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Chapter 2, MAGIC 

The world is made up of eight elements all woven together in a complex tapestry called the world pattern. The Elements are Earth, Air, Fire and Water together called the Physical Elements and Light, Darkness, Time and Magic together called the Ethereal elements.

From the Physical Elements are drawn the multitude of threads which weave together to form the many worlds Light and Darkness exist in great planes of existence. Magic comes from the void that exists between all of the elemental planes and it is within the void that all of the worlds float. The last element, Time is the least understood and most powerful of all the elements for it cannot be controlled but its passage governs all things. 

All spells cast in the world involve drawing the power of magic through the world pattern in such a way as to achieve a specific effect, Spell Casters and Incantors go about this in different ways. 

The pattern of the world slowly changes due to the influence of Time, however limited parts of the pattern are altered more quickly but only for a limit period of time. These ripples in the pattern are those beings that are born, live and die within the world. A much fuller explanation of this will be released in the near future as the scribes finish compiling the notes and mutterings of certain elderly sages. 

Spell Casters 

Spell Casters or Mages as they are also known have learnt the art of controlling magic its natural state. This magic flows into the world from the void and is drawn upon by the Mages to power their spells. Because their magic comes from the world which is made up of the four great elements all of their spells tend to reflect at least one of the elements. Spell casters are more in tune with the void and the elements and tend to be less able to manipulate life or death. 

Incantors

Incantors draw the power to cast their spells from the living patterns formed by many generations of people with a small group of prominent and powerful Ancestors. These Ancestors were powerful enough to set up a flow of magic that could be used by their descendants many years later. The Incantors draw on the magic that flows through the particular pattern that belongs to their people and so long as they continue to draw on this power it will continue to flow. Should for any reason the Incantors stop drawing on this magic, it will slowly fade away, and the pattern of the ancestors will become part of the world once more. 

Chapter 3, LIFE, DEATH, THE WORLD AND OTHER COMMON KNOWLEDGE

Life and Death

All things are born, live their lives and then die. This is the nature of the world and children are told this as they grow up. From the very first moment, when the Plane of life shapes the tapestry of the world with a birth. To the last breath when the plane of death claims back a spirit, we are balanced between the two. 

The spirits of most mortal creatures reside on the Plane of the dead, which is the closest of the Planes of Darkness. When we die our spirits go here and under the shadows we quickly forget all that we once were. Our shape fades from the world pattern and we are no more. 

Then the power of Light and Life surge forth and take a few of the spirits. These spirits are returned to the world and placed into the tapestry as new weavings, as children they are born again. It is said that all kin share the same weave of the tapestry and so are alike. It is also said that if a baby is born soon enough after a death of a kinsman then the old pattern will not have faded and the spirit may well be reborn not born again. 

Wise women who know of such things also say that the greater your spirit in life, the stronger the weave of your tapestry. Greatest of all are of course the ancestors whose patterns still hold true, but below them are the Heroes. Men and women whose shape still lingers in the weave and who can be reborn in time of need. 

Some few among us have strong links to the Plane of Life, these are the Healers. On death a healer's spirit is carried to the Plane of the Dead as are all mortal spirits. But it cannot enter because the power of the Light shines bright within it. The Plane of the Dead is forced to release the spirit which then travels onward to the Plane of Life. These spirits are carried back to the world after a time and are born again as are all other spirits. Yet they always carry the power of Life with them and will be Healers again. 

Some others, champions of one of the powers will also be refused entry to the Plane of the Dead. They will travel to their patron plane and reside there until reborn or born again. 

Finally there are the corrupted spirits, those poor cursed things that reside in the Plane of the Unliving. 

Forever locked outside of the pattern of life and death they are the Unliving, beings who for some reason in life had their life weave torn and reformed into this corrupt pattern. They can be recalled to the world by those learned in the Arts of Darkness and will walk for a short time as Zombie or Skeleton In the end however they are drawn back to Plane of the Unliving to await another call. Some suffer this fate because of the deeds of others, some willing embrace the power of Darkness and this is their ultimate reward. 

THE WORLD

Our world is formed of the four physical elements:

Earth, steadfast and enduring. The soil of the fields and the rock of the mountains. The provider of crops and plants, of trees and wood. 

Air, movement and change. The storm winds and lightning, the gentle cooling breeze. The provider of little but the bringer of the four seasons and the master of the frozen north. 

Water, placid and calm. The sustainer of life to all, bringer of the streams and rivers. The gentle rain and the ocean tides. Peace and slow movement, but capable of terrible anger and destruction when in battle with Air. 

Fire, destroyer and protector. Passionate and angry, the destroyer of all. Gentle and warming, the sustainer of life. Shaper of metals and patron of smiths. Most fickle and least controlled of all the physical elements 

Our lives are affected by the four ethereal elements:

Light, bringer of light and life, illuminator and guide. Light is by itself unchanging and eternal, summoned by the flames of its enemy Fire it provides light out of destruction. Create a fire and see, as Fire destroys the wood, light shines through the flames. From Light also comes Life which is the source of all great healing. 

Darkness, shadow over the world and caller of death, spirit taker and slow destroyer. The shadow of the world and enemy of Light. Darkness is the deep calm peace of the dead, the terrible fear of the unseen and the bringer of hidden mysteries. Out of Darkness comes the peace of Death which claims all mortals. 

Within the shadows reside the spirits of the dead. Awaiting the time when the Light will once again cast back the edge of .i.e. Darkness, and snatch a few spirits to be reborn. 

Magic, shaper and changer. Unseen and unheard, but always present the great void in which the worlds float Uncaring and aloof, great power without regard. Source of all magic's within the universe and tool (or maybe master) of the Mages. The ultimate neutral power, without friend or foe. Walking its own secret path. Unknown to all but fools or Mages, tread careful near it 

Time, marker and counter. The heart beat of the universe and master of all. You can measure its passage but never slow or stop it. Least known of all elements, yet most powerful. All the elements bow to its commands. Never held or touched, it is every where and no where. 

