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Throughtime and spacethey come, the mas-
ters of chaos whose name is Chaacs incarnate.
The Torganmaketheir way to arswer the sum-
mons of the two great powers in need. When
they arrive they see Thanaa, goddess of
Death, and Astraes, goddessof Decay.

Fromthis day on, Taelgar will beimmnersedin
darkness, or will it? That isfor youto dedde.
WEl come brave heroes, to alandwrought of
strife, blood, andthe sweat of thase who came
before. Welcome to Taelgar.

The 5th Edition d Taelgar has many minor
changes, and afew greater ones asyou can
already tell after havinglooked a the maps.
The Sarfall has created great chargesin the
world. Thelandisdifferent, the time line has
been updded, andwe are now in anew era o
gallant knights, powerful sorcerer womanhood
brave peasarnts.

Youwill also find that many of the deiti es that
oncerule over these wracked lands are now

gore. The Torganmanaged to destroy seveal
of them, andthey committed fratricide as well.
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INTRODUGTION

Among dl these changes, youwill find rew
oppatunities for adventure, andthat is what
the game'sabod, isn't it?

Socome now, brave souls, join mein the ulti -
mate adventure.

Tadgar isaworld of powerful magics, strong
warriors, and gous priests. Theworld itself is
much like our own, set afew ages ago. Vari-
ous landsin Tadgar are of different techndog-
ical levels. Youwill sooncome to know one
land intimately.

Tamarais where the majority of thisfirst book
takes place Futurereferenceswill detail other
lands further.

Insidethisreference youwill findinformation
on the various races, classes, and spell s that
make up the world of Tadgar. Enjoy.

Page 2 of 16



Taelgar Handbodk 5th Edition, Revision 3

The Taelgar Guidebookcontains information
needed by players and game mastersalikein
order to play aTadgarian campaign. Below is
the table of contents for this new redm.

Guide Book Table of Contents
Races
Classes

Proficiency

TAELGAR RACES

Tadgarian
races have

" dlightly lim-
ited advance-
ment, but
any race ca
read 2Gh
level and
beyondwith
some perse-
verance.
Oncearace
reachesit'sracial limit, it takes 25% more
experience points for the raceto gain the next
level (in ather words, add 23% to the normal
experiencetotal needed to advance).

Thisis asuitable substitute for rada limita-
tions. The game master may decide that he or
she does nat wish the races to advance fur-
ther. Who'sto tell the game master that he or
sheiswrong?

The races of Tadgar have evolved over the
yeasinto highly intelli gent beings. Key Tad-
gar charader rages are humans, elves,
dwarves, minwan, herish, minotaurs, and
draanigs. Other aceptable races are human-
oids, game master permitting.
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TAELGAR GUIDE BOOIL

Table 1: Taelgar Racesand L evel Limits
L evel

Class .
Race Allowed | Limit SZ€
Snow EIf Fighter 12 M
Ranger 8
Priest 15
Thief Unlim
Hobht Fighter 10 S
Priest 12
Thief 8
Bard 10
Minotaur Fighter Unlim L
Paladin 13
Priest 8
Draanig Fighter 12 S
Ranger 8
Thief 9
Mage Unlim
Priest 10
Table 2: Age and Height
Race Min | Max | Min | Max
Age? | Age® | Ht | Ht
Snow Elf 70 ¢ 49 |51T
Hobht 30 312 |32 (3@
Minotaur 35 172 |70" |93
Draanig 12 70 36" |46
a. Minimum Adventuring Age
b. Retiring Age

c. Theelves of Taelgar are virtually immor-
tal, but not impervious to disease, or
unretural death. Once they reach 1,000
years of age, they leave the realms of man
for a better place.
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Humans

There ae severa races of humans on Tadgar.
Below are alist of the most widely known in
Tamara (the kingdan feaured in the World
Book).

Tamarans. The mgority of the humansin
Tamara aethe owmmoners. These humans
may be ay size, shape, color, or of any heri-
tage other than the ones listed below. Their
commontongte is known as Tamaran.

Rauwie: These humans are wandering
nomads that roam the redms of Tamara and
other kingdams. They originated in aland
known as Rastoria, one of the kingdams that
fell inthelast Starfall. These peopledressin
gaudy colors and are often cdebrating some
event only known to them.

The Rauwie are adying race, dueto the last
Torgan raid which amost ended in the disas-
trous destruction d theworld. They are wary
of the other races, but often all ow other
humans into their traveling camps with open
arms, so longas the humans have aownsto

spend onthe fortune telling and hand readings.

