthll Grain.nd Vloe, 14; Anulilt
ofGlINWra. 63, K~~n oJlhe Flame, 39;
IIIrlM oJGlDwml, 121.

Heallng; dtamomlle, 104; herlu. 102-105; mud,
64.94; psionic, 100; let al80 IUd Magic.

Helm-Biter. The Alto ofUnak, 97-98.
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Hertls, l02-IOS;jlndIIlB, 100;·B.rt, 104-105; ThtilJ
pofsorJ, III; VtlTk polson, Ill; Wltdlu, 40;
,ree &Jllo l.ormt Flower.

HllrTel, the Wllre Riclor, 10, 12.0-121; GlIJ4n. 9,
120; Kelhan. 121.

High Halle.ck, 14-15, 16,32-33; charactn7, 38
39; CKltanI. 39; mJllwry rri. 58; Stt tilUO
Dalesmm ofHigll Hallack.

HilarioD, 118; OUJdel oJHllarlOft, 99, J14, 118;
Hllarlon', wand, 99, 118; I)'mbol, 99.

Hominll; KantnI, 10,24,40,
Hounds of Alizon; A/kDll. II, 25, 37; Alhonder

IIottfld, 37, 107; EnnnInd~ge, 61.62:
/nva.rt0ll oJH/glt Hallack, 9-10, 15,62,116;
leaden, II, 26,37, 116.

Jell Tougue, The Sword of Lost BIInlos, 97.
IDbaoe. 104-105; dluau. 103: mtmdra!e. 105;

1Juu pouon, 111; JIark polson, 111.
indigo Magic, 76, 84-85; dM1Ull/01I by Astrology.

83;
Invasion ofHlgb H.lLAclc, 9-10, IS, &2, 116; Faa/·

Ilan, II, 116; hlmrlcal rJT'ecf. 19; Ut also
AUzott; KoJdtr.

lngarol'sC\lrso, 10. 119.
Jaolitbc Treganh, 112-113; Kolder Bait, 54;

MadtJn.r World. 99,118; ret/D7f 10 ~core. 14;
d1rwlJrw, 8-11.

Jorvon, 10, 120; IU aLro Ely,.
loban. 119; Kerovan, 118; IimelJM. 7-10.
Joumcycab, 63-64; WI/~s diICOIIIII, 68.
Kaf'S, City of, 23.24; Sulcllr rtzJd8, 9.
Karsten, 23-24; btzrgel, 24; MtUtJCUTl, 40; Itu.

tory, 8. 10, 15; 1I'lOIIe)I. 64; patTOIU, 61.
Kathlhoa Treganh, 114; DlrrzeJ. 114, 117; &'ICJZ{N

from Wltdle, to Escore. 14. 113, 114; EJsford
MD1Ior, 21; Madt/~World, 99, Its; ~tImJ lLJ

Escort. 14; ~UM. 9-12.
K~pel'! oflbo Flame, 39; st&' Und'yllJg Flanv.
Kelsie M~Blair, 36; Wildt Jt'fHltranrftr. 95.
ICcmoc Tregarth, 113-J 14; uc~from Witene, /0

Escort, 14, 114; Eujord Manor, 21; Onyo,
114, t 17; return to /!.IeoTe. 14; lbntUne, 9-12.

Kccovan, 118-119; lbntlJn.e 7-10; let alloJolJan.
Kethan ofCuDo Prawn, 10,13,76,120.
lGoga, 31; Maracun. 4().41; '/HaT, 62.
Kolder, II, 16,34; Alh.on lmIuIon 0/ High Hal-

lad:. lJ 6; dumu:Jers. 53-54; Dales oJHigh
Hill./.ack. 9-10, 15, 19; dellTllctiott oj, 13, 116;
fa1J oJGarm, 12; faU ojSulc4rl:1tp, 12. 16, 21,
113; galt, 13, 101i medum/CQI p,IDrdCJ, 101;
MlIId COI1trol, 53-504; Nell, 16, 34; plionic
blmJk an",. 101; tlmeline, 9; ToraUlQTIce, 10,
48; wan. 11·13; _lIpOfU, &2-63; 'u aw
Kold~r_td.