OTHER KNOWLEDGE

The simple guide to the most common creatures of the world. This is what you have been told in any village, town or tavern in the Heartlands. It is folk lore and gossip: 

ZOMBIE. Humanoid in shape and dressed in cloths or armour, can be easily identified by either the sight of death wounds or by the mottled green and black skin colour. They walk or shuffle around but beware for in melee they fight as fast as any man. Cutting weapons only for these as they feel no pain and must be chopped into bits to stop them. Normal ones take a handful of blows; those in armour take twice as many. 

SKELETON. Humanoid in shape and dressed in clothes or armour, easily spotted because they are all bones. Check the head as the grinning skull shows these creatures most clearly. They have no flesh to cut so swords and the like are useless, shatter them with maces. They all move and fight at the speed of a human warrior. The normal ones can be shattered by a handful of blows; the armoured ones take twice as many blows. 

GHOUL. Humanoid in shape, usually hunched over and with features bloated and horrible to look at They tend to skulk around the edges of a fight and strike quickly then run away. Ware the claws of these creatures for they are sharp enough to pierce the smallest gaps in armour and they carry a poison like substance that will paralyse anyone. These beings are hurt by any weapon; the smaller are felled by a half dozen blows. The larger more powerful ones take half as many again blows to slay. 

SKELETAL WARRIORS. Humanoid in size and shape these seem to be normal skeletons at first glance. However they will bear heavy armour and either a helm or crown denoting the noble status they held in life, they may also have a shield or surcoat bearing an ancient coat of arms. They are much like normal skeletons in battle save that it takes more than a dozen blows from a blunt weapon t( slay them. They tend to be found leading groups of SKELETONS or ZOMBIES into battle. 

VAMPlRE. Humanoid in shape and human in appearance some will be indistinguishable from normal people. They may have pale skin if they have not fed recently. They all have extended and very obvious fangs, the smile of a Vampire shows clearly what it is. They can by their strange powers BEGUILE people, this seems to take some time and involves talking to the victim. Someone who is BEGUILED will happily help the Vampire to kill him. They require more than a half dozen blows to slay them and become tougher as they become older. The young ones are hurt by any weapon, the older ones require magic or silver. 

WRAITH. Humanoid in shape, dressed in ancient but fine clothes or in armour of quality. These beings are non corporeal, you can see through them. They are surrounded in a wispy white aura which makes them easy to identify. They are fearsome creatures; most warriors flee if faced with one 

GOBLINS. Little green or brown skinned humanoids. Sneaky and sly. Not very tough as the strongest GOBLIN can take only a single blow to a location. Tend not to be able to carry heavy armour. 

ORCS. Big green or brown skinned and usually with tusks or big teeth. Crude, rude and aggressive. The common ORC is as tough as the strongest human; the great ores are twice as tough as that all wear armour of some form. They will use any weapon they can find to fight with but seem to prefer nasty looking melee weapons. 

OGRES. BIG humanoids, armoured and carrying a pole arm or two handed weapon of some form. Brown or green skin colour usually but some may be other shades. All are BIG and immensely strong able to inflict crushing blows and able to take enough damage to kill 5 men without falling. 

Some types of OGRE sporting an oriental top knot or a single horn have been known to cast spells. 

BEASTKIN. Humanoid looking wolves or felines or rats. These are the Beast Kin and are like humans in power and skill. If seen after dark with a fullish moon in the sky watch their behaviour carefully. Any that behave like ravening animals are most likely Shape Shifters. 

TROLL. Humanoid in shape and a little bit larger than the normal man, common troll have green or grey skin, mountain troll have brown or black skin and rock or cave troll have skin that looks like stone. The common troll is hurt by any type of weapon and takes upwards of a dozen blows to slay, the mountain troll is likewise hurt by any weapon but requires no less than a score of blows to kill. The rock troll is only hurt by blunt crushing weapons; anything with an edge simply bounces off his stony skin. This type of troll requires a score of blows to slay. All troll will recover damage in minutes if inflicted by normal weapons, magic blows take much longer to heal. A common troll can be burnt to stop it regenerating, for the other two types people are still trying although fire seems to work a little on the mountain troll. 

WEREWOLVES. The most common and most feared of the shape shifters. A savage and unthinking killer in beast form they are impossible to spot in human form. Under the light of the moon such a man becomes a wolf and hunts near and far. In beast form a Werewolf can suffer the most powerful of blows without harm, only magic or silver can harm one. Even mortal wounds close and heal quickly under the light of the full moon. Only the metal silver can cause wounds that will prove fatal to these beasts. 

Most Werewolves are the result of powerful curses cast against them; the remainder are the result of a magical disease that can be passed from person to person. You can become a Werewolf if you are bitten by one who carries this disease, providing that you are not torn to bits during the attack. 

MUTTERINGS FROM A SENILE OLD SAGE

WEREWOLVES, where wolves. Oh yes, of course I heard you, I'm not deaf you know. Well yes I can tell you about them, nasty creatures indeed. There are two types of these creatures, the beast kin like the wolf men or the cat people and then there are the shape-shifters. People call the shape-shifters the WEREWOLVES as these are the terrible fiends· that hunt under the full moon. 

The beast kin are much like humans in power and ability. They have the shape of their beast form all the time and so are easy to spot. It is the shape-shifters who only take on beast form under the moon or with powerful. magics that are most feared. Anyone can be a shape-shifter, your best friend could become a mad killer wolf under the full moon. These creatures stalk and kill without mercy, if one is () you it is a good time to buy a fast horse or make out your will. No lesser weapon than one forged of silver cause long lasting harm to such creatures, normal weapons cause wounds that last only a few minutes before healing. 