Rauwie have a A to Charisma and Dexterity,
but suffer a-1 to Strength.

Shir'ta: These proud karbarians roam the for-
ested reades of the Kiergar Mourtains, hurt-
ingandfishingfor aliving. They have only
one enemy, the Jhun The Shir'ta ae normally
peacéul, but they are natural born warriors
and dten make the sword their wegpon of
choice

Shir'tagain a +1 to Strength and Constitution,
but suffer a-1 to Intelligence and Charisma.
They have the aility to conced themselves
when in their natural surroundngs (woody,
mourtainous terrain).

The Ki' Arum died off during the Torgan
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horde'sinvasion d Tamara.

Jhun: The Jhunare arace of cruel barbaric
humans that relish in the destruction d other
races. They believein ancient gods of dedh,
war, destruction, decgy, and chaos. They are
not all owed as player charaders sncethey
aligned themselves with the vicious Torgan.

The Jhun nomally are seen with their bodes
painted in dark colors, often blue and Hack.
They bea astandard of a aad<ed winged skull
on ablack border and kea drums made of
human flesh.

Dwarves

The Tadgarian Dwarves foll ow the AD&D
2nd Edition Player's Handbookand Complete
Handbook d Dwarves. The only four dwar-
ven races avail able on Tadgar are the Moun
tain, Hill, Duergar, and SurfaceDwarves.

Winwan

The Minwan are the raceof Halflings on Tael-
gar. They follow thenormal AD&D rules
(including Complete Handbook & Gnomes
and Halflings). The Minwan arealonglived
racethat include the Stout, Tallfell ow, and
Hobht races.

Hobhits are fun-loving, short plump
Halflings. They generally have hair covering
only their heads and faces (for males). They
are expert thieves and fun-loving compan-
ions. Hobhtstendto be more caeful of dan-
ger than their cousins andwill generally watch
where they step before they step there.

Hobhts stand abou three and ahalf fed tall,

arerather plump, and love to smoke pipe tobac
(an herb grown in Tamara). The males gener-
aly like to keep their hair rather curly, and the
femalesin braids. A hobht femaleisnormally
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awonderful cook and loves to test new dishes
out on her companions.

Hobhtsgain a +1 to Constitution and Wisdom
and generally make goodfighters and priests.
They have a-1 penalty to Dexterity and Intelli -
gence

Herish

The Herish represent the gnames of Taelgar.
They are smilar to Hobhts, but livein the
mourtainsinstead of the hill | ands. The Her-
ish tendto keep to themselves, only venturing
out when in gred danger.

Tales spe&k of great hordes of gems and magi-
cd treasures hidden deg away in the home of
the Herish.

The Herish foll ow standard AD& D rules.

Llves

The dven races of Taelgar generally foll ow the
AD& D(tm) 2ndEdition gamerulesasnoted in
the Complete Player's Guide to Elves. Among
the races mentioned in there (other than Atha-
sian which arenat allowed at all), the Snow EIf
isaso available & aplayer race. The Drow
Elves are split i nto two sub-races, both of
which will be explained bel ow.

Snow Elves: Thefrigid plains of Phrygiais
thehome of the snow elf. Herethe aeauresof
the oold fight for survival against anything or
anyone. Thesnow elvesareentirely sedusive,
rarely traveling with, much lessbefriending,
another elf or humanoid race

The Snow Elves have pale white skin with sil -
ver or white hair. Their eyes range from light
blue, seafoam green, violet, to back.

The Snow Elves make saves against cold of
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any nature & +2.

Snow elves have a H to Dexterity and Consti-
tution, they suffer a-2 to Wisdom anda-1 to
Charisma due to their sad dspasition.

Drow Elves. There aetwo subraces of the
Drow EIf. The Minai Drow and Horai Drow.
The Drow of Taelgar have ultravision upto
90"

The Minai are known as the dark elves of Tad-
gar. Thesedrow live deep under the surface of
the realms of men and are known to worship
Lolth, the Spider Queen.

The Minai have black skin and either sl ver or
black hair. Their eyesare ather crimsonred or
midnight blue.

Mina have a+1 to Strength and Intelli gence,
but lose 2 from Charisma.

TheHorai Drow are commonly known as the
SurfaceDrow. These normally goodbeings
live in the lower reaches of the mourtains of
Tadgar. Sunlight does nat affed them asiit
doestheir Minai cousins. Because of this, they
have littl e use for some of the powerstheir sis-
ter raceknows. They have noinnate spell-like
abiliti es.

