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“Mr. Giggles”

A constant reminder that not all Curators of magical places are friendly '.l L



INTRODUGTION

Magic is a funny old thing, there’s big magic, little
magic, tiny magic, and all kinds of magic in-be-
tween. Welcome to a collection of the most won-
drous, odd, phenomenal, and enchanting magical
locations that you are going to find across a myri-
ad of contemporary settings for your role playing
games. That is the goal of the Book of Contempo-
rary Magical Places, and the whole series.

We want to provide you with some great locations
for your games.

What you will discover in these pages are a myriad
of places with no rules, we are keeping stats and
numbers out of the equation for the whole series
— we want to give you a toolbox or sandbox of lo-
cations that you can explore and work into your
sessions with minimal fuss and no need for com-
plex conversion tables.

Instead, as you will see later on, we have adopted
a simple system of colour coded headings to give
you an idea of the good, bad, and downright dan-
gerous properties of these places. We also want-
ed the places to brim with a rich history, provide
clues to how they might have come to be, and

more importantly, give you the Games Master,
Storyteller, Referee, the freedom to change things
as you want.

Nothing in this book or the following books in the
series is ever set in stone — so feel free to use the
locations as a jumping-oft point for your own ide-
as and expand on what we have here in the various
power levels, time periods, and concepts.

If you want to transport some of these things into
your medieval fantasy game, it is possible, whilst
the places herein have been created for the afore-
mentioned time period, there is nothing stopping
you from changing some of them to fit.

‘Jackdaw’s Bench’ is a good example of an item
that could indeed slot neatly into a fantasy realm,
could even work in a science fiction campaign, and
certainly works in modern, horror, or near-future
settings.

So with that in mind, we welcome you once again
to the Book of Contemporary Magical Places and
hope you find something to use, inspire, twist,
re-design, and delight your players with as you ex-
plore the myriad of locations within.
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This book has been designed for you to easily
take these places and use them in your campaign
worlds, focused upon contemporary time periods
and the games that support them primarily - to
this end we have colour coded our locations with
various special effects that may or may not have
detrimental or dangerous properties as well.

Certain places use the colour green
to represent a beneficial or positive
property that confers a possible
bonus when the player characters
are located there.

For those places that do have
detrimental effects or dangers, we
colour them in this shade of red
and often attach notes to explain
how the detriment might affect the
player characters, or the place itself.

This simple system allows the Games Master
enough flexibility to be able to see how places
might have actual mechanics in their game world.
For those places that may have a chance of some-
thing happening, we often use a simple percentage
along with the possible bonus or detriment.

There is a chance (10%) that the person standing
in the graveyard will pick up a message from some-
one close to them. There is also a chance (5%) that
the person will attract unwanted attention from
the other side, or even receive a misleading mes-
sage from a spirit masquerading as a loved one or
departed friend.

We have also attempted to balance out some of
the more powerful locations with detriments that
make sense based on the location itself, its power
level and the time period from which it hails. As
a rule of thumb it is advisable not to stack on too
many detriments to the locations, because whilst
a cursed place fun for a while, too many cons out-
weigh the pros and can often lead to disgruntled
players. You are, of course, free to do what you
want, but you may find some of the areas become
unweildy if you change too much about them.

For other interesting facets about a
location, we use this colour blue.

That way you can scan an entry

and get a quick answer to on-the-spot
or impromptu questions from players.

This symbol and its corresponding
number points to a location on the
maps at the end of this book. Some
of the entries will remark that a
location is ‘lost’ but the map will
show their actual location.

26

So that is our quick ‘How To" and will be pretty
much the same for the whole series of books, since
it is our goal to provide as much flavour as possible
and let your imagination run wild with the rest.

We hope you have as much fun with these places
as we did in creating them!
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Magical Power Levels

We have a simple system to classify the magical
power levels of the various items in this book,
ranging from Mina (very minor cantrip like
things) to Cosmica (items that can alter the heav-
ens, change the alignment of planets and so on).

We've used the same system as we did in The Book
of Contemporary Magical Things.

Mina:

Tiny forgotten areas that crop up in numerous
places across the world, there are thousands of
these little magical pockets of reality.

Minora:

Not as numerous as the above, the Minora of plac-
es are still minor in power but they often have a
little more oomph compared to the Mina.

Media:

Media places are imbued with a little more bang
for your buck; they are often the focus of strange
events and odd happenings.

Majora:

These locations are really quite powerful, whilst
not capable of incredible changes in reality and so
on; they are the focus of magical rituals and have
noticeable magical effects that go along with them.

Maxima:

Maxima places have extremely noticeable special
effects attached, are capable of reality shifts and
other dimensional trickery - they are also often
used as cult grounds or ritual sites.

Magisteria:

These places hum with power; they positive-
ly glow and have been involved in the centre of
some amazing magical happenings in the past.
These places are fewer in number than the previ-
ous power level, but still numerous. They are also
often the focus of dimensional breaches by powers
that are best left unspoken of.

Magnifica:

Like the name, these magical places are few and
far between, magnificent locations of true mys-
tical intent and whilst they might not be wholly
active these days, they are capable of great reali-
ty shifts and more. Some magical creatures take
these places as lairs and many powerful cultists
look to claim them for their own.

Miracula:

The magic bound into these places attracts the
most powerful beings, demons, devils, fae crea-
tures and more. They are very few in number and
only a handful are ever active at once, to have
many more would likely tear a planet in two due
to the forces unleashed. Miracula places have ex-
tremely noticeable effects and often time flows in
a different way within them.

Cosmica:

There is only one Cosmica Magical Place at any
one time, to have more than one would require
enough magical energy to burn out a Solar Sys-
tem. They are extremely potent and often become
the lairs of the most wondrous or diabolical mag-
ical creatures known to the multiverse. Time can
often stand still in them, and some places like this

actively flaunt the laws of physics as well as life
and death.
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Mankind’s stories are filled with places that hold a
mystical quality or some other magical force that
affects those who visit it. Camelot, the Kingdom
of Prester-John, Atlantis, many are the names of
those long lost and almost forgotten locales. Many
of these locations are still in existence but equally
have been wholly or partially forgotten by human-
ity. As Neil Gaiman once said “There are today less
than a thousand who walked the streets of Atlan-
tis” and human memories even those of the truly
old, are frail.

Still, some ember of memory exists, a patchwork
of energy in the oldest minds whose loose lips
have, over the ages, let slip the existence of the
great civilisations that predate the dinosaurs, the
first, second, and fourth Atlantis, Caer-Ys and
its mad queen, elves, dwarves, and darker things
without souls. These whispers have lingered in the
minds of humanity and given rise to its greatest
legends and stories. They may, as a whole, forget
where these stories come from but for the few tru-

MINA. OR CURIOUS ODDITIES
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ly old that remain, it is a personal history.

Mina locales may seem very minor, and in the
grand cosmic scale of things they are, but even the
smallest pebble can startalandslide. A single bench
with an actual memory can disrupt the whole civili-
sation if measured, quantified, proven, and posted
on YouTube. Be thankful for humanity’s continued
cynicism in the modern age of the technocracy.

Just imagine what would happen if humanity

found out the real reason that they haven't heard
alien signals. It doesn’t bear thinking about.