The bite, no of course not. You get bitten by a great huge slavering WEREWOLF you are dead, no one gets to turn into a WEREWOLF just because he got bitten by one, well almost never .. Mind you· almost everyone who gets attacked by a shape-shifter gets torn to bits and eaten. The WEREWOLF is a cursed creature, either due to some great ritual performed against him or because it runs in the family. In beast form the WEREWOLF is an animal, he does not think or speak as you or I do. He acts  on instinct and most of the time his instinct is to kill everything that gets in his way. The only way to reason with such a creature is with a big stick and a very stupid warrior, the warrior takes the stick and attacks the WEREWOLF and while the silly bugger is getting killed you can run away. 

Well yes that's all I know what do you think I am. A library. Why do you want to know. 

Do what! You’re a professional WEREWOLF hunter. Well no offence but would you mind paying me 

cash before you leave. No of course not. I'm sure you’re very good at it. 

Eh • are you talking to me. Yes of course I'm a famous sage, who were you expecting? The unliving,  yes indeed I can help you there. The unliving are a terrible foe, when the very dead come back to do you harm. There are basically three types of Unliving, the animated, the summoned and the truly evil Unliving. The first and weakest are the animated, these are simply dead bodies that have been inhabited by weak spirits drawn by magic from the void or from other realms of existence. Zombies and Skeletons are the most common type of animated Unliving. They never have any form of magic and most are very stupid, The second form of Unliving are the summoned, these are the spirits of the slain drawn either from other realms or from the realm of the dead and either bound into dead bodies and left to wander free. These creatures are much more powerful and in some cases have magic powers (). They are mostly intelligent and act with cunning, Those bound into bodies are creatures such as, the Skeletal Lord or the Mummy and those left free are Ghosts or Wraiths. The last and most powerful are the true Unliving. These are beings who because of their evil and / or magics have passed the barrier or death and become undying by giving up their lives. These fiends are sometimes created unwillingly, such as the odd vampire. Others are bought about by the willing actions of the being, such as the Wight, Barrow Wight or the Lich. These creatures have powerful skills and magics and gain other powers due to their nature. They are the most difficult to defeat and will normally fight with great intelligence and skill. 

Some of the unliving are so directly opposed to the natural life forces of the living, that any wound sustained from them will cause the living to sicken and die quickly. Healers can cure this type of wound but nothing else can, well nothing else that I can remember. Will that do you? Was there anything else you wanted to know? No, good. Ten silver please. Hey these ain't silver they're forgeries, come back here. Stop, I said 

STOP. 

The 32 Elemental Courts of Erdreja by Richard Glayer

Each of the 32 Elemental Courts has a place in the world - although those deeper within the inner void interact with Erdreja less frequently than those nearer the Shell of the Egg. 

Each of the 32 courts is ruled by a Prime Elemental - these Prime Elementals are beings of power whose actions and motives are very alien compared to our own. 16 of the Prime Elementals (the Para-Elemental-Primes) can walk between two realms and draw their power from each. 

Below the Prime Elementals are the Elemental Overlords. I believe that there are only three per element, although with the death of one, an Elemental Lord is often elevated by the Prime Elemental. Below the Elemental Overlords are the Elemental Lords, and below them the Elemental Scions. Elemental Scions are creatures of the same power as you and me, but their home realm is that of the realm they dwell upon. These creatures are living patterns and generally intelligent - however there also the Animae. Raw material of the Elemental Realms controlled and manipulated to be an awesome weapon. This can be of any size and become more and more dangerous. The Elemental Lords and Overlords may only dwell on this plane for up to one of our hours before they return to their home plane - the weaker elementals however can remain her indefinitely. However, they also are hard to kill for they generally return to their home plane and can continue their plans. 

The first tier of elemental realms is those of the material elements. Fire, Earth, Water and Air. The Para-elementals of Magma, Mud, Mist and Heat are from this first ring Of elemental realms. These elementals can be easily summoned by ritual, or by rites performed by the Elemental Lords and Overlords. It is possible to make pact with a lord or overlord and summon them by rite - since they can reduce their summoning level easily to the single point of power that rites produced. 

The total power produced in a ritual is equal to the level of the summoning that can be produced as well as the control produced - however, when an overlord reduces their summoning level they do not reduce their ability to be controlled so this is a 10 more difficult. 

However, a good ritual could summon an elemental lord of water and make a deal that it would come when summoned and smite the summoner's enemies. The Elemental Lord could then summon Scions or Animae using its own power. 

Unliving Elementals or Necromentals are possible to create – however they tend to dwell upon this realm. When destroyed their pattern goes to the plane of Unlife not to their home plane.

It is a lot harder to contact the other elementals they are very rare. Magic elementals recently attacked Albion, although I believe that the people there believed them to be Ancestrals of a n Ancestor named Taranis – Lord of Storms. The Elemental Overlord of Magic – Tch’rt – had a desire to invade this realm and drain the magical powers of the people here – but like Warlocks have the ability to do so. This illustrates something that people often don’t realise about the intelligent elementals. They have motivations like many of us – some are quite alien, but some are motivated by the same things we are… greed, vengeance, love, compassion. Don’t assume that their element directs their thinking, the same as don’t think that all humans act the same.

I digress anyway. Somehow it seems that Fate elementals have been summoned in the South Lands and have been seen helping the Ottoman. This must either be through powerful ritual - or through the direct interference of the Elemental Prime (Fate. What they want I do not know - but it seems that they must be doing something special for this amount of power to have been used to get them to this realm. The Elemental Prime of Fate is also rumoured to be involved in actions in Mauritania, along with actions of the Prime Elemental of Spirit. 