TheHora Drow are generally agoodand
nole race, unlike their brothers. They gener-
aly have grey to steel black skin andtheir eyes
arenormally cold blue or black.

Horal have a+1 to Dexterity and Intelli gence,
but suffer a-1 to Wisdom and Strength.

Other Elves: All inthe Complete Handbook

of Elves are permissible except the Athasian
varieties.

Minotaurs
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The old, barren plains of Phrygia house more
than just the snow elvesandremorhaz Thisis
hometo araceof half-bul, half-man creaures.
The minotaurs of Phrygiastandfrom 7' to 8'
tall. They have fur aroundtheir nedksthat is
usualy dusty white in color. The minotaurs
skinisusually apaegray. The credures have
horns on their heads that range from 9" long
ead sideto 24'.

The minotaur can either attadk with awegoon
or with their natural attads. The minotaur can
gore for 1d8 pants of damage, claw for 1d3
points of damage for each hand, and lte for
1d6 ponts of damage.

The Phrygian Minotaur gainsa +1 to all saves
vs. cold and has no problem deding with the
arctic dimate of the North (treat as Highly Pre-
pared).

Phrygian Minotaurs, li ke the minotaurs of
Greek Mythology, have a goodsense of direc
tion. They have a base 15% chance of never
getting lost in a wil derness, subterranean area,
or labyrinth. This chance may beincreased by
5% every level.

Phrygian Minotaurs gain a +3 to Strength and
a +2to Constitution. The suffer a-1 penalty to
Intelli gence and Wisdom and a -3 to Charisma.

raani

The Draanig are arace of short (around 3'5
tall) winged lizard men. The Draanig, being
vegetarians, are foundin the woody areas of
Taelgar. They are highly souglt after for their
ever-changing skin colors. The Draanig's «kin
color refledsthe moodthat the aedureisin at
thetime.
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Table 3: Draanig Moods and Skin Tones

Skin Tone ‘ Mood ‘

Red Angry

Bladk Sad

Green Passive

Brown Hungy

Purple Embarrassed

Blue Emotionally or Physicdly in
Pain

Yellow Mischievous

The Draanig canna become multi-classed
because of theintense training they must spend
onany ore profession. Once aDraanig
choosesit'slifeswork, they may never change.

The Draanig need na wear armor dueto their
naturally tough hde (AC: 5). They havefour
natural attadks that can be used aslongas they
hold noweapon in their hand. These atadks

are: Claw/Claw/Bite/Tal Whip.

The Draanig's sharp clawsinflict 1d3 ponts of
damage each. Their multi-rowed teeth can
inflict 1d6 ponts of damage & youngages,
and at older (60 and up, they do1d8 The
Draanig's tough pehensiletail can deliver
1d2+1 pants of damage to atarget.

The Draanig fly with a Maneuverability Class
of B and can move 18" per round

Draanig abili ty modifications are & follows:
+1 Str, +1 Con, -1 Dex, -1 Cha.
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TAELGAR CLASSES

Tadgar boasts svera new
classes gecific to thiswon-
drous world of might and
magic. These dasses,
explained below, include the
Phoenix Knight, the Guardian,

Wy andthe Al'Coran. Thereare

also many changestothe Mage

class. Note: The Guardian andAl'Coran ae
gender spedfic dasses. Bardic charges are
reflected in the Book of Magic.

i i

1 1
Minimum Abiliti es; Str 12, Int 10, Cha 15

Raaes Allowed: Human, Half-EIf (Grey),
Grey EIf

The Phoenix Knight is a subclass of the war-
rior and wses the same tables for saving throws
and THACQO.

The Phoenix Knights are loyal to their respec-
tive kingdans and serve their lords well. All
Phoenix Knights foll ow arigorous code of
moral justice, such asthe Code of Chivalry.

The Phoenix Knights are split i nto different
circlesor orders. A knight may advanceas
highas 17th level unhindered. There aethree
special ranks above that which belongsto a
singe Phoenix Knight.

The three ranks are Sil ver Knight, Gold
Knight, and Platinum Knight.

The Phoenix Knight: Only the most coura-
geous and nobe knights ever attain the rank of
Phoenix Knight. It takes more than experience
to attain Phoenix Knight status. A knight must
petition hsor her lord for admittanceinto this
unique aray of knights. If acepted, the
knight must perform various and rigorous
queststo proveishig’her worth. If he/shefails
in any of these, the knight may never attain
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level 15, or Phoenix Knight.

All knights may use any type of sword asa
weapon, but after seandlevel, they must
choose asingle sword as their wegpon d
choice. Once aknight hasawegyon d choice
he/she gainsa +1 to hit and +2 to damage with
it. All knights, at first level, must spend at
least one proficiency slot onalance.