Jackdaw’s Bench

This simple wooden bench made with caretully
carved white wood has a soothing feel about it, it
brings to mind war summer’s days sitting watch-
ing the world go by, or with a loved one, holding
hands and talking about the future. It sometimes
has crumbs strewn around the legs at the front,
but no one sits on it any more.
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It resides in the back path of a small park in Shoot-
er’s Hill, Greenwich, London, where its usual oc-
cupant is now too old and infirm to go outside and
sit in the sun. Now the only thing that bothers to
sit on the bench or around it is a small jackdaw
that visits the location three times a day exactly.
The bird is as regular as clockwork.

The bird comes in the morning just after the sun
has risen, in the afternoon when the morning is at
its zenith and an hour before dark in the evening.
This portion of the park seems perculiarly suscep-
tible to fog. Where the rest of the park could be
clear in the evening, this bench and its surrounds
are often shrouded in fog, especially in winter.

No one truly knows who placed the bench here
in the park or why (it’s different to the other park
benches being of white wood), but whatever they
did had a profound effect on reality, not the great-
est magical effect of course, for this is only a Mina
Place - but an effect non-the-less.

When you sit on the bench you can recall a con-
versation you may have had years ago, perfectly,
bringing to mind the words, memories and feel-
ings associated with that particular memory. This
is not a memory of a memory such as every other
recollections that humans have, but an actual fully
replayable self-perspective of the event as it un-

folded.

It is advisable that you do not linger for too many
hours in contemplation of those memories, for the
bench has an unfortunate side effect — it brings to
mind the most painful memories if you spend too
long seated upon it. Any longer than two hours
and you will begin to experience things that you
had repressed or locked away. There is a reason
the Curator group “The Gatecrashers’ call this
park ‘Milk Wood Dylan Thomas, the Welsh poet
and writer of ‘Under Milk Wood’, warned against
dwelling on mournful memories. Whenever it
needs a lick of varnish or weeds clearing, or even

bird seed leaving, J ] Malpas, office clerk and mid _

level hedge mage, whose house backs onto the
park, will treat the bench and jackdaw to some
much needed TLC.

The Back Seat

This place is not really a single place, it is more o

an idea that tends to appear when you least expect
it on any back seat of most modes of transporta-
tion. Subway, railway, taxi cabs (private or other-
wise) and in some cases even rollercoasters (very
rare). No one in mystical circles is truly sure how
these places come to be either, they seem to be
the natural creation of inherent magical energies
collected over a period of days, weeks, months, or
even years. The occupant of the seat is able to read
the thoughts of anyone nearby.

Whilst the effect of the Back Seat could be de-
scribed as fairly powerful, the fact that it is fleet-
ing, random and wholly dependent on being at
the right place, at the right time, is why we really
consider it a Mina affair and so do many occultists
and Curators.

The first encounter with a Back Seat was on a cold
November night in 1952 when a Mister Delacarte
was able to tune-in to the driver’s homicidal
thoughts, Mister Francis Delacarte was shaken
and extremely frightened as he left the taxi cab a
block before he should have and stumbled into a
gang shooting.

Francis was shot three times, survived and was
taken to hospital where eventually he made a full
recovery.

The Back Seat effect never happened to him again,
though he did speak to Arthur Murray about it.
Murray being a renowned parapsychologist might
have been the first person to document the phe-
nomenon, he certainly was not the last.

A Back Seat allows the passenger to hear thoughts
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for up to five minutes; these can be direct from
one person or a jumble of mixed voices that come
from a whole bus full of people.

If there are more than two or three people it be-
comes extremely hard to concentrate and may
give the passenger a migraine.

Graveyard of Whispers 3

Magical energy is a strange thing, no one fully un-
derstands it, where it truly comes from or how it
can settle into mundane items, fall on old or new
places and just poke reality so that it behaves in a
manner contrary to what most people call: real.

The Graveyard of Whispers is one such place -
again — not a real place by any stretch of the imagi-
nation, more a place of possibility, a place that you
might have walked by on a long amble through a
town, village, city or other kind of settlement or
community. Magic here has permeated the very
gravestones, sunk into the stone and begun to
leak around every bit of granite, grass, marble and

iron. The freshly interred, those who are not yet
ready to leave their earthly remains behind can
sense it too.

They speak to the magic and sometimes the magic
talks back to them. The magical effect also seems
to be stronger as the veil between worlds grows
thin, the closer that the clock comes to 12:00 Mid-
night - the louder the whispers of the dead be-

come.

A Graveyard of Whispers is a one-way radio to lis-
ten to the dead and the person who stands there
for over an hour in complete silence will eventual-
ly synch-in to those voices of the nearly and dear-
ly departed. Those with psychic powers (latent or
otherwise) will pick up voices from older graves.

There isa chance (10%) that the person standing in
the graveyard will pick up a message from some-
one close to them. There is also a chance (5%) that
the person will attract unwanted attention from
the other side, or even receive a misleading mes-
sage from a spirit masquerading as a loved one or
departed friend.

Francine Lockwood, a reliably curious Archaeol-
ogy Professor at Evergreen College at Olympia,
WA., keeps a watch at Calvary Cemetery for an-
yone who might disturb the area. She seemingly
has authorisation to study and protect the area. It
is thought that Lockwood suffers friom a debilitat-
ing skin disorder but has not let this hold her back
in her studies.
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The White Door

Have you ever seen someone fumbling wi|i

their keys outside a white door, a white door on
an inconspicuous street with many other doors
like it? Perhaps there is a leaded-glass lantern
over the top, or it might have a half-circle glass
insert. They spend a long time at that door, try-
ing to get the key in the lock or picking their
keys up from the floor.

They talk to themselves at times, you can-
not quite overhear what they have said and if
you offer to help them, they brush you off, or
they might appear somewhat flustered. There
is a perfectly good and logical reason to this,
though it might fall outside the realm of what
you perceive as mundane.

They are talking to the door itself.

The White Door or Loquacious Portal is a well-
known and fairly well documented fact in many
schools of the occult. No one can fully agree on
how such places come to be, but most of the
doors encountered across the world are often
associated with homes that have a high concen-
tration of magical activity inside or at least sit
on the conjunction of several ley lines.

What then is a White Door, it is a door that is
imbued with a mystical life all of its own. It can-
not open or shut itself. It can converse in several
languages — usually related to the location that
the door is in, how long the door has been sen-
tient and if it has access to any other dialects
beyond the standard for the area.

A White Door in India might speak several re-
gional dialects for example. Regardless of where
the door is located it can provide those it con-
verses to with a lot of interesting facts about
where it is. These doors see a lot and they do
not mind telling you in great detail just what

they have seen. If your neighbour is having an af-
fair over the road, the door can tell you ALL about
it. An armed intruder waiting inside to attack you,
an angry spousewaiting to scold you, Police look-
ing for you, the door will know - extradimension-
al aliens coming to kidnap you, the door probably
will not know that since doors like this cannot see
the future.

The door may or may not tell you all you want to
know, this actually depends on just how you have
looked after the door in the past. If you have been
friendly to it; cleaned it, polished it, kept the glass
spotless then you are very likely to have a great
confidant and the door will speak to you of a great
many things.

On the other hand, if you have neglected the White
Door then expect it to feed you false information
or refuse to talk to you at all.
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Platform 6

Platform 6 can be found anywhere there are train
stations; this includes tube stations and the Lon-
don Underground. Platform 6 has been touched by
magic somehow, it leaked into every single brick
and light fitting - transforming the atmosphere on
the platform and changing it in very subtle ways
— after all this is still one of the many Mina places
of magical confluence and as such you should not
expect too much pomp and spectacle in terms of
mystical effects.

Platform 6 can have a few minor effects attached
to it, and rather than just give you one to play with,
there are a few which can attach themselves at any
given time.