Kolclor Weed, 34, III; angelica, 104. Ill.
Koris ofGorm, 9-11. 114; he of You, 48. 98; l!.Is

ford MQ1IOF, 21; polltlcill power. 9, 98; Tor
glan Itonn. 109; let Loyse o!VerlalM;
SIntond.

Kropn, 28; dtaractnl. 45-46; MQl1ng mild. 64;
XyUan Tnganh, 28; langllalJe, 46,61; Mtrfay,
46. 107; OrIJtil, 114, 117: rpetU'-1kVf, 62.

Kyllan Treprth, 113; e,ctzp&' j'rotJI Wltclte, ID E.r
core. 14, 113, 114; ELrjordManor. 21; hand
.failed. II; Krogan, 28; rellml to EsCOT&', 14;
d1rwline, 8-12; tee al80 DllltalOl.

Languagll!, 61; carmOft Wltclt World, 36; FalMn
IOftg, 45; Plarrnan, 53; Ilr08Q1l, 46; Old Raa,
43; Renlhan. 47.

LoarnIll8 spells, 74, 95; Beast-Kill i1dvanJ.ag~. 58;
Lomll Qrd!IYn, 73; raTe qHl1I. 76; kawrs,
72; latbool:s. 72; Tree-Kin adWllllil8e. 59;
Wllch J~l transfer. 95; WlldltraJnJng, 43.

Ught e.nd Shadow, 76; ctlm{Jtdgru. 17; hnlu, 102
105;pnonJCI, 101; Green V~. 27:
..../chcrqJI D1Id ,or«ry, 75; su QUO Shadow.



Lighl./ling Lash, 62-63, 110; shlJ.r, 60, 61.
LilCnley; advanla8~, 58; IIl1pSalJ, 43; Witches. 66.
Lizard Pwplo, 46-47.
Lonnt,20; latboob, 73.
Lormt Flowor, lOS; qwan fron, 96, lOS.
Loyso of Vcr\ai110, 8-11, liS; Euford nl4lt()r, 21;

marriiJ8~, 114; U~ KOM f'/(j(jrm: SImond.
Magic IngredieDtS, 76.
Magic RilU41s, 73; drwn magic, 41; Tuntlng, 13.
Magic signs aDd symbols, 73, 16.
Magic spells; see Uaming spdJ.r: Spel1.r.
MagieaJ Aptitudo, 71; J.egmJlIB magic, 12.
Magicil Itel!l!, !)4.99; drum magic, 41; TOmll1Tsh

barrl~, 4&; IU A.u ofYolJ; Blw Stann: ClIps
of f'tJT-udPIg; FortulJillg; Enchtl1lJnlml; FolU
GUM Weaponi'; HJ4zriOfl; PID«I qfPOIWr;
QllQ1lvon; R~ btxud,. Witdl Jf:VHU.

MaDdrlJco root, lOS; IU Herb.r.
MlUI4, 36,71; MaglI:GI AptiJud~, 58; P14~1of

Puwtr, 98; Tml{Jle of YoII, 43.
Maps; A~OIl, 25; AfWHI, 31; two corIdnmLf, 17;

(j(jnn, 22; &nnrt C4nrJfIDII, 18; F..Jtcmp, 19;
ForUI oflM MouwWts, 29; High HQIJ4d:,
33; Koldtr N~t, 34, 54; Torma"h, 26;
Wesum Cm1tJnml, 30.

Marriage; .Au-ntMrlag~, 39, 119; ClIp and
FlDme. 39; hand/astJn8, 11; Srilcar IJJ'Id Old
RQC>t, 41.

~(alton AdvaDlage; Witches ofE.r1ctJTP, 66, 12.
Merfay, 107; and Krl1glZll, 46.
Mind Blocla; ucore, 7,20,29; HIgh Hal14ci, 15.
Mind Control; fall ojSJdl:Grleq, 12; Kold~, 53-

54, 101; OId Ra~, 43; ruaptMrt f'/Gonn, 12;
ue Dt:vI«I; l''''P1e Magic.

MOllOY, 64.
Mosswivcs, 29; cNuactefJ, 54.
Names; $l~ Trw NflfMl,
Natunl SbapochaJ\aing, 49-50; U1IITaUled

ShaPUJIQl1llng dbGlfvanul~, (1).