At third level, the knight must spend an addi-
tional proficiency dot on Hs Wegon d
Choiceto show trainingin hat weapon A
knight also gainsa +2 to hit with hislance at
thistime.

At fifth level, the Phoenix Knight beginsto
gain magicd power. They cast the number of
spell s per day asin the dhart above, but they
cast them as a mage of two levels lower.
Example: A 5th level Phoenix Knight would
cast Magic Missile asa 3rd level Mage for
damage.

Knights may never use any type of ranged
weapon dher than spellsif they are of high
enoughlevel to cast. Knightsgaina +1 to hit
against any evil dragon a dragon-kin.
Knights MUST be lawful, althoughthey can
be good neutral, or evil.

A Knight will dorate 10% of all money and
treasure to their lords as a show of fealty.
Finally, a Phoenix Knight must obey a set of
rules or guidelines, much like the Code of
Chivalry earlier.
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Table 4: Phoenix Knight L evel

Advancement
Hit
XP Order | Dice  Spdls
di2

1 0| Page 1 |-
2 2,500 | Squire 2 |-
3 5,000 | Onyx 3 |------
4 10,000 | Onyx 4 |------
5 20,000 | Sapphire 5 1-----
6 40,000 | Sapphire 6 2-----
7 80,000 | Sapphire 7 21----
8 160,000 | Emerald 8 22----
9 320,000 | Emerald 9 321---
107 640,000 | Emerald 10 322---
11 900,000 | Emerald +4 4221- -
12 1,600,000 | Emerald +8 5322- -
13 1,900,000 | Diamond +12 54321-
14 2,200,000 | Diamond +16 55432-
15 2,650,000 | Phoenix +20 55543-
16 3,000,000 | Phoenix +24 55554-
17 3,350,000 | Phoenix +28 55555-
18 3,750,000 | Silver +32 555551
19 4,125,000 | Gold +34 555552
20 4,600,000 | Platinum +36 555553

a After 10th Levd,

Points per level

Phoenix Knights gain 4 Hit

Guide Book

Qode of Ahwalry
Defense of any charge ante death
Coarage and entenprise iu obedéence to nule
Respect for all peerns and these equal
Fouon to all above thee
Obedéence and nespect to all beneatt thee
Sconu for thece who art loady and iguoble
Militany prowess exencised in service to thine lond
Coarntesy to all ladies (o londs)

War co the Jlowening of chivabry
Battle co the test of mankhood (or womankhood)
Combar co thine glory
Persoual glory above all bartle
Deatt to all whe oppose thee
Death bejore dishonor!
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Al Coran

Minimum Abilities. Int 12, Wis12, Con 12
Raaes Allowed: Human (non-barbaric), Half-
Elf (Drow, Grey, High)

The Al'Coran are those who are born with a
special talent for manipulating the elements.
They are atuned ore particular element, but
may manipulate some of the others as well.

The Al'Coran are always femae and seem to
never age outwardly, though ortheinside, they
grow old and eventually die. Their features
always remain smocth and as they age, their
outward beauty grows.

The Al'Coran ariginated in the lands once
known as Rastoria and spread throughou Tael -
gar rather quickly. They can be foundin any
kingdam or land d Taelgar. They have afor-
tress located south of Tamarawhere the a©-
lytes must goto train. The acolytes are found
by the Kegoer of the Elements and krouglt to
thisironfortress known as Ar'Nasira.

Every now and then, an Al'Coran will spring
up with the ability to attune to more than ore
element. The dement diredly oppaite the
one the Al'Coran is attuned to canna: be
manipulated bythem. Thisis but one of the
prices paid for beacoming an Al'Coran.

The Al'Coran can orly cast spellsif they have
enoughPower to doso. Power isbased on
Intelli gence, Wisdom, and Constitution. An
Al'Coran gains Power as iegoesupin level.

Half-Elven Al'Coran may nat be multi-classed
dueto therigorous and in depth training it
takesto become aMistress of an Element.

Al'Coran must be goodin alignment. They
must never use their powers against goodand
regret using them against vicious neutral crea
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tures. Against theevil of Tadgar, they haveno
qualms.

The Al'Coran canna wear armor and can only
use a short sword, dagger, or staff for a
weapon When not in Ar'Nasira, the Al'Coran
canna have more items than she can cary.
The Al'Coran must be female.

Itis said that only awoman can channel the
raw elemental energies of the Weave in such a
manner. There hasnever beenamale Al'Coran
in recorded history.