- A mysterious ghost passenger always seen at the
same time, same place, waiting for a train that will
never come (it stopped running years ago) - turn
around and she’s gone.

- Mysterious thefts of minor items, little things van-
ish and usually end up in the pockets of those less
fortunate - due in part to the actions of tiny mag-
ical beings from one of the many fae realms, these
little tykes are nicknamed Levellers and they like to
take from the rich to give to the poor.

- Very minor fractures in time that cause watches to
either stop run backwards or lose/gain a few min-
utes here and there.

- Radios, mp3 players, iPods or other devices pick
up mysterious voices that filter through from other
realms or worlds, even the afterlife.

- Strange static electricity passes from one passenger
to another randomly.

- Ghostly shadows flit across the platform at 12:00
Midnight.

These are just a few effects that can be attributed
to a Platform 6 location, the most commonly ob-
served phenomenon by Curator organisations and
amateurs alike. There are other effects but they are

beyond the scope of the Mina power level present-
ed in this book.

In addition to these effects anyone on a Platform
6 experiences a sense of calm and serenity even
if there are moments of extreme stress. There are
less violent and rowdy outbursts in a Platform 6

location and overall the populace seems better be-
haved.

Street of Many Things

The Street of Many Things was first discovered
in 1982 when a retired criminal on the run from
some members of his ex-gang took a wrong turn
down a strange alley. John Thacker ended up else-
where that fateful night and found himself on a
brightly lit street, under an unfamiliar sky and
with dozens of people dressed in various garish
outfits.

The Street of Many Things is presented here as
a Mina place, mostly because it does not change




reality in any significant way nor is it enchanted
with a great deal of power. It moves from place
to place, randomly, arriving and vanishing from
alleys on a whim.

It is one of those places that brims with curious
and interesting mundane items packed into doz-
ens upon dozens of shops, market stalls and little
out of the way sellers owned and operated by a di-
verse collection of interesting individuals of every
shape, size, colour, gender and creed.

No one knows exactly what the street was created
for, or who was able to enchant a whole street to
randomly move around the world. It is extreme-
ly hard to find if you are actually looking for the
Street of Many Things, and it certainly does not
come with any kind of signpost in the real world.

That said, there are those who do know how to
find it, but rest assured even though the street can
be studied and does not offer anything special or
out of the ordinary beyond mundane items of in-
terest — the price for getting information on where
it is going to be next, and when, will be extremely
steep.

There is a 257 ¢hance that you can find any mun-
dane item that you are looking for in one of the
many. establishments, or from one of the many
shady corner traders on the Street of Many Things.
Getting off the street presents an interesting chal-
lenge, depending’ owlong YQ. end on treet
shopping or eating some of the-delicious foed sold
theg_e, depends onsexactly where you will evr up.
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Talke too long and the street will mowve, appearing
elsewhere, this could be a few blocks away or in a
totally different country.

Fortunately there is an old-fashioned and ornate
clock atop a wrought-iron gateway that tracks the
time until the street is due to shift location again.

Curators are aware of one particular location where
the street appears on a semi-regular basis in San
Francisco; behind the corner of 20th Street & Bry-
ant and down an alley which, on certain days, will
magically open up into a district way too big for
the space it is supposed to occupy. It was first re-
vealed by a worker for a telecommunications com-
pany who had been missing for eight days. Tasked
with installing new phone lines, Paulo Esposito
found himself trapped in the street, confused and
frightened. He was arrested by the street’s “Watch-
men” when he stole food to survive.

According to Esposito, he survived a lengthy pris-
on sentence thanks to some pro-bono representa-
tion by a well meaning resident of the street known
as ‘Michael Scott Mears, attorney licenced to prac-
tice before the Court of Dreams’.

The alley, and the street of many things, has an un-
usual guardian. ‘Duncan McGee’, is a resourceful
talking black and white cat. Traveller and bon-vi-
vant, he is always where you expect him the least.
He also doesn't know if he is a cat who can talk
or a human being transformed into a cat but right
now he doesn’t seem to care as he is held in great

affection by all who dwell on the street.
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Talking Tiled Floor

This tiled floor looks like any other tiled floor, re-
plete with repeated patterns of white, brown, black
and grey coloured rectangles made from stone or
marble. In places the pattern seems oddly off and
breaks the repetition, in other places there are
definite recognisable shapes formed from the mix
of monochrome pieces.

The floor is unremarkable in every respect save for
between 4am and 6am the tiles glow with an odd
light. It is at that point when walked upon; a mys-
terious and disembodied voice intones a single
word per tile. This voice can be male, female and
of any accent or race at the time. Sometimes each
voice is different in tone, pitch, gender, quality and
speed depending on which tile you step on.

The floor can pick up words spoken in the area
and store them on the tiles for several days. Se-
cret societies and those who want to leave mes-
sages for their fellows found they can do so via
the floor. Perhaps the most famous of these tiled
floors resides in Cluj, Romania, outside the Court
of Appeal and is cleaned daily by workers hired by
Jerith, a wealthy local land owner.

Crack in the Wall

There are lots of walls across the whole planet,
many are just that, walls that serve their intend-
ed purpose. There are a lot of cracks too, most of

these cracks are bog-standard features that come
with age and wear thanks to wind and weather. A
few of them are a little bit more, so over the years
they draw in a little bit of magic, a tiny sliver of the
essence of sorcery and before anyone knows it —
you have a Crack in the Wall that is so much more
than just an ordinary bit of damage.

What usually happens is that two cracks become
interconnected and then before you know it they
create a link from one to the other. An object
placed in a wall can be stored there and later re-
trieved from another crack in a different wall. So
say you have a cracked wall in Lisbon, you put a
pound coin or a dollar in there — a month or so lat-
er you travel to the crack’s other end - hypothet-
ically say, at the base of the Great Wall of China.

As long as you find the right part of the wall you
will be able to pull that object out of the other side
of the crack with no trouble at all. Larger cracks
can allow for larger objects and there are rumours
that some cracks could admit a person. Some
cracks are hair like and hard to see but others just
collapse and appear as a tunnel that’s been dug
from the wall and earth beyond beyond. No one
has yet tried to travel this way.

What happens if you do try though?
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o There is a 10% chance that you will become lost
in the magical pathways that intersect through
the cracks, end up in another dimension or a
totally different place.

o There is a 5% chance that you end up in a differ-
ent time period altogether.

o There is a 2% chance that you will end up on a
different planet.

Games Master Note: Go ahead and roll that

%-chance dice three times to see what happens, you
know you want to.

The Whistling Stone

One day you will be walking down a shady coun-
try lane, it may be years from now, but you will be
wandering down that lane. It does not matter the
time, the day, the weather or anything like that -
you will hear a sound not unlike a child’s playful
whistling — quite melodic but slightly out of tune,
that way most kids tend to sound.

If you take time to follow the sound to its source
you will not find a single person around. What you
will find is a curious place with a single smooth
grey-white rock, a rock that looks like it might be
old beyond imagining.

This is a whistling stone, a strange little oddity
that’s both a place and a thing, though one can-
not exist without the other. Stones like these are
usually found in leafy places, country lanes, and
tiny woodland sometimes they can be discovered
in clearings or copses.

The stone emanates a very low-key magical field
if examined and produces the child-like whis-

tling. The whistling can take the form of a song,
a nursery rhyme, television theme (Doctor Who
perhaps) and so on - any kind of music can be
replicated.