Nalunl SpenclSl1n.l, 72; advanUlgt, 58-59.
Neutral Powers; AndmEscort, 8; N/nUlTa, 98.
Ninlltnl, 98; see Did OM6.
Norstead Abbey, 32. GllJon, 9, 120.
Oaths; Sword and Sh/~Id, Blood and Bread, 39;

ue auo Sword 8roIh~".

Old ~s, 16; Answtfl, 74-75; brothuhood, 6-7;
CIerlCdllnwlf1N:nl adwm/.O.ge, 57; GlmnarQ,
14,39,63, 121; MIIlT416. 8; Ntnutra. 98;
P/JJrOTU, 61.75; p#lonJa, 100-101; mter
hood. 6-7; Word.r ofPower, 74-75, 76.

Old Rllco, 43-44; AtJzon, ~; Arvon, 14; Flight to
tJte West, 7; Svlc#r lnIerfertJlity, 41; Witch
cJsartJcUfI, 66.

Olllngo Mlgic, 76,79-31.
Orsya, 117; ~Icwe qfKlJJJtwQ Tregarth, 114.
Pagar; KtJ"tnI. 10; .rpymg. 23; tJmelbre, 9-11;

7'IlntJng. 13.
Panbonomania 89; WlIdI duutJcUTS, 43.
PatlODS, 61; daJu f'/Hlgh HalJaci, 38; Did Otut.

75j (AlInci/ ofW/t~1ofE.rlC4fJ', 61,66,
Peac:o of tho Highways, 39.
Peoplo of tho GreeD Silanccl, IS, 94;~ tlisad

WZ1Iklg~, 59; dtaracun. 45; EnemJu dUad
vt11IIllR~, 61; Ut Y~ ofw Grun Sile"l:n.

Place of Ro.aUng, 64.
Placo ofW~, 19.
Places of Power. 98-99; Af'lIm, 8; blw color. 19;

E.rco~. 8; Kep/lan, 110; plilce qfhtaling. 64;
1nIffIn8 01U. 101; Temple of YoII, 48.

PoisolU; lIfIlUlou'. 102-IOS, I I I; Jsmbane, 104;
I~. 104-1 OS; KoIdn weed, III;
ros~, lOS, ThaI, 111; VaTA', 111; IU alto
Herb,.

Power projcdol'3, 5, 19; S"U:tukup. 12.
Prophcc:y,.Itt FortulJlng; BlIu, Indigo Magic.

Protections; agabast T71tJgic, 100, 105; ogaJn.rt
Shadow, 100,104, lOS; angtUCO, 104,111;
chamu, 103; GTt:lm lIallq, 27; IItr~, 102
lOS; llibane, 104-105; Runtl, 27; Thas poIS01l,
III; mfo/I, 105; Vark poIIOll. 111; Stt 4160
BIJu SJ.oflL'.

Psionics, 100-101; b/ant areas, 101; FalcoNr com
nwnlC4lJon, 23; TorfolJ:., 26, 48, 100; Witdt
we, 68; IItt TtJqH1JJty.

Purple Magic, 76, 85-$6; U~ also Mind ConJroL
Quill iron, 94, 96; amtOr, 63; &sIr', Tongla, 98;

Lonnl, 20; LormJftower, 105; prM]Ndlng for,
96; protect:lonfrom Shadow, 19,62,63;
~. 64; WasIL', 34, 96.

bsti,108.
Red Magic, 76-78.
Renlhan, 27; dlaraeterl, 47; ilZIISlUlge, 47, 61.
Rcsislod Magic; hml, 103, 104, lOS; sTHlJ.r, 74;

tnIe "Ql'J1a, 74.
Root-Rope, 11 0, 111.
Rune bouds, 94, 97; diviNUion, 83.
Ruoos; ofprotedi()1l, 21; Grtt:1l Yalley, 27.
Rus,llO.
Slim Rider, 110: lightning lash, 62-63.
Sea Rawles, 41; su Sulcar.
Sea Wolvos, 42.
Sendings, 67.
Shlldow; AU<.on, 25; blue sUmes, 95, 98; bow