Starting at Third Level, the Al'Coran may heal
2 hit points per day per level as an innate abil -
ity.

At Sixth Level, an Al'Coran that has a Guard-
lan may transfer the Guardian's Hit Points for
Power Points at therate of 5HP- 1 PP. The
Guardian must be willi ngto part with the Hit
Points before the draining bkegins.

Fire : w
l I
Elemental
Oppasition

Ar

Water
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Table5: Al’Coran Types

Percentile Type

Guide Book

Power Points are added together to make the
total Base Power of an Al'Coran. Asan
Al'Coran gains levels, she gets an additional
1d10Power Points. The abilities used to deter-
mine Power are Intelli gence, Wisdom, and
Constitution.

Table 8: Al’Coran Experience Points

01-20 Fire

21-40 Water

41-60 Air

61-80 Earth

81-86 Water and Air
87-92 Fire and Earth
9396 Water and Earth
97-99 Fire and Air
100 Spirit?

a Al’Coran has accessto al elements

Table 6: Effeds of
Charismaby Age

Age Charisma
Bonus
17-25 None
26-35 +1
36-45 +2
46-55 +3
56-65 +4
66+ +5

Table 7: Ability Score
Elemental Point Bonuses

12-13

1

14-15

16

17

1819

20-21

22-23

24

O N O OB WDN

L eve XP Title
1 O|Acolyte
2 2,500| Acolyte
3 5,000|Acolyte
4 10,000| Novitiate
5 20,000| Novitiate
6 40,000| Novitiate
7 60,000| Sister
8 80,000| Sister
9 140000| Sister
10 200000| Coran
11 250,000| Coran
12 450,000| Coran o Element
13 900,000| Coran of Element
14 1,250,000| Coran o Element
15 1,750,000| Coran o Element
16 2,500000| Coran of Element
17 3,000000| Kegoer of Element
18 3,400000| Kegoer of Element
19 3,800000| Kegoer of Element
20 4,000000| Grand Mother

17th level isthe highest an Al'Coran may pro-
ceed unhindered. Thereisonly one Keeper of
the Elementsin all of Tadgar. If aKeeer of
one of the dementswishesto attain 18h level,
she must find the Keeper of the Elements and
challenge her to anon-deadly duel. If the
Kegoer of the Element wins, the Keeper of the
Elements loses one level.
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Guardian

Minimum Abiliti es: Str: 15, Con: 12 Wis: 12
Raaes Allowed: Human, Half-EIf (High,
Grey)

Inaworld of highmagic, there exists one who
IS &t asdefrom thisexistence The Guardians
were aeated to guard over the heroinesin
Ar'Nasira. Each Guardian is prepared from
birth for hislifelongjob of protecting an
Al'Coran. The Guardians, like the Al'Coran,
aretrained in the fortress city of Ar'Nasira.
They are bred to withstand their Al'Coran’s
tempers, and to oley her whenever physicaly
possible.

Guardians use the same Experience Table as
Rangersin the AD&D 2nd Edition Player's
Handbook Guardians gain the Etiquette profi-
ciency at first level.

Guardians may wear any armor, and become
proficient in any meleewegors. Guardians
will not use missil e or thrown wegporsin
combat, but are unrestricted while hurting. A
Guardian must spend ore of hisfirst four
Wegpon Proficiencies on the Short Sword,
sinceit hisjobto train the Al'Coran in that
wegon

Guardians will not use shields or secondary
wegoorsincombat. Their trainingisalwaysin
asingle weapon

A Guardian charader can orly progress to
level 3 withou an Al'Coran. If he progresses
to thislevel, he must find an Al'Coran o give
up hisclass status and advancefrom then onas
afighter. A Guardian that loses his Al'Coran,
provided heisover 3rd level, may continue to
advance & a Guardian withou seeking another
Al'Coran.

Guardian's may spedaizein asingle sword
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and may advanceas far as High Mastery in
that wegoon

Guardians have the aility to Move Silently.
The base danceis 15% plus 5% per level.

Guardians have exceptional endurance and for-
titude. They neal nd sleg each night.
Guardians require sleep every other night,
thoughif they usethis skill , they must sleep for
ten hous, else they begin to fatigue like ay
other character.

Guardian Will : Because of the avesome will
and pupose bred into a Guardian, heis
immune to fea in combat aslongasheis
defending an Al'Coran.

Guardian Fear: Because of the Guardian's
skill in sword forms and their general reputa-
tions, a Guardian can menace agroup d oppc
nents and inspire fea provided the opponent’s
Hit Dicedo nd excee the Guardian's level.
The opporent's get a Save vs. Fea, but it is
modified by -1 for every 4 levels of experience
the Guardian has attained.