It is unknown how and why these stones are capa-
ble of replicating these musical pieces, from classi-
cal symphonies to ditties — they just do. The place
really serves no function other than to produce
this kind of musical effect, there is no beneficial
effect or negative effect that has been catalogued
and it all remains quite a mystery. Anyone tempt-
ed to remove the stone will discover that the effect
has gone. Even if the stone is replaced, it is gone
forever. It may be of concern to some that despite
being of little use, the blackmarket fence and fixer
in Tokyo known only as ‘Kadishev’ is desperate
to obtain as many of these stones as possible. He
seems to know somehow if they’re genuine and
one or two heads of those who try to cheat him
have been found in local baskets.

Babbling Brooks

Notable artist, explorer and nature rambler Sir
Lord Leiwolf Crook first discovered the existence
of Babbling Brooks on a hot summer’s day in 1969
when he was searching for a decent spot to paint a
rather nice landscape near his estate of Todd Hall
in Lostock Hall, Lancashire. He wanted some-
thing that had trees, sky and some form of water
feature - so he found a nice spot near a small gen-
tle-flowing brook.

Lord Crook settled down to paint and spent the
afternoon putting brush to canvas; he listened
to the sounds of nature around him and became
aware through his other senses of some magical
effect close by. After making sure he was at a de-
cent place to pause his artistry he began to exam-
ine the local area.

He found that the magical emanation came from
near the eastern shore of the little brook, right
where a small collection of various stones formed
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a clump that made the water giggle and sound like
it was babbling, joyeously but incoherently at first.
Lord Crook commented on the delightful sound
and the brook answered back. The explorer was
not as shocked as some might have been, so he be-
gan to talk to the brook. He discovered that latent
magic, an intersection of Ley Lines and some pre-
vious sorcery had created an interesting circum-
stance by which the brook had gained sentience
and could speak.

He found that the brook’s knowledge of subjects
was quite wide and varied and based on eaves-
dropping, the brook had seen a great many things
over the years and it had been observing all kinds
of people who came to stop by. A lot of families, it
told him, spent their time at the side of the brook
with picnics and so on.

Crook was fascinated and from that point began
his magical explorations and eventually wrote
about the brook in his treatise on magical phe-
nomenon, a copy of which can be found in the ar-
chives of the Eternal Library. He is known by far
older wizards as “The Lord of Chaos’ or “The Saxon
Druid.

Crook resides still in Todd Hall and his will cur-
rently states that his ashes are to be scattered in
the brook. He has made many attempts to buy the
land but the local council has, frustratingly, never
agreed to sell it.

He is fiercely protective of the brook and will em-
ploy dangerous and chaotic magics to ward off de-
velopers but will also protect visitors who wish to
sit and dream by the peculiar stream.




The Wall of Faces

In 1968 the first Wall of Faces was discov:
outside of building in the French Ward of New
Orleans. It disturbed the couple who made a
wrong turn down an alley there and came face to
face, or face to faces with a dozen or so disem-
bodied silent visages that stared at them from the
nearby wall. The phenomenon was not an isolated
one either, several other Walls of Faces appeared
around the world in the years to follow.

There was a sighting of a wall in 1985 in Taiwan,
1992 in Tahiti and two sightings of a wall in both
Guernsey and Jersey. In 2012 there was a Wall of
Faces very briefly behind the Whitehouse in the
US and in 2017 the faces reappeared, this time
remaining for six months at the back of the Ash-
molean Museum in Oxford. Not only impervious
to research but also freaking out the patrons.

Any attempt to communicate with these wals has
been met with silence, they seem to be completely
devoid of intelligence and appear to only consist
of mute faces that cry and wail silently. No one has
yet reached out to touch one of these walls and it
is unknown what would happen if someone did
make contact.

There have been some theories on what the wall
might be, a few notable occultists, including the
renowned Doctor David S. Robinson, Antiquar-
ian and professor of antiquities at the Museo de
la Alhambra in Granada, Spain, have postulated
that the walls might actually be shifts in reality
that are from a dimension akin to that of hell, or a
purgatory or someplace where spirits are kept for
eternity.

To support this theory he notes the pained expres-
sions, sense of anguish and sometimes the look of
abject terror or fear on these men, women, and
even children.
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Dark Room

A Dark Room is a phrase coined by those people
who investigate and police the supernatural, in
the case of this phenomenon ‘Dark Rooms’ are
locations where a magical effect either completely
devours the light from an area, or diminishes it
such an extent that even the brightest torch has
the lighting effect of a match in a large cavern.
A Dark Room defies all mundane attempts to
provide light, devours torchlight and complete-
ly sucks away natural light. The only way to illu-
minate such a location is by the use of a magical
item imbued with some form of light, or use some
amateurs call “a spell” to counter the effect of the
Dark Room.

Those who find themselves in a Dark Room often
experience a sense of foreboding; an inkling that
something terrible has happened close by or in
the very room itself and might even hear whispers
from another dimension or plane of existence.
Perhaps the event is yet to happen but the timeline
instinctively knows it's an upcoming event and, in
its view, it is yet to happen, is happening, and has
happened.

Several occultists, curators, and notable paranor-
mal investigators have postulated that the effect

could come from an elemental plane or dimension
where darkness is the prime force.

They claim that such a phenomenon is the result
of cracks between the two dimensions, where the
walls are thin and the supernatural dark is able to
leak through - this is often backed up by the con-
cept that a Dark Room is not uniform and there
have been cases where the darkness effect has
been less — appearing instead like a shadow has
fallen across the area.

Others postulate that the room could have been
created as a negative psychic effect to some trau-
ma, or event that happened within - this tends to
lend credence to the associated sense of forebod-
ing or unease that can sometimes accompany a
Dark Room.

Apart from this the Dark Room offers no other
effect, so far there has not been a single recorded
instance where anyone has encountered an other-
worldly being in a Dark Room, or been attacked
by supernatural forces whilst in one.

Of course, there are organisations whose sole job
it is to cover things like this up. The 13th Bureau is
especially adept at taking the magical and explain-
ing it as mundane, their methods are questionable
and their modus operandi often involves strong-

arm tactics and coercion.

An Echo Lane is another audible magical phe-
nomena attached to a place. These lanes have usu-
ally seen a great deal of life in the past, may have
been the site of some tragedy or event that has a
strong emotional connection - procession, wed-
ding, murder, annual fare or fete - something that
has left an indelible mystical imprint on reality.

Echo Lane

In 1951, a Miss Jane De’Salle of Paris, France, took
a stroll down a nearby lane, close to her home. It




was 6:00pm exactly when she became aware of the
sound of gunfire and bombs, a terrifying whistle
“ripped through the air and a deafening bang as-
"aulted her ears. Scared MISS De’Salle threw her-

d was the ﬁrst recorded experience
= of an Echo Lane in history. Echo Lanes act as a
receiver for events that transpired near them, in
M them or around them, often picking up on ex-
treme emotional and impactful happenings.
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Occultists have theorised that the Echo Lane,
brimming with magical potential captures these
sounds and holds them like a recorder or casseltte
player. ‘They believe that at certain times the con-
ditions are perfect for a replay of these events only.
'There are no visual signals that come with the
Echo Lane, only sound.

Other examples of Echo Lanes are the inces-
sant ringing of a bicycle bell or the sound of an
ice-cream truck when theres no one there. 'lhe
sounds of a car engine revving up or backfiring,
the screech of brakes or even screaming people
have all been documented as effects of this loca-
tion.

‘There are dozens more documented audio phe-
nomenon on Echo Lanes, usually found in the au-
dio records of psychic and paranormal investiga-
tors who study these odd places across the world.