As for Life elementals, it is a shame that they are not elementals at all, more they are Essentials. An elemental being created of all the elements. There are two types that we know of, Life Elementals and Unlife Elementals - and they dwell within the planes of life and Unlife accordingly. In theory however, the creatures that attacked through the rifts at the Cataclysm could well be a third type of these - an Entropy Essential. 

The creatures worked for the masks but they are creatures of much power. 

As for the other Prime Elementals - I believe there to be 32 in total, however there is some research that states that the three Elemental Overlords of Good sit upon the "council of light". And rule the Elemental Lords of Good since the change and corruption of their Elemental Prime. Some say that the head of the council of light is. trying to gain power to become the new Elemental Prime - but since the cataclysm contacting these Elemental Planes has become a lot harder. 

As for the names of the other Prime Elementals I know not, I merely know they exist. They probably do not need names themselves but for sake of argument I refer to the Para-elementals of good, evil, law and chaos as Para-elementals of freedom, corruption, honour and tyranny. However, do not think that this makes them act this way. It is possible for an elemental scion of evil to help people and protect them as much as it is possible for an Orc to be educated and become a wise scholar. It's just unlikely. 

As for names for the Para-Elementals that walk between the realms of reality, fate, illusion and fortune or between the realms of knowledge, time, spirit and magic I know not. Although I have not heard of elementals of Creation, Neutrality nor Balance - so I think that these courts do not exist. 

People also wonder about hierarchies upon the home realms of the elementals. People must try to remember that upon their home realms they do not have a dismiss or control level same as we do not on ours. So, it is through the same means that rulers upon this realm rule that they do on their’s. some through force, some through being beneficial. Some do not rule at all – merely exist in either peaceful – or less so – coexistence.

In the name of the Great Weaver

Richard Glayer

Elementalist, Scholar and Healer

Research on the Unliving by Durlith Flanelath

The denizens of the Underworld are vast in number, and corrupt in countenance. Our eternal war against them must provide us with some hope that we can succeed. For this, knowledge of the enemy is of paramount importance. 

My experiences of the Unliving have allowed me to begin to categorise traits amongst them. The following parameters can be defined in this: 

1. All Unliving or Necromantically raised patterns are corrupt. 

2. This corruption increases as the existence of the unliving lengthens. The longer the period of corruption, the greater it becomes. 

3. The longer the Unliving lives, the more stooped in evil and corrupt it becomes. 

It is possible with the abilities granted to both myself and Pape to restore the corrupted patterns of the Unliving who have been raised, yet to do this we must have some understanding of the corruption we correct. What does cause the corruption of patterns?

When a person dies, the pattern is cut off from the physical form that once sustained it. After judging on the actions of the mortal in life, the Ancestors will decide whether the pattern is worthy of joining there the ranks of the Ancestral host in their war against the Darkness. If the pattern is not worthy, or not acceptable for this vocation, then it is consigned elsewhere. Some may enter halls of peace, granting rest, others may return to life in another form to live out a new existence. Still others who are judged ill by the Ancestors are condemned to atone for the crimes they committed in life. 

However there remain some that are not judged in this way, and who are left unclaimed by their past with no patron, they remain in the dark. This condemnation to eternal wanderings in the darkness where there is no existence is not a common occurrence. Yet it typically does happen when the pattern has not made peace with its past. Unable to find rest in life, this is echoed in death. 

One such as this was Thomas Finn. A man of courage for his struggle to survive the hardships of his upbringing. Yet these hardships twisted Thomas in life, forcing him to rely upon only the things he could see and hear. In death he had no faith or belief to drive him and no love for those who ha raised him. But he was not by definition a bad man, only one who remained unclaimed, and thus condemned to the dark.

It was this situation that I surmise Maar the Faceless was able to take advantage of. The pity I feel for Thomas within the choice remains profound. Who can say what we would choose in his place? An existence condemned to the darkness alone, or a chance to return to those he loved. The only people he valued amongst those who he had lived with? To my mind, Ancestors forgive me, this was no choice at all for Thomas, who accepted Maar’s offer to return, corrupted though he would be to the plane of life. Though he would be constrained by service to Maar he would also be able to see those he had known liked and loved.

When reclaiming a pattern by Necromancy, and reuniting its bond with its physical form, the necromancer cannot restore his subject to life. Instead his crude methods create the corruption that is unlife. The pain of such an occurrence for the spiritual pattern must I think, unequalled by any mortal pain we can experience in life. When existence is forcibly remade in this way, subverting the natural order it can never be restored to what it was before death occurred. The crude hand which performs this action ‘mars’ that which it reclaims. This is the first form of necromantic corruption. 

The second form of necromantic corruption exists through the link created between the necromancer and his new servant. Much as we owe revere those who have created us, our parents, and before them our Ancestors, so in a corrupted way, must the servant owe allegiance to his master. This link means that the servant must obey the commands of the necromancer who raised him, and follow them precisely. 

However it has been suggested to me that there are ways in which this link can be subverted, Mordinaar is an example of this, which I will mention later. Nevertheless it has been apparent to me that the strength of this link can depend upon a great deal of factors. I can only offer after insight upon two. 

1. How much ‘free will’ the necromancer wishes his servant to have. 

2. How strong willed the servant was in life. 

A theory that has been suggested to me in Caerdannon is that the forms of Unliving may be directly related to this factor, I am not so sure. I believe instead that the forms of Unliving depend upon the needs of the necromancer. However this is not a factor to be discounted. 

The third form of necromantic corruption is that of the pattern's own volition. Blighted by its very existence it may elect to learn further the arts that have reclaimed it. In my readings of the Templars of Onyx, and by the examples I have encountered, I surmise that only a corrupted pattern may learn the powers of necromancy, for the power by its very nature corrupts. The corrupted Thomas Finn has suggested to me, that Mordinaar is an example of this. An unliving whom has become powerful enough to resist or deny the link between himself and his master Maar. Whether this is the case or not remains a mystery. 