Guardians may use magica itemsfrom the fol-
lowing categories: Potions, Rings, Armor,
Weapors, Miscdlaneous, Cloaks, and Boats.

Bonding: A Guardian whoisbonded to an
Al'Coran benefitsfrom specia skill s, related to
his Guardian-Status. Bondng is not auto-
matic. The Guardian and Al'Coran must go
througha specia ceremony held in Ar'Nasira
in arder for the Bondng to be complete.

If abondis every broken, by magicd means or
by deah o the Al'Coran, the Guardian must
immediately Save vs. Dedh. If the saveis
failed, the Guardian is gunned and can do
nothing for 3d3+2 turns and loses half of his
current hit points. If the save is made, the
Guardian is gunred for 2d2rounds and loses
25% of currently hit points.
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First Levd:

Transference Usingthis ill , a Guardian can
transfer his hit pointsto his Al'Coran. This
transfer occurs at arateof 4to 1 For every 4
points a Guardian transfers, the Al'Coran
receives 1.

Mental Bond The Guardian will know the
general state and dredion d his Al'Coran
charge.

Third L evel:

Magic Detedion: Because of hiscloserela
tionship with his Al'Coran, the Guardian
becmes attuned with Magic and can deted it
by sight 3 times per day.

Fifth Level:

Mental Rappat: The Guardian can sensethe
emotional state of his Al'Coran. By concen-
trating they can also communicate mind-to-
mind. Either may bre&k the rappat and Hock
transfer aswell.

Seventh Leve:

Improved Transference: The rate of Transfer
lowersto 31.

Ninth Level:

Sxth Snse: The Guardian develops a sixth
sense from proteding the Al'Coran. He hasa
20% chance of sensing an approading attack
against himself or his Al'Coran even from hid-
den andinvisible aeaures. This ill
increases by 3% per level PAST level 9.

Resistance Because of their constant contad
with the Al'Coran and her magic, Guardians
begin to develop amagic resistance ajainst the
same spellsas hisAl'Coran. The resistanceis
2% per level.
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Guardian Items. If aGuardian performs an
exceptional task, he will sometimes be
awarded with a Guardian Item.

If a Guardian Item is ever found it must be
returned to Ar'Nasira. Many times, thefinding
Guardian will be dlowed to keep the item.
Only Guardians may use Guardian Items.
Guardiansrarely use any ather form of magi-
cal item if they have accessto such awondous
thing.

A Guardian may NEVER possessmore than 3
Guardian items. Hewill never carry more
items or wealth than he can cary. All excess
monies and items must be sent to the Ar'Nasi-
ran armory.

A Guardian will never own more than 1 magi-
cal sword and 1set of magical armor. A
Guardian is not permitted to own more than 5
magical items, total. Any other magicd items
will be sent to Ar'Nasira.

Guardians must be digned Lawful Good

Wizards

Magic on Tadgar is possble dueto the dfeds
of the dedro-magnetic storm that continu-
ously circlesthe planet. This gorm, known as
the Weave, provides aseled few individuals
with avery special gift, the art of magic.

The Weave is anever-ending storm held cap-
tive by the gravity of the huge planet. This
storm spins and moves courter to that of the
planet'srotation. This creates areas of Wild
and Null Magic. These aeas, which are very
rare, provide for times when magic canna be
courted on There aeother fadorsinvolvedin
the manipulation d the Weave that are far too
mysterious to be discussed here.

Those few that are born with the gift of magic
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eventually learn the languages of what they
have studied. The three major languages of
magic are: Arcana, Arcanium, and Magicka.
Magicka has been lost sincethelast Starfall,
and canna be chosen as a Mage Language.
Scrollswritten in Arcana canna be read by a
mage who orly knows Arcanium and vice
versa. These three ancient languages involve
intricate somatic and verbal comporents.
Withou the Weave, these languages beaome
meaningless gibberish.

During the Torgan Invasion, the Weave fell
apart and magic was lost to theworld for alim-
ited time. The Weave was restored througha
Higher Rite spoken bythe Grand Courcil of
Wizads.

The few who are gifted with the knowledge
andintricae patterns of magic are often sought
after by the Grand Conclave of Wizards. A
fledglingwizard israrely naticed, but once
those fledglings $how signs of true power
(around 2ndor 3rd level), they must go kefore
the Conclave and ceclaretheir Circle. Any
novicewizard that does not dedare aCircle by
thetime he or shereaches 4th level isdedared
aRoguwe andis hurted down. All Player Char-
ader mages must belongto a Circle of Power.