A Fertile Allotment 14

"These allotments can be found all over the world,
where people till soil, place down vegetables and
grow their own food. 'The difference is that the

ground is always fertile, it staves off the elfects of

wind and weather and not a single insect or ver-

min can get at the crops.

The ground protects the crops and ensures that
when it’s time to pick those tomatoes, or grab that
rhubarb - it is perfectly ready and nothing marrs
or blemishes it.

For most of the time that is all you find from an
allotment of this nature, but there are other allot-
ments that not only protect their crops but ensure
a monster growth spurt as well. Herbert Bent’s
garden in Speke, Liverpool, has been known to
produce some extremely large, juicy, and unblem-
ished tomatoes and has done for years.

To this day magical researchers have been unable
to discover a reason why some of the ground is
that fertile, and that magical. There are theories
that range from an intersection of Ley Lines (a
popular one for most magical locations), the bless-
ing of some goddess of agriculture (another popu-
lar one) or disembodied gardening spirits (not as
popular, but gaining traction in some quarters of
the occult world).

The Naughty Step

IF5

This magical phenomenon manifests in a quiet
home in Seattle, Washington owned by a Dr. Ed
Locke, that once had children who are severely
misbehaved, they were placed on a step for regular
time-outs and usually had to remain there until
they can convince their parents they are going to
‘be good’ Now obviously, a child can trick a parent
into releasing them from the naughty step - but it
is a different matter when that child is attempt-
ing to bamboozle or otherwise convince a minor
spirit bound into a stair that is using subtle reality
manipulation to keep that boy or girl in place.

Psychic researchers who have studied this phe-
nomenon have noted that the child cannot move
once the parent has placed them on the naughty
step, usually they are only allowed to leave that
step if they have been told so by the parent. In this
way there is a symbiotic and empathic relationship
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with the Mina spirit that inhabits the step, perhaps
they are related, the spirit of a loved one who de-
parted the mortal coil a while ago.

The spirit monitors the child’s behaviour and
looks for changes in their attitude. A truly pen-
itent child will be released quickly, compared to
one who takes a good few hours to come around
to the parent’s way of thinking. Of course if the
spirit thinks the child is being punished unreason-
ably it will let them go almost immediately.

A truly naughty child will be held for a while,
sometimes longer than they should be and the
spirit will inform the parent vocally about why.

This can come as a shock to house owners who do
not realise they have, in essence, a haunted pun-
ishment step.

These steps are usually benign in nature, however
there was one such case in 1981 where a young
boy who refused to be good learned the very hard
way just how malign some of these spirits can be.
When he refused to be good for his mother, she
placed him on the naughty step, whilst doing so he
struck out at her and knocked her over. The wom-
an landed on a table and was killed by the fall.

The doors slammed, the windows shut and the
whole house plunged into darkness - the boy lost
sight of his mother and remained trapped on the
step, he could not move.

When police finally entered the residence a few
days later after concerned neighbours raised the
alarm over the disappearance of both the son and
his single mother, they found the dead woman by
the table and the boy dead on the naughty step,
still locked in place.

The story is that he had died of fright rather than
starvation and dehydration.

The moment the police attempted to remove the
child, they were assaulted by the spirit who had
grown much stronger due to absorbing the life
force of the mother and child. It manifested a vari-
ety of poltergeist like phenomenon until the con-
stabulary were forced to withdraw.

They all claimed to have heard an angry voice re-
peat the word, “Naughty”

The details beyond this are sketchy; the informa-
tion presented came from the spirit prior to being
exorcised from the residence by Reverend Joseph
Blackwell a few weeks later. Dr. Locke found all
this quite amusing until the strange occurances
ramped up and he was forced to move.
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Hallway of Dancing Cats

Perhaps one of the more amusing, comforting
and odd magical places can be found in a small
hotel lobby in Amsterdam, just off the main hall.
Here there is a single hallway that manifests both
an audible and visual magical effect every second
Thursday of the month. For three hours only the
whole hall is filled with a delightful symphony of

cat purrs, gentle meows and lulling thrums.

Along with this comes the visual effect, dozens
upon dozens of cats who dance, gambol and play
through the whole hall. These vaguely transparent
felines affect nothing, cannot be interacted with in
any way, shape or form and leave no lasting im-
pression upon the environment. They pass harm-
lessly through objects and run back and forth
through walls. Whilst they seem to be able to in-
teract with each other without a problem, as they
rough and tumble across the carpet and into door-
ways they do not respond to calls or loud sounds
around them.

Psychic investigators are at a loss as to how these
phenomena came to be, and the oldest resident of
the hotel claims that the cats have been seen in the
hall since as early as 1946.

The hall does have a soothing effect due to the
cats playful purrs, those who spend any time in
the hall claim that their stress levels just float away.

Inspiration Mile

Have you ever thought of something real-
ly neat but just cannot quite get the idea to
form, perhaps it is a plan for a new device or
a program that you cannot get working on a
computer, or a song, short story, any kind of
concept that just remains totally ephemeral.

It is always just a hair’s breadth away, on the tip of
your tongue, the back of your mind but you can-
not solidify the idea into something more than a
ghost of a thing.

An Inspiration Mile is the answer to that dilemma,
a single long stretch of road or a trackway some-
where on the planet. Inspiration Miles can form
just about anywhere there is a decent nature walk,
a ramble, bit of road, highway, side of the motor-
way or even a main street that you like to take a
walk or a run on.

You know you are on an Inspiration Mile too,
there is a slight tingle at the back of your neck fol-
lowed by little pin-pricks of thoughts, your mind
automatically rolls onto that thing which has been
giving you trouble. You find yourself thinking on
it almost constantly, rather than problems, the
Mile gives you solutions and they jump unbidden
into your conscious from your sub-conscious.

Some researchers into this phenomenon have said
that an Inspiration Mile might have been involved
as far back as Oppenheimer in 1945, and the first
detonation of the Atomic Bomb. They theorise
that the bomb’s design was just out of reach one
moment and then the next the Manhattan Project
had the answer. Some Curators refute this as it
would predate the existence of artifacts (see The
Contemporary Book of Magical Things).

Regardless, when you walk an Inspiration Mile
with an unanswered problem, you will get the an-
swer you seek when you leave the other end of the
Mile.
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Researchers have also theorised that the Mile
is inhabited by entities that operate on the
thought-patterns of the human mind, helping de-
clutter it and focus it on the answer at hand. Oth-
er researchers have said that for some reason the
Mile is a conduit for the collective brainpower of
humanity, and like a magical computer highway of
information it allows the walker to pick up on the
right answer.

No one truly knows which theory is right, how-
ever, extensive experiments with the Inspiration
Mile have proven it is a real place and a valid phe-

nomenon.

These places are a relic of an ancient time, part
of an old network of magical gates and effects
that once dominated the world. Mostly focused
around Ireland, England, Scotland and Wales, Fae
Arches have been around for decades. These kinds
of arches may have had incredible power back in
the day, but now they are severely diminished and
classified by occultists and researchers as a Mina
place of magical power.

Fae Arch

Often comprised of a pair of trees where the
branches make an interlocked arch, growing nat-
urally that way, Fae Arches exude only a fraction
of the power that they once had, but even that is
enough to trigger the senses of magically sensitive
people, beings, practitioners and the like.
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A typical Fae Arch has fractured glimpses of the
world beyond our own, one of the Fae realms or
at least another dimension closely associated with
the concept of Fair Folk or spirits of nature. It is
these minor leaks of magic and bliss (or terror)
that mark the place as being more than just a nat-
ural feature.