The first form of necromantic corruption can be healed in several ways. Firstly it can be healed simply by the act of returning the pattern to its rest. Incantor dismissal or the destruction of its physical form can accomplish this. Often the necromancy used to raise the pattern is not sufficiently strong enough to prevent it from returning to its original form when the contact between physical and spiritual essence is severed. However if the pattern is particularly powerful and corrupted it will survive this to return to the plane of the Unliving. 

If the corruption is particularly severe, then the pattern can be corrected by the use of the Lay to Rest High Incantation. However this is usually only the case in the forms of Greater Unliving, or patterns which have been unliving for a long period of time. This Incantation restores the pattern to uncorrupted form and  returns it to the plane of the Dead. 

The second form of necromantic corruption can be broken when the Unliving servant is dismissed or physically destroyed. The destruction of such a servant causes strain upon the pattern of the necromancer, as the link that binds them pulls. Often therefore necromancers will sever this link themselves, as their servant becomes more effort than use. However there are occasions when the necromancer will wish to maintain his servant. Again this link can be severed by the use of the Lay to Rest High Incantation. However there must be other methods to do this. Much of our Guild research is invested in finding these out. 

The third form of necromantic corruption is a matter of judgement by the Ancestors. The actions of a corrupted pattern are either by their own volition or caused by the corruption they have suffered. Upon this matter, the theorists of Caerdannon are still in debate. However it is my belief that this matter is not one in which we have the right to judge, nor one which we have any influence. Rather it remains in the province of our revered Ancestors. 

Therefore summarising using the two examples I have mentioned above, Laying Thomas Finn to Rest would not be of primary importance. Gaining his acceptance of his Ancestors, and their acceptance of him from him to pass on would. However in Laying him to Rest we would be able to go some way to preventing Maar from raising him again from the Plane of Unlife straight away. Instead he would have to reach out for him once more in the Plane of the Dead. Hopefully with Thomas’ peace of mind restored he would not be able to reach him in time.

In Mordinaar’s case, Lay to Rest would be necessary, as he should be judged on his corrupt actions as well as his corrupted pattern. The Incantation may also go some way to prevent him from restoring himself. The sooner this will occur the better.

Chapter 6 History & Maps
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My dear Benhelm

I have recently attended a lecture at the Malkarn Halls given by Lif and Lifthrasir of the College of Light. They spoke of an interesting theorem wherein they related a possible linkage between major ritual circles, lesser ritual circles and transport circles and outlined a potential for a new method for undertaking ritual magic of previously untried complexity.

Lif and Lifthrasir contend that as temporary circles and transport circles can be created by those of sufficient power and skill, by drawing forth some of the power from a ritual circle to a nearby location lesser, or as they term it sub-ritual circles draw their power naturally from major ritual circles.

As all who are knowledgeable in the ways of the weave know the places where the void is strong (or more correctly the material elements protecting Edrejia are weak) are termed ritual circles. Lifthrasir and Lif contend that these places of power are linked by flows of energy, essentially rivers within the void. Further they identify a number of major ritual circles such as the WELLSPRING OF LIFE and the EYE OF POWER and suggest that lesser sub-ritual circles draw their power from these key circles in the same way as artificial temporary circles.

Lifthrasir and Lif believe that these flows of energy may in fact be the cause of ritual circles as flows of energy weaken the barriers between the physical and the void realms, particularly at the confluence of several such flows. This may also explain why travel between ritual circles is so much easier than travel between other locations as such travel would be aided by flows of void energy.

Most interestingly Lif and Lifthrasir contend that it may be possible to use flows between circles to allow multiple ritual groups to call on a major ritual circle, and some or all the sub-circles connected to it to achieve a single effect. Any such attempt would be fraught with danger however as while allowing access to increased power it would make control of that power many times more complex. Also cooperation between multiple ritual teams would by its very nature make finding the required harmony of purpose almost impossible.

As to how to prove the theory without attempting to use it to conduct a ritual through several circles (a foolish, nay almost suicidal course of action) Lifthrasir and Lif suggest a careful mapping of the wave of magic that travelled across the Heartlands in 237 and the time at which it reached each circle may allow a mapping of these rivers of magic if indeed they truly exist.

While there is still more research to be done in this area, and privately I do not believe the fey nature of those proposing this theory will give them the patience to complete this research, if proved this theory could have a major impact on the conduct of ritual magic. 

16th day of the fourth month, 324AF

Adept Lasai of Tebron

A History of the Fey

The first Race to live upon Erdreja was the Fey. The first and True Fey have always lived their lives as they wished, and took forms that pleased them. They drew their sustenance from the very essence of their homeland of Arcadia. 

However, some True Fey became obsessed with their physical form, and withdrew from Arcadia for long periods of time to explore the shapes that they took. Gradually over hundreds and thousands of years, these True Fey were deprived of their sustenance of Arcadia, and became trapped into the physical shapes they decided to take. As their patterns stabilised they became the forms that they had chosen to imitate or experiment with. Some of these were inert forms, rock, trees, plants etc. Yet a few in their quest to find the perfect form took upon the shape of humanoids that were to become Elves. 

Others journeyed deep into the insubstantial fundament, and crossed into a deeper plane. Here, they discovered many dark things, and being away from their homeland for long periods of time, drew sustenance from this darker essence. As they drank of it, so it changed them, and for the first time, the True Fey knew evil. 

One amongst those who had journeyed into Darkness returned after many aeons to the Homeland in Arcadia. Those who had remained within the land first learned of horror when they looked upon him, for he had become Darkness and evil personified. Seeing that his brethren now held no love for him, this Evil used the power of that which he had learnt in the darkness and rent Arcadia itself nearly destroying the homeland of his people. 