There aefourteen Circles of Power (also
known as Schods of Magic). A wizard must
specialize in ore of these schods and foll ow
it's principles. Any wizard who daes not
belongto ore of these Circlesisconsidered a
Rogue. Rogue Mage's life spans are relatively
short intheworld of Taelgar. Listed below are
the fourteen Circles of Power and a short
description d eadh.

Sacerers - Masters of deceit and trickery, ill u-
sionists use spellsthat trick the mind to accom-
plish their goals.

Transmuters - Transmuters live to change and
alter things.
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Diviners - These wizards use spellsto gean
knowledge.

Invokers - Invokers are known to crede things
throughtheir magic.

Neaomancers - These mages gudylifeand
death throughtheir spells.

Abjurers - Abjurers use their magic to provide
protedionto themselves and ahers.

Conjurers - Conjurers bring items and crea
tures from other places such as the outer
planes.

Enchanters - Enchanterstry to change the way
otherslook uponhim/her through hs/her
spells.

Chaosmages - Chaosmages are those that
attempt to control the energies of chaos.

Pyromancers - These wizards invest their time
in fire-based spells.

Geomance's - These wizards invest their time
in eath-based spells.

Aquamages - These wizards invest their time
in water-based spells.

Ozomance's - These wizards invest their time
in air-based spells.

Metamages - M etamages use their powers to
aff ect other magical spellsanditems.

Eadh circle has atest that is given to novice
wizards before they may enter their ranks. The
Circles of Power are divided into severa dif-
ferent ranks. Listed below are the ranks
accordingto level.
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Table 9: Mage Ranks

Leve Rank Quest? | Rings
1 Initiate No 0
2 Initi ate No 0
3 Ninth Circle No 1
4 Ninth Circle No 1
5 Eighth Circle No 2
6 Eighth Circle No 2
7 Seventh Circle |No 3
8 Seventh Circle |No 3
9 Sixth Circle Yes 4
10 Sixth Circle No 4
11 Fifth Circle No 5
12 Fifth Circle No 5
13 Fourth Circle Yes 6
14 Fourth Circle No 6
15 Third Circle No 7
16 Third Circle No 7
17 Third Circle No 7
18 SewmndCircle |Yes 8
19 SewndCircle No 8
20 First Circle Yes 9
25 |Inrer Circle Spedal | Spedal

a. Grand Master

For awizard to oltain the next higher circle
(except Inner Circle) he/she must petition the
High Courcil (compased o Inner Circle Wiz-
ards) andexplain hisher deadsin detail. Then,
he/she may have to complete aquest acording
tothelist above. If the wizard completesthe
quest, he/sheis granted the status of that Cir-
cle. These Circles are not the same as the Cir-
cles of Power discussed ealier. Theringsa
wizard wears are golden and are positioned
above the right breast on hi/her robes of sta-
tion. Therobesof station are granted orcethe
wizad enters the Ninth Circle.
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Wizards of the First Circle d@tempting to enter
the Inner Circle are put througha series of rig-
orous tests that last between aweek and ore
month. These tests are designed to weed ou
the wedker who have made it through the First
Circle.

At catain levels, wizards ean theright to a
title. Atfirst level, they are Mages. At ninth,
they are Wizards and at 18th, they become
Archmages. Any wizard surviving long
enoughto makeit to 3Gh level are Grand Mas-
ters.

The High Courcil consists of the most presti-
gious and talented Inner Circle members, one
from ead Circle of Power.

Talynx Mag iscurrently the High Courcilman
in charge of the High Courcil. Heisrarely
seen ouside of his hidden fortress, Cragen-
moor. The High Courcil meds four times
each year in the Twin Towers of Darkham. It
is here that Initiates are passed into the Ninth
Circle.

Wizards must appea in Darkham for a Con-
clave once every other yea. If they misstoo

many of these meetings, it could be very hard
for them to attain the next circle.

The wizards wear any clothing they wish
except when appearing in Conclave or Court
cil. Their ceremonial robes are bladk, with a
particular sash detaili ng their Circle of Power.
The sashes are as foll ows:

Green - Abjuration

Yellow - Alteration

Gold - Invocatiorn/Evocaion

Silver - Sorcery

Grey - Conjuratior/Summoning
White - Enchantment/Charm

Black and White - Greater Divination
Black and Silver - Necromancy

Blue - Elemental Water
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Brown - Elemental Earth

Red - Elemental Fire

Light Blue and White - Elemental Air
Red, Green, Orange - Chaos

Blue and Red - Metamagic

Taelgarian Mages may read and detect magic
three times per day as an innate aility, but
ONLY if they are nat Rogues.