A Fae Arch lets the viewer look into another realm
from time to time, there is no set day, date or time
when this effect can happen. To scholars it seems
entirely random and chaotic, they have performed
several experiments to attempt to catalogue and
make sense of the visions that come from the arch
- so far nothing has made any kind of sense.

The arch tends to show fragmented visions of oth-
er worlds beyond our own, there is often no rhyme
or reason to these fragments and they are usually
completely out of chronological order - they may
be months, years, days or minutes early or late as
the chaotic energies are drawn to the Fae Arch.

There are rumours that if the ancient network that
powers these random features were ever re-acti
vated, or stabilised, then the story may be different

and the arches might transcend their simple Mina
classification in the eyes of occultists and investi-
gators. Those who have passed through the arch
say there has been no sense of ill effects, nor have
they been harmed.

There is a 2% chance that any being that does pass
through a Fae Arch is sent to the Fae realm con-
nected to the arch at the time, this may account
for ramblers and walkers who sometimes vanish
in wooded areas and are not seen for years and
years. Some of these people who return are driven
half-mad by the experience.

Summer Alley

It is not just visual effects or sound that magic cre-
ates when it leaks into a place; there are other at-
tached effects as well. Olfactory effects are possible
when the magical energies all combine together in
one place and a particularly strong emotion or at-
tachment is created at the same time. One such
place is Summer Alley, so named because regard-
less of the time of day, season, weather or other
smells in the vicinity — this alley always smells like
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summer and those people who take a walk down
the alley are met with the scent of summer flowers,
pollen and even the scents of memories that they
might have had during a hot summer’ day in the
past. Whilst there are no visuals effects attached to
this place, the scents are so strong they can some-
times trigger mental images of the scene or mem-
ory of the person’s past summer experience.

Apart from that, Summer Alley is wholly unre-
markable as a place and offers no other effect or
any kind of magical benefit. Unless you happen to
love summer, then you are going to feel more at
ease in the alley as fond memories resurface.

Possibly the most easily noticeable Summer Alley
is the Al-Mahlawi in Alexandria, Egypt. A lane so
delightfully calm and nurtering that the noted ar-
chaeologist Dr Maxine Chandler moved here and
began her work on the sunken towns and temples
of the Nile delta.

Sally’s Well

Sally Walsh always had a soft spot for her garden;
it was to her, a magical place that she loved even
as a child. She tended it constantly, usually daily
unless the weather was too inclement and always
made sure it was well looked after and never al-
lowed to overgrow. She recruited friends to help
out and always had the most wonderful garden
parties.

Although she loved her garden, one place in that
garden was hers and hers alone. She had dug a
small shaft down to the water table, let it fill and
placed a beautiful little dry-stone well over the
whole thing.

Next to the well was a worn, well-loved wooden
chair and at the base of the well one single small
garden gnome next to a toadstool.

When Sally got too old she was placed in a care
home and her garden was left forgotten, her house
eventually fell into rack and ruin in the mid 1970’s.
All save for the little spot in the back where the
well and gnome were, for some reason Sally’s Well
defied the ravages of time and the attempts for na-
ture to take the area back.

It was always kept cultivated, always clean, the
well was never empty and the water was never
stagnant. Thankfully the house eventually passed
into the hands of another couple who saw how
badly it had been treated, they fell in love with the
property and restored it — the only area they did
not touch was Sally’s Well, they felt it was perfect
as it was.

The magic of this place works only here and en-
sures that the garden is always perfect, the well is
always full and the little gnome, or perhaps some
other benign spirit, always takes time to clean it —
he makes sure never to do it when anyone is look-
ing either.

Should anyone damage the garden or well howev-
er, the little gnome will fight back. Whilst he had
no great powers, he will begin to sabotage the per-
petrator’s life in various ways if he can. He will cut
power to the house often, cause problems for an-
yone living there who mistreats the garden’s well
area and may even cut brake lines on cars or com-
mit other such dangerous and malign mischief.

Pity any who offend this guardian of the well.
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Arthur’s Grave

Not King Arthur unfortunately, Arthur’s Grave is
a small marble gravestone at the back of a church
in Shrewsbury, England. The plot of land is tended
daily and no one actually sees a person looking af-
ter it — yet it is always immaculate with fresh flow-
ers and they are always well cared for and watered.

Only the name Arthur is visible on the gravestone,
the other text seems worn and damaged as to
block out the other information. This includes the
date of birth and death for the mysterious Arthur.
Yet if you come back at exactly 12:00 Midnight
when the veil between worlds is the thinnest, and
on a full moon when the moon’s exactly full, nei-
ther waxing or waning you will find a different
kind of message carved on the gravestone.

Be warned, the powers that be who send these
messages using the latent magic that has been on
site since 1947 when Arthur was interred there, do
not sugar coat their warnings or portents. Those
who have seen the mysterious grave’s script have
always met their fate (good or bad) at the appoint-
ed time and place, no matter how they might try
and change things.

Those who have taken the time to study the site,
usually including occultists from all walks of life
have recorded some of the messages they have
been given, yet no one can agree on the source of
these signs and portents.

Some argue they’re benign, perhaps spiritual be-
ings who are sending warnings in the hope that
the affected will change their ways. Some say the
messages come from a darker source, one that
delights in delivering bad news and knowing full
well the affected cannot change their outcome.

There is also a small group of occult scholars and
Curators who think neither and attribute the mes-
sages to the magic itself.

Regardless, those who view the gravestone at the
appointed time will be given a message carved
into the stone. The message can be whimsical,
good, bad, terrifying, from a loved one or a com-
plete stranger.

If viewed by a group, then everyone sees a differ-
ent message.

Note: You can use the stone to put messages for your
players in the campaign; the stone’s magic will en-
sure they mean something to the person who looks
upon them. The gravestone is a good place to seed
some information for an investigative scenario and
works well with supernatural/horror campaigns.

One of the spookiest places to wander through day
or night is a place some call ‘Bell Alley’ in a little
town known as Saint-Varent in the department of
Deux-Sevres, Western France. ‘Bell Alley; its real
name being Rue Montrabais, is a place notorious
for supernatural happenings and phenomenon,
chiefly classified as hauntings and never resulting
in physical harm, these events only scare the par-
ticipants and have not yet resulted in any fatality.

Bell Alley

There are several manifestations that occur in the
alley, and the most common ones are as follows:
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The Gendarme

An old style policeman, circa 1946 appears at
any time of day in the alley, reacting to people
as though he is really there. He usually questions
young people about their whereabouts and what
they are doing. Adults have been approached and
asked the time; the officer then goes on his way
and is not seen again by the same individual.

Poltergeist Rubbish

Trash, litter, rubbish, it all gets caught in a myste-
rious psychic wind in the alley and hurled around.
These winds can happen at any time, different to a
normal wind, this is quite a vortex and hurls trash
upward for a height of twenty two feet, and the
phenomenon lasts for around ten minutes and can
happen even on the calmest of days with no wind.
Unusual for this usually clean and sleepy village.

Tabby Cat

Usually appears at midday or just after, this
smoky-grey and brown tabby cat wanders passing
through one wall of the alley to the other.

Breaking Glass

This audio only haunting happens around 10:00pm
at night and produces the sound of breaking or
shattering glass, a man’s cry, and two very defi-
nite wet thuds. Sometimes not long after, a patch
of dried blood forms on the floor and lasts for a
couple of days; it defies all attempts to clean it.