Yet the True Fey of Arcadia fought back, and one amongst them found a way to cast the Evil from their land He became known as the Good. A long time he fell, back into the darkness from whence he came. Yet he was not defeated, and the True Fey knew that in time he might return, as might others who had journeyed nearly as far into the darkness. The only way to preserve their home was to seal it shut. To do this, one from amongst their number was selected to travel forth around the realm of Arcadia, and to wall it in. These walls were woven from the very fabric of the land itself and he who wove them was forced to remain outside to guard and maintain what he had made. This one amongst the True Fey became known as the Law.

The sealing of Arcadia left all amongst the True Fey peoples, who had journeyed forth, trapped within the lands and forms they had chosen to inhabit. For without a connection to the essence beyond the rent whence they had came, they could maintain no connection with what they were. Instead they drew their strength from the places in which they had travelled to, and lost much of their ability to change. 

Faerie Glamour is unfortunately a myth and Fae are no more able to change form than Elves or Dwarves. Generally a use of oils and berries for warpaint is all they can muster.

Only a short while after this occurrence, one from amongst the True Fey above in Arcadia escaped from the land to descend to the Earth. Since the time of the Evil he had been changed by what he had seen, as he had witnessed the discord between the Evil and the Good, and it had touched him in some way. Never before had there been discord, and indecision. This one from amongst the True Fey chose to study this matter long and hard. He travelled the full expanse of Arcadia, and could find no answer to the discord that had touched him, and now lay within him. Instead he found the discord grew within him, consuming his original purpose. He also found he could pass through the Walls of the Law around the realm, and so after much frustration he did. This one became known as the Chaos.

He was not alone, sensing the threat that he encompassed; the Good followed in his wake, passing between the walls of the Law as they closed behind him. The damage that this caused to the defences around Arcadia was such, that it attracted the attentions of the Law, who perceived the threat so severe, abandoned his post to follow them unto the Earth. 

Meanwhile the Chaos descended to Earth, and came upon the First City of the Elves. His discord found no answer amongst the Elven peoples, yet it did serve to undo much of the work of the Law who had aided the Elves in their quest to shape the land as they would wish it. Discord struck the Elves, as they looked upon their brethren who had discovered the magics of Incantation, and were horrified. 

Beneath the land, the Evil sensed the movement of his immortal brothers, and climbed once more to the surface of the Land. Having learnt a great lesson from his previous duel with his Good Brother, he now emerged to meet his brethren with guile in his heart. 

To protect itself, and each from the other, the land woke one of the True Fey who had lain dormant within the Earth, and imbued him with all the essences of the Elements. He was Strata, summoned and given form to provide a centre between his brothers. 

The Brothers met with one another, each was ready to fight its opposite, Yet the Young Strata stood in the centre, and denied them all. As the days wore on the arguments became more strained; yet Strata grew stronger. Finally the Evil spoke at length about his plan. 

So saying, the Evil offered of himself to begin a ritual that would forever bind the patterns of the five together. The Young Strata, having seen only hatred pour from his brothers was first to agree, seizing upon any chance of unity or peace between them that might offer itself. Strata's first obligation was to defend existence itself, and since the Evil's plan seemed to offer less damage to the cycle than a war might, he was willing to agree.

The next to nod in agreement was Law, whose purpose had always been to create order. This purpose might be wrong in part, but at least it was better than war, which could destroy everything.

With three in agreement. Good realised the balance remained against him. Only the elusive Chaos stood apart, and getting him to agree to anything would prove a struggle in itself. He agreed under duress, remaining vigilant, and planning to watch his Dark Brother for any sign of treachery. The hatred between them was all but tangible as they contested the matter, until finally the Evil smiled in triumph as his brother joined him.

And then finally as if upon a whim, Chaos acquiesced. 

The power woven into the patterns of the five and of the land was such that it broke First City. As war raged around the circle of the five, so the maelstrom built. Purpose tempered with passion formed to coalesce as a tool bent to the will of Evil. 

Within the weave that they had constructed between them, Evil sent parts of himself to each of his brethren. These parts were sickening and twisted, designed to corrupt and infect them. And from them he sucked forth their fullest power, transforming himself. Thus the Evil used his brother cruelly to shape himself into an Immortal, both in pattern and in physical form. 

Yet the powers he wrought were not without cost. At the end of the Ritual the changes that had begun within him were deep and painful, and so in fear of his brother's retribution he was forced to flee into the pits and darkness beneath him. 

Yet the Four Brothers who remained faired worse, each was drained by the betrayal, and could do little else but flee the First City as it rent itself asunder. 

The escape of Chaos turned the fear of the True Fey into paranoia. If the walls they had established could be breached so easily then the Evil might return. And with no Law to guard them they remained vulnerable. Many amongst the True Fey withdrew to the upper reaches of Arcadia, striving to keep themselves pure; they clustered around the rent, and frequented the rest of the realm no more. These were later to become known as the Shining Ones 

In some places were the Elves were cast into the deeper-most darkness they encountered the Evilren who had explored the lower planes, and slowly returned unto the world in a painful exhausting journey. These became known as Fomore. Many of the Elves were captured and slain by these creatures, who bred with them, spawning other races. These became known as the Ologs and Urucks. These Lesser Races crawled forth from the earth to fight with the scattered Surface Elves, and war began anew. 

Yet not all of the Elves remained upon the Surface. Some were caught in the destruction of the First City, and cast into the Darkness themselves. These Elves fared badly at the hands of their Dark Elf brethren and their own people as well at first, who mistook them for their dark cousins since they came from beneath the Earth. The few remnants of these peoples withdrew into the underground, and withdrew from all contact for a time. When they emerged, centuries later, they had changed. These peoples became known as the Dwarves. 