Wizards generally like to keegp ore spell in
memory at all times. Once amage cats his/
her last spell, a System Shock roll must be
made. If the mage failsthisroll, he/she dies,
immediately due to the massive strain of the
casting. If theroll i s passed, the mageis
unconscious and reduced to 1 Hit Point.

PROFICIENCIES

Taelgar offers all proficiencieslisted in the
AD&D(tm) Player's Handbookand all of the
complete RacdClassHandbools.

A few new proficiencies are added, speafi-
cdly for the Taelgar races and classes.

Critical Components (Warrior, Rogue):
This proficiency allows a dharader to know
the aiticd comporents of acreature. A char-
ader may have two dotsfor ead creaure he
wishesto lean abou. Example: If Raug
knows the criticd comporents of a Red
Dragon he has gent two slotsoniit.

A successful check must be made prior to the
combat roundthe dharader wishesto use the
knowledge against the aeature. If the dheck is
made, the charader gainsa +1 to hit and dam-
age ggaingt that credure. Thisbonwsisin
additionto namal strength bonuses and magi-
cd wegoneffeds.

Fortune Telling (Rogue, Priest): This profi-
ciency alows aRauwieto acarately foresee
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something abou a person's past, present, or
future. 1t will also allow aRauwieto gain
knowledge of certainitemsif sheisalso a
bard.

The knowledge aRauwie recaves after using
this proficiency isupto the DM to decide. If it
isbeing used for aLegend Lore chedk by a
Rauwie Bard, he or she gains a +15% chance
to know only if the Fortune Telling ched is
successful.

Fortune Telling also all ows a Rauwie to use
various devices such as bores (dice) and tarot
cards. If these items are used, the Rauwie
gains a +2 to the aility ched.

Conceal Spellcasting (Wizard, Priest): Most
useful to mages and priests, conced spell cast-
ingwill allow a dharader to hide the somatic
gesturesor whisper the verbal comporents of a
spell. Thisisuseful if the mage or priestisin
an areawhere spell casters are not viewed
highly.

Recognize Foe(Warr ior): Most useful to a
Phoenix Knight or Guardian, this proficiency
alows a charader to know who exadly he or
sheisfightingif the aility check ispassed and
thefoeisaknown villain. A Knight usingthis
ability against a @mmon street urchin is most
likely nat goingto get much information out of
it.

Substitute Components (Wizard, Priest):
This allows ell casters to substitute agesture
with words and vice versa.

Guarding(Warrior): Thisproficiency alows
a dharader (Guardian spedficdly) to Parry
incoming attacks directed at ancther individ-
ual. Thisincreasesthe Armor Classof that
individual to /2 the Guardian'sLevel. The
Guardian must be within 5feet of the individ-
ual andasuccessful proficiency check must be
made.
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Sword Forms(Warrior): This proficiency is related to Dueling (Player's Option: Combat &
Tactics). A charader (Guardian) with thisproficiency is kill ed in al sword forms and by making
asuccessful Sword Forms check gains an Attadk of Oppartunity (bonus attadk) at +1 against his
opporent. Sword Forms also lowers the Armor Class of the Guardian by 1 for one round ory.
Sword Forms can only be used 3times per day.

Focus Will (Warrior (Guardian)): After concentrating for one full round the character (Guard-
ian) can focus hiswill for the next 6 rounds and gains a +2 to save vs. Charm and Illusion spells.

Table 10: Taelgar Proficiencies

Name Slots ‘ Ability ‘ Modifier
Criticd Comporents 2 |Wisdom -2
Fortune Telling 3 Intelli gence -4
Conced Casting 2 Dexterity -1
Remgnize Foe 1 Intelli gence 0
Substitute Comporents 4 Intelli gence -2
Guarding 2 Dexterity -1
Sword Forms 2 Intelli gence -2
Focus Will 3 Intelli gence -1

This ends the first bookin the Tadgar Manual series. The next two books will detail the magic
andthe world itself.

If you have any comments, you may email madwys@vegasnet.net or irondrakex@aol.com con-
cerning them.

The Taelgar Manual is Copyright © 1997 FantaSoft Creations
Taelgar has been aroundsince 1989 now almost 10 years later, it’s eledronic form is coming

together. The 5th Edition may be the last Tadgar Edition, but | hope to have many supdements
avail ablefor thisintriguing game world.
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