A Skipping Child

At the top end of the alley, usually around 4:00pm
the apparition of a young girl appears, she is
dressed in clothing seen around 1962 and has a
skipping rope. She skips for a few feet and vanish-
es. There is no audio or interaction possible with
the girl’s haunting.

Curators and investigators usually call the street
‘Bell Alley’ in reference to the Church off to the
side of Rue Montrabais, on Rue de I'Eglise. There
has been a concerted effort by Curators to keep
this location a secret for the sake of the villagers.

They are aware of the hauntings and just see them
as slightly odd members of the community. They
appreciate that there is a group of people who re-
fer to themselves as “Les Conservateurs” and who
endeavour to keep Saint-Varent’s “gifts” a secret in
order to avoid having hordes of tourists of the ma-

cabre descending en masse.

A Curator who is civil will be invited to a local
soiree or dinner, even if they are a stranger to the
village, and will be welcomed by the village as a
whole.

However, there have been rumours in the last
few years of a number of disappearances. Tour-
ists passing through, brash Curators, and Tech-
nomancers have known to have been in the area
but have failed to appear at their following desti-
nation. Wether this is the work of one insane and
murderous individual, a magical phenomenon,
or the locals ‘tidying-up’ indiscrete visitors is un-
known.
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While many of the Mina locales can seem won-
derous or utterly magical, they are usually hidden
from view of the general public (with one excep-
tion) and are of limited use to anyone other than
those who wish to observe the magical or para-
normal. Minora however, are almost willing them-
selves to be discovered. This is a problem for both
Curators, Investigators, and such groups like the
Technomancers (sometimes referred to as Warp-
forgers) who often either like to keep the prying
eyes of the public away from such ‘exotic’ locales
or wish to claim them for themselves.

Many of those concerned with the phenomenon
of “The Linked’ such as Artifacts (magical objects),
Nexus Points (magical places), and Vessels (magi-
cally gifted individuals) see Mina as mere distrac-
tions in the conflicts between the Warpforged/

Technomancers and everyone else and see Minora
as the skirmish line where the most conflicts hap-
pen. As a Curator you are far more likely to die at
the hands of a Technomancer at a Minora Nexus
Point than anywhere else.

Minora places are the first true points of power
that The Linked and their collectors gravitate to.

Andy’s Bridge

23

There’s a particular stretch of road, you proba-
bly know it, close to where you live or a little way
away. It has a hump-backed bridge on it and boy
racer’s love to hit that bridge at stupid speeds to
attempt to break some unofficial rad jump record
for how many seconds they can stay in the air, not
other driver thus resulting in an accident.
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break their axle and not come down close to any
Andy’s Bridge is named as such because that is ex-
actly where the record for longest car in the air
time was broken, only it was aided a little by latent
magic that has created a pocket of anti-gravity that
lurks like a sneaky Sword of Damocles over the
bridge at random places (and heights).

The magic here is in flux and the effect can vary,
but for Andy, who ended up in hospital with se-
vere fractures and broken bones it was on form
that day. His car hit the pocket of anti-gravity af-
ter leaving the bridge at around 90mph, the car
soared into the air and dropped into the pocket at
around 8 feet above the road and due to the un-
stable nature of the anti-grav bubble created at the
time it was able to reach a height of over a hun-
dred feet in a few seconds.

A catapult effect was described by an eye witness
to the event (A local truck driver). Andy’s car was
propelled in a less than graceful fashion through
the air and into the side of a nearby industrial es-
tate warehouse unit. Several workers avoided seri-
ous injury and Andy was taken to a nearby hospi-
tal for treatment.

The bridge was closed briefly, the reason was re-
pair. However, the Langston Society (a group of
researchers into magical effects) was called in and
investigated the area to discover pockets of ran-
domly moving anti-gravity generated around the
bridge.

After a few local ducks were propelled into the air
suddenly, the society was able to map the trou-
ble spots and the investigation (at the time of this

tome) is still listed as: ongoing.

Magpies Art Studio

Julia Montgomery, otherwise known as Magpie
lives in Hong Kong in a fairly decent accommo-
dation. Her home is far from modest and could

be described as a fabulously impressive art gallery
to boot. It features dozens of paintings, drawings,
sketches and sculptures all created by Magpie in
her studio above the main living area.

What Julia does not tell visitors to her extensive
collection is that whilst she is a fairly decent art-
ist, the works that she creates do not come from
her. She simply leaves her studio alone at night
and comes to find completed works of art come
morning.

If you are at all familiar with the story of the Elves
and the Shoemaker, this kind of mystical encoun-
ter should not be too hard to understand. Except
in Julia’s case, it is not so much a being or creature
that leaves the completed works of art for her - it
is the actual studio itself.

So infused with magical creative energy is the
room that she worked in that it has become sen-
tient enough to create for itself. Whilst it does
not communicate directly with anyone and can-
not create sounds, the magical sentience is strong
enough to be able to manipulate the brushes,
paints, materials and even the potter’s wheel with-
in the confines of the room.

Thus the studio creates the art that Magpie shows
off, claims for her own and sells for a decent
amount. Magpie reaps the rewards and ensures
her rent is paid regularly, thus the studio contin-
ues to create and there is a balance between owner
and magical space kept.

The room can create works of art from sketches,
paintings and sculptures overnight and works
tirelessly to improve its already formidable skills.
There is a chance that if the room feels strong-
ly about a person who enters it, it will create art
based on that person. Perhaps a statue of a person
it really likes or a painting of a person in a humor-
ous way or compromising position for someone it
cannot stand.




The Laundry Room

The Laundry Room is one of those tiny manifes-
tations of magic that turns out to be more useful
than it hinders. In the case of this particular place,
it can appear almost anywhere in the world there
is a washing machine, dryer, and a place where you
put your laundry. No one is sure what causes this
effect or why the magic behaves as it does. Several
investigations by paranormal researches and mag-
ical archivists have all drawn the same conclusion;
whatever energy is here is benign in nature and
seems to delight in storing, folding and arranging
clean washing perfectly.

Once clean washing has been left (even if it has
been folded prior to being put to one side) and the
room is empty, the washing will be removed from
where it is stored and re-sorted to the whim of the
magical energy that flows throughout. The energy
is particular about where things go, how it likes to
order clothing and items and will ensure that

those criteria are met regardless of the owner’s de-
sire.

If the owner returns and changes the sorting or-
der or moves anything out of order, the room will
wait until they leave and do it all again. If there
are recording devices present in the room in an
attempt to document it, they are either turned off,
blank or full of static - the magic seems to dislike
being filmed or observed. Dr. Ed Locke, from Se-
attle and a true devotee of science, is consistently
confused by this.
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Occult scholars have theorised that there might be
a magical creature or being involved rather than
magical energy, which would classify the Laundry
Room (wherever it might appear) as a Magical
Creature and not a Place.

So far it has maintained its entry in the various
lists of such phenomenon that have been cata-
logued, from the humble private researcher to the

biggest occult groups on the planet.

There is a power in belief, a power that many peo-
ple overlook. What happens when you have a ter-
rified child, a belligerent pair of step parents and a
leak in the fabric of reality through which a trickle
of magic can pass through?

Sam’s Safe Space

The answer: Sam’s Safe Space.
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Sam is not like other children, he is not an out-
going kid, or a kid that easily makes friends. Sam
jumps at the sound of a dog barking, or the door-
bell ringing and sometimes Sam wishes that he
was he only person in the house - so he can read
his books, enjoy his fantasy world and talk to his
imaginary friends - friends who are far more real
to him than the people who are actually in his life.
Sam’s step-parents are not nice folks, and they are
belligerent, loud, rude and often drunk. Sam gets
blamed for lots of things. But recently Sam has
found a new friend, not a person, but a place in
the house that no one knows about.