Meanwhile in the Time before the closing of Arcadia, some amongst the True Fey had experimented with the forms of Animals. In doing so, they had lost or suppressed their intelligence, in favour of exploring the primal instincts of the different creatures they imitated, When they became trapped in these forms, their only link to the intelligence they had known was a memory of what they had been. This memory became more obscure as it passed from generation to generation. 

Over thousands of years, with what Iittle remaining power of changing their forms they evolved, aspiring towards the qualities they had lost.

The first, and more powerful that achieved intelligence - those who had preserved more of the True Fey essence, evolved faster and became known as Beastkin. These creatures retained an affinity with the forms they had taken, and often retained much of the characteristics and instincts. However, despite the achievement of this change, by this time, the patterns within the Beastkin held no memory of what the once had been before they were beasts.

The last to achieve sentience were humans.

It was around this time that many amongst the Arcadians who had remained in Arcadia were persuaded to open its gates once more. The chief amongst those who had argued for the opening of Arcadia was one known as Danu(or Anu). Danu was one of the Oldest of the True Fey and had for a time been the Lover of Strata, before his decision to remain within the earth. She had travelled upon and within the Earth, and had become fascinated with the life that she found. She had returned to Arcadia reluctantly, and was the first amongst her brethren to return. She took upon herself a form much akin to that of 

mortals, and explored once more the wonders of the land. Many of the Arcadians who 

had been of her family, and mortals of the many races chose to follow her, and to learn of her teachings. In her wanderings Danu sought Strata in the place where she had left him, yet never found him again, For his purpose and pattern had changed him, and he had forgotten much of his former existence. In her endless quest, Danu forgot to return to Arcadia to preserve herself, and gradually lost much of her former identity. In the end, as she felt her life ending, she returned one last time to the earth, and sank beneath the land.

Yet the Chaos was not idle in this time, and the Different Children of Danu quarrelled over her purpose and memories. They quarrelled too with their brethren of Arcadia who had not followed her. They also looked down upon the younger races, particularly the humans who she had treated as equals. Witnessing the abhorrations of the Olog and Uruck Races, the Fey decided to end the breeding of their race. 

To achieve this, the Fey constructed with their magic a rea device that would end their ability to sire children. In this they were successful, however a such success also drew a price. In ending the chance of future generations of their kind, the device also mapped the genealogies of their entire race. As the power of Incantation drew upon this magic, so the device reacted with the uses of Incantation caused the Elder Races to age with its use. The Fey were forced for their very survival to bury the device, and to forbid the continued practice of Incantation, removing the art from the study of all peoples upon the Earth.

The final interminglings of the species caused the emergence of the smaller races, who were to become known as Halflings. These were as varied in type as those who had come before them, and were the product of intermarriage between Fey, Elves and Man. 

Man emerged and evolved upon the world of Erdreja in many different places. In some, he was given guidance by other races, such as the Fae. Yet in others he was not, and was forced to evolve alone. From the frozen wastes of the north, to the deserts in the south most lands, man developed individual cultures and built fledgling towns and cities. Yet in the southern lands and the Long Island the Fey and the Elven races quarrelled. The Fey saw the emergence of humankind and called a council or court of all of their folk that remained upon Erdreja. At this great council a question was posed. Is it our purpose as the first race to guide others, and to co-exist with them, or should we live as we wish? On one side stood many of the teachers and guardians of the younger races who had spent long years guiding there mortal compatriots. Yet upon the other stood those who foresaw that the time and effort that the Fey would spend guiding the other races would ultimately lead to their own destruction. Their reasoning was simple. We are immortals, our lifespan as it remains spans eons, and we will outlive any, even the long lived. Why should we spend our energies upon these lesser creatures?

The squabble grew into a war, and violence erupted upon the long island, and upon the southern lands of the Heartlands. The Fey split into two distinct factions; Seelie and Unseelie. The Seelie paid heed to mortal concerns and revered the fact that their mortal brethren had managed to retain their true hearts, whereas the Fey had been forced to give up theirs in the last passage from Arcadia. Such was the price they had paid to remain unchanged as they were. 

The Unseelie Fey ignored the concerns of the other races, and believed that they should instead concentrate their efforts upon the rebuilding of their own nation in Erdreja. Both factions of Fey created there own courts or councils, and went to war. 

The war did not go well for the Seelie. They were driven from the Long Island, and really outnumbered by their brethren. Yet a choice remained to them, for if the Unseelie were to win this war, they pledged to eradicate all that remained of the other races. In desperation, the Seelie enlisted the aid of their Elven allies, and gradually began to turn their efforts of educating the evolving race of man to thought of war. 

Two cultures within the Heartlands grew to dominance. The Seelie Fey paid close heed to their human brethren upon the Isle that would become known as Erin. These peoples named themselves Celts, and grew under the tutelage of Druidism. 

After nearly five thousand years of war, the Seelie and Elven peoples struck back. The Celtic Nations united under the direction of the Seelie and invaded the Long Island. They forced the Unseelie back to the lands that are now known as Caledonia and Albion. Yet, the invasion was not a complete success. Ever a divisive people, and finding themselves with great swathes of land in which to roam, the Celts began to settle. The Seelie, ever sensitive to the morals of the lesser folk, believed the war won, and neglected to finish off their Unseelie foes. For a further thousand years, an uneasy peace was restored to the long Island. 

This fragile peace was shattered upon the arrival of the Fomor. Twisted and corrupted versions of their Fey brethren, the Fomor attacked both Seelie and Unseelie Fey alike, and once more the Long Island was wracked with costly wars. Once again to preserve themselves, the Unseelie were forced to turn to outside for aid. 

The second of the great human nations emerged in the south, as the Elven peoples taught their ways to the fragile human culture. A Republic was founded, and a kingdom established. The capital of which became known amongst the EIven peoples as the second city. The Republic was a model which the Elven and Fey peoples wished all race to be governed by. Its practice was similar to the practices of the Fey Courts, yet each member of the Republic was allowed equal voice and power. 