wtlQpoIlS, 62; Brown Magic VUIlU CTtatlUU of
Sltadow, 88; oolors ofl'NJgk, 76; ro14" of
Shadow. 8; c:orrupli()1l ofl'NJglc IIStn, 76; t:r/!Q
l/lru ofShadow, 811, 109-111 i crilico/ Jpell
ftJ1/lUt, 74; DoJ.e bllrlaLr, 39; EnemJu dUod
VIUIUJge, 61-62;food co1ltom/Nltion, 63; herbs,
102-105; lIuUJry, !!.soore, 6-7; gau spells, 79;
Illblmt, 104-105; KoIdu, 53; maJA:Jrag ooIors.
79; Plilct.l o/P(/llItr. 8,98-99; planJ.r of
Shadow, III; Psi Sms~. 101; psfotlJCJ, 81, 100
101; quan Ir()fl, 96; Red Magic, n; rl!TflDl/U 0/
OId OMs, 98; rostmiJry, 105; f'II1Ies a/prouc
dora, 27; miffing out, 57, 101; sorcery, 72,76;
spellfoUuTe. 74; tJtougltt spells, 81; lIallq of
tJte Grun Silences WaT, 27, 45; Were 1Ud~rs,

4~5O; wilds ofEuo~, 29: Will Lock ~Il, 86;
YelJ.ow Magic, 81; $It (Also BlJAe StQM,; Ught
and Shadow; qugn iron.

Shadow World, 31.
Shapeclw18ing. 49-50: Wert Riders, 49.
Simon Troganh, 112; arriwJ/; 36, 41, 112; XoIder

Gut, 54: MQch~World, 99. 118; SoIUh
Xel!P, 21. recaptuu oj Gom!. 12; rtturn U>!!.s
con, 14; dmeliM, 7-11.

Slmond, Soil of Karis, 11; Tllnlil, 11.
Sippar, Capilal ofGorm, 12,22.
Sktlls; corwnbIt Wlrch World. 36; FIDnn.an, 53;

roIder, 54; Lomll archIws, 73; MoslWiwl, 5.5;
P14ce a/WIsdom, 19; Did RQ~, 43; rare rpelli,
76; Rtnthan, 47; TorfolJ:, 48; v/.rltors. 36;
Yrangs, 55; Wlrch tralning, 43; Words of
Power, 75.

Sorcorers: captuu by Shadow, 76; leQrning spells.
72; PtJUons, 61; ndns f'/Uoore. 7; witchcrl1ft
and sorcery, 75.

South Kaep, 10,21.
Spoils, 71-9::3; rare spel1.r. 76; StCTltl ~pe/l.r, 73;

SpeU TIlbIe. 89-93; Witchtl ofEstctvp, 12;
Words ofPowtlr, 74-15, 76; Ite ul1T1I/ngspeUs.

Spider hounds, 31, 108.
Spider Sille., 24; DOJriM, 7, 8; mDnry, 64; SpIdu

hounds, 31.108; Ulhln, 16.
Sword Brothers of High Hallae", 39, 44.
Sulclr; brawl, 21; dll2J'acUT'S, 41-42:fru com

panions, 42; HIgh HalJaci, 9; rai.d on KOIT, 9;
Sea Wolvts, 42; Utips, 41; weaporu. 62-63.

Sltlcackeep,21;fallof, 12, 16,112.
Summoning Elomcntllls, 76.
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Tacgi the Sorcerer, 97, 98.
Teachers; Lomll, 13; sTHlu, 72; WiteMs, 72.
Telepllthy, l00-I~I; FI4nruzn, 53; Old Ral:t, 43;

KrogaPJ, 46; U1.l2J'd PItOple, 47; People f'/the
Gru71 SilePJcrs, 45; Rmlhan, 47,

Thas, 110-11 I; hyssop, 104; rosOJ'/lJTY, lOS;
P14UJ ojPower, 98; polson, 104, lOS, I lO
lli, 11i; root-roTH. 110, 111.

Time Travel, Guts, 36; SpeIJ. SO.
Tor Moor (Tonnarsh), 10-11, 16,26: Axe f'/Vob,

48,98; dtaradt1'J, 47-48; Kold~ Q/JJl1Ilct, 10,
48; OgJll Jn$ect, 107; psionJa, 100; dmelJne, 9
10; TorgiaPJ hONtl, lOll; WaA: U<.ard, 109; see
Alil()fl Gap; Korls f'/ Gonn; Stmond.