Yet in their desperate need, the Seelie Court realised that they would not survive the wars against their foes without decisive action. The Republic was too cumbersome an organisation for war, its practices suited governance in the times of peace. One amongst the human culture rose to power, and owing to their desperate need, the Fey and Elven peoples helped him to overthrow their great design. 

MUTTERINGS FROM A SENILE OLD SAGE

MAGE JINX RABBITS ON IN HIS OWN DISTINCTIVE STYLE

What's that? Who me? Well yes, of course I am the great Sage. What's that you say? Ah yes, the Incantors. I can tell you much of that order, much indeed. Long years ago they stood as great in power as the ancient Magi of the First Kingdom. Strong indeed they were in power and great hosts of them did set forth to do battle against the old enemies. This was back before the fall of the Elder races of course. Yes, most sad it was. Why I remember the day that terrible spell was cast. Many dear friends suffered. Did you know that a lot of the ancient Incantors took their own lives that day? They could not face life without the power of the ancestors being with them. Very sad it was, even my old friend Elgaris took up a sword and ... 

... What, no I wasn't! Huh, rambling indeed. Now where was I'? Oh yes, the Incantors. Well it was the end of the Elder wars and the young races were winning hands down. The elder races struck back somehow. All the ancestors were cut off from contact with the living and the Incantors were left without power. What, yes of course I know that. What are you, a Sage? Anyway, Sir Know-it-all, are you so sure that the full powers of the Ineantors have returned? Seems to me that only a few of the Incantors have regained anywhere near full powers. Seems to me that only some areas like the main cities of the Factions have regained contact with the ancestors. Seems to me that maybe, just maybe, whatever has happened to bring back the Incantors powers; deliberate and limited in scale. But then, what do 1 know, it's not as if I'm the most wise and all-knowing man in the whole world is it? Now pay up, and in proper silver mind you. None of that fake stuff here, let me see that... just a scratch. Good, not painted. This will do fine, and close the door on your way out... 

... Huh what. What! How dare you wake me up. Be off with you, I'm trying to sleep here. Oh really! Well I don't care if your lord was here in person, I'm sleeping. What, gold. Real gold. Well yes of course I can answer your questions. Sleeping? No I was just resting my eyes. Now good sir, your question. The world? Well, where we are is called the Heartlands. So called because those of lesser intellect consider it to be the centre of the world. 

To the north lies the harsh Sea of lce and north of that the great mountains of ice and the Crown of the World. To the west is the great waters of the Endless Sea, rumours of long ago tell of terrible kingdoms set on a great land far away to the west, a place of never ending war and slaughter where the very armies of Law and Chaos do battle. To the east we have the great forests and mountains of Norsca which lead down to the Gray Sea; so called because it is always overcast and grey in colour. Even the hardest of Norscan sailors fear to sail far from land in these waters. East of Teutonia lies the Great Forest and east of that is the endless steppes of the Mongols. South of the Steppes is a vast blue ocean which leads to the southern lands of Maurabia and the scattered kingdoms of sand. South of Teutonia and Estragales can be found the body of water known as the fallen lands. This is where the First Empire ruled the

Heartlands for more than four hundred years until some great and terrible force pulled the very land down and let the waters flood in. The islands here are the remains of the tallest mountains in that land. South of this is the mysterious land of Mauritania, a land of trackless jungles and uncrossable deserts. Uninhabited as far as I know.
So there you have it, a whole world out there you never even knew of. Tell me, what is your interest in all this? What! Me pay you silver for information! Never! ...

... What! Another question! Is there a queue of you out there? Oh there is, well ask away. The planes of existence and the patterns of life. Well that is a question with a long answer and one I cannot spare the time to fully answer now. Maybe one day I shall tell all I know. Anyway, in brief. 

Our world is but one of many worlds, each of which is set afloat in the void. Each world is surrounded by a barrier or sphere of magic set there when the world was created. This keeps out the void. The ritual circles are set at places where the barrier is weakest and where it is possible to pass through it. (Although I heartily recommend not travelling in the void without powerful protec​tions). Anyway, to one side of the Void is found the Planes of Darkness and to the other side are the Planes of Light. The void touches the closest plane and each plane in turn leads to another. They are rumoured to be infinite in number but no one has ever got past the first few. 

The closest Plane of Darkness is the Plane of the Dead. This is where spirits go when they have passed beyond life on any of the worlds in the void. They wait there for a while, and then sort of drift back to the worlds to start a new life. 

Beyond this is the Plane of the Unliving - nasty place! The only way to get there is to die with your life pattern corrupted. The spirits there come back but as the Unliving. 

The closest of the Planes of Light is the Plane of Life. It is here that new spirits are born to replace any that are destroyed. It is also from here that those few people with the mystic power of healing draw their strength. Beyond that no-one really knows. 

The Pattern of Life is the pattern set by the universe to control all that exists. Each world, each person, each blade of grass, is but a tiny part of the Pattern of Life. Your spirit carries that pattern and that pattern shapes your body to match. Why else do you think family members look like each other? Because they all share similar patterns of course. Anyway, your pattern sets how you live and so long as your pattern is intact you will be reborn in a new life. However if your pattern is corrupted or damaged in some way then you will, on dying, travel to the Plane of the Unliving and, should you return to the world it will be as one of the Unliving. Nasty eh? 

Now, that will do you. I have others waiting. Go away…

... What! Be quick! I am running out of time. Dragons? No of course not. They all died out when the Elder races were defeated. No Dragons left in the world now. I remember seeing the last one fly into the void, old Vespateer the ice drake. Are you daft man? There is as much chance of the dragons coming back to the world as there is of the Elder races regaining power. Now be off with you. I'm going for my supper ... 