Torgilln horses, 63, lOll.
Training, Lomll, 20; Plilce ofW/sdom, 19; Witches

aNl psfonJa, 71; Set QUO SkilJ.r.
Troe names, 74; Jaellthe. 113: WItdt JOI>'e/$, 43,

95; Wltchet, 43, 7-4.
Turning, 9, 13-15, 16; AUzora, 2~; he ofVolI, 98;

Fa/rontfl. 23, «, 63; hlstorlCd/ rifect. 19;
1(arstL'n, 10,23,40, I IS; Kl1JJJtMa TnglU1JJ,
114; Lomrl, 10; timt/i~, II; su a/.ro Korll of
Gorm; (Alind/ ofWItdlu .

Undying Aamo, 32, 39, 40; Sel Qlso Abbt)'3'.
UnusulIl Badcground advanlllge; leQmlng SJHl1.r,

72; 1ItWcomtrs, 62~; ps/onJes, 100.
Ustun, 16,24-15; Shadow World, 31; spld~r

holDlds, 31, 108, U~ also Splder SIll:.
Valley oflhe Green SiloflCCli, 16,27,94; raets, 46

47,55; Sam Rider, 110; see also PtOple oftJte
GrUll SlIe"us.

Van. 11\; angelico, 104, III; blood, 113.
Verlaina Keep. 24; FIJIJ:.. 113; te~ Loyst.
Violet Magic, 76, 86-88.
Volt, 48;~ ofYoll, 48, 98; Cm>e of YoII, 114;

temple, 48;:ftt a/.ro Korls ofGam/; TOl'f7llJl'sh.
Vrang, 27,55.
VupsaU, 28; cNuactzrs, 42-43; KatJr.thea Tuganh.

114.
Wa" Lizards, 26, 109; su TOl'f7llJl'lh.
Wards; Ward Spells, 79, 80; Itt auo Mind Blow.
War\(; Ingaret'J Cunt, 119; Temple ofth~ PIvt-

PoinlM Stiu, 98-99; timtU-. 7.
Waste, 16,34; crtlJ/Jon oj. 8; Stt tJlso qllQ1lvon;

AfWfI; Wert Ride".
Waybrcad,63-64.
Weapons, 61-63; Axe of 11011, 48,98; dart glDU,

62;force wltip, 45, 62; Four Great Weapons,
97-98; KoIder, 63, 116; Ughtnlng lash, 62-63,
110; SkJl1.r. 60, 61;.I1e auo R~d Magic.

Were Cr6alllros, 51-52; $lit QUO Were Riden.
Were Riders, 34; characurs. 49-52; Gi~ 9,

120; HeTTtl, 10, 120-121; Kethan, 121; pacl
WWJ$ A/izon, II; timtlJll~, 10.

Wiso WorneD. 94; cluullclefJ, 39-40; ClulooJ /n
vutmmJ, 57; Etletup, 36; High HQlJoci, IS;
leamJng spells. 72; nt/lgic In8redltmlJ. 76; rnM

rlage, 40: P/JJrOtl, 61; w/tcht:raft and 10rrrrJ,
7Sj f'r.tp.fIlU, 42, sec Illso Damltl; Undying
Fl.arM.

Witch lo....els. 95; dtQTQclL'T'S, 40, 43;faJlJrn. 15,
74,95; f/lQgle Ingrtd/mI, 76; namJng, 14; SJHIJ
~dng, 68, 74,95; TlinUng, l~.

Wilehu of E.sa.carp; dlarocurs, 43-44; t:enr1'ZU1I/CQ

doris, 68; hub Ior~, 68; IeQrn/ng .rpell.r, 72;
mllrr/Qg~. 40; portJJmomrmJa, 59; PtJUons. 61,
66; psJOn/C8, 71, 100; role" 36; repUUJllCNI, 44;
thougjlt SJHlJ.r, 11 j Wl1)Ibread, 63-64,68. J I

Witches Council; $Ie (Alindlo/Witchel. ..J ...••

Words of Powor, 74-75, 76.
Y6ltOW Magic, 76, 81-82.
Yvian ofKanten, 8, 10, 13, 115.
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