It is full of cool stuff too, all the toys he could
want, all the books he could want, drinks, food,
snacks and everything Sam could desire at this
point in his life. It is a magical place that whilst
not that powerful in the overall scheme of things,
is powerful enough to provide a young man some
much-needed respite in his time of need.

b I &
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That is what magic can do; magic can respond
to an individual’s desire or wish and shift reali-
ty around it. Once inside his safe space Sam, or
anyone lucky enough to be invited in, cannot be
found. In fact the magic hides them so well, often
or not the people looking for them completely for-
get about them after a few hours.

They cannot be heard by the outside world and the
safe space ensures that no harm befalls them; they
have everything they need to remain there indefi-
nitely if they wished. There are writings that exist
in the various annals of occult historians that talk
about young men and women who enter those
spaces, emerging years later when least expected
and all grown up.

Other accounts talk of time standing still for those
inside, so when they emerge they emerge into a
world much different from their own.

There is a 3% chance that you can lose track of
time whilst inside a safe space and completely for-
get about the outside world. Not all safe spaces are
created equal. The safe space cloaks you from the
outside world, can have a stasis effect and provides
everything you require for survival. Yet it is still
only classified as a Minora Place due to the local-
ised area of effect. All safe spaces are bigger on the
inside than the out.

Magical Amplification
Bubble (Minor)

Not so much a place, more an effect, but still im-
portant enough to be classified in the scope of this
work. A MAB is a random occurrence of magical
energy that is bound to a particular location, and
can be bound there achieving permanency over a
period of years.

Those who have studied these places tend to clas-
sify them as such since the effect never diminishes
or goes away. The effect can transpire anywhere in

the world and there are numerous locations that
the effect has been documented as appearing.

A small park where children play, a train sta-
tion, a back alley outside a dive bar, the Sydney
Opera House parking lot, the Tower of London,
and more have all been classified as such. The ef-
fect varies in power from place to place but never
quite rises above the Minora level of energy.

There are other places that are more powerful than
the Minora level of MAB, classified and explained
later on in this tome.

Those who enter a MAB often experience a
heightening of the senses, a feeling that magic
flows differently here and a tingle at the nape of
their neck. They may also experience the same
tingle that passes through their body, igniting the
various chakras that allow mages to harness and
focus magical energy.

Whilst in the radius if a MAB all magical ener-
gy that is expended is returned at a greater rate,
sometimes two to three times that of normal mag-
ical energy replenishment. Spells and powers that
mimic magic are manipulated by the power of the
MAB and often find their effects and any other
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secondary, tertiary powers doubled. This counts
for all magical based effects and powers, including
those of beasts and creatures of magic. The MAB
does not differentiate between friend and foe, so
if you choose to battle an enemy with magical
powers in a MAB, be warned, those powers will

be augmented.

Quick-fields are a name that is given to a curious
field or patch of ground that exhibits some latent
magical energy, usually that of ‘quickness’ — speed-
ing things up as they enter the area of effect. The
phenomenon was first discovered by a rambler
in 1981 who took a short cut across a particular
farmer’s field and found that the size of the field,
the time she took to cross it and the feeling time
that had passed were at odds with one another.

Quick-field

She had crossed dozens of fields in the past and
never encountered a crossing like this one, where
she managed to get across the ground in under a
minute at a slow walk where it should have taken
her at least 5-10 minutes depending on how fast
she was walking amongst other factors.

Deborah Galloway decided to test her theory a
few more times, she crossed the field six times in
all and documented the pace she walked, checked
the time and then tried a run.

This is when she discovered the unique, localised
and potentially dangerous property of the Quick-
field. A slow walk allowed her to cross the field in
a minute. A brisk walk allowed her to cross the
field in under 40 seconds.

A run sent her right into the wooden fence that
surrounded the field, broke her leg and winded
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her for ten minutes. She crossed the field in 10
seconds or less. Quick-fields increase the speed of
people, objects and machines that enter the area of
effect. The speed increase can be double, triple, or
even quadruple that of the normal speed.

If you run across, you had best be able to control
your body at those kinds of speeds. Throw a ball
across one; make sure no one is in the way at the
end since it will fly across that field as though it
has been shot from a gun.

This effect covers only movement and kinetic en-
ergy; it does not affect the growth of plants or an-
imals in the area. Or alter time in any way except
the time it takes to cross the ground.

Bill Farthing’s Greenhouse

One of the more interesting and somewhat curi-
ous magical places in the world is in a place called
Holmfirth, where there is a lot of arable farm
land and folks like to grow their own vegetables.
Bill Farthing is such a man and he has a knack of
growing plants and vegetables, but more than that,
he can bring dead plants (and veg) back to life as
long as they are under his tender care in the green-
house he has in his back garden, just close to the
ornamental fish pond and rhubarb patch.

Bill's Greenhouse is one of those magical places
that exists on a crack of reality, this crack opens
up very slightly into another realm. The crack is
wide enough to allow a trickle of magical energy
tied into this natural realm to blossom forth, lit-
erally. The magic infuses the plastic, metal, wood
and every molecule of this greenhouse and works
to preserve plant life within.

Bill himself does not expect magic, he is far too
down to Earth to believe in such things, if any-
thing he would point to some kind of scientific
explanation - his own amazing gardening skills
that he inherited from his grandmother or a doz-
en other reasons that do not begin and end with:
magical nature energy.

A healthy plant placed in the greenhouse will re-
main that way indefinitely until removed then it
will be vulnerable to all the conditions that affect
normal plants outside or indoors.

A sick or dying plant will be restored to full health
in a few days. A dead plant will recover fully in a
week, showing signs of recovery after only a day
or so.

The same goes for vegetables too; Bill's Green-
house can remove mould, restore rotten vegeta-
bles and grow some of the juiciest tomatoes this
side of a Fertile Allotment (see Mina Places).

Bill though, Bill takes credit for all of this.

A ghoulish name for a harmless magical effect that
settles over some places, a Corpselight Copse is
the name given to an area of magical energy that
often becomes attached to wild places, woodland,
copses and the like. Those that study such effects
know the truth of the matter; it is neither ghoulish
nor attached to the dead in any way:.

Corpselight Copse
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The effect was first discovered in a patch of small
woodlands by Nazi soldiers near the tail-end of
World War 2 when they were on patrol. Fearing
that enemy soldiers were there the soldiers set oft
to explore the wood and discovered floating orbs
that emitted a strange blue or green glow.

Fearing the ghost wood they beat a swift retreat
and began to circulate a rumour around the bar-
racks of their camp, ghosts had taken over the
wood and the dead were on the march to punish
them for their crimes in the war. A full scale panic
ensued and as much as the officers tried to quell
the frightened men’s fears, their peace was short
lived as allied troops stormed the camp, captured
the soldiers and took them prisoner.

Amongst the soldiers was one of a group of Brit-
ish investigators that belonged to a secretive par-
anormal investigation agency known only as “The
Room’. Cavendish Harker made a study of the
wood and the magical effect, noting that it was
nothing to do with ghosts or the spirits of the
damned - Cavendish reasoned through his stud-
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ies that it was magical light that bubbled up from
an intersection of ley lines that crossed at a natural
fracture point.

The lights were created by illuminated ectoplasmic
material and were in essence like glowing magical
soap-bubbles. They moved due to Brownian mo-
tion and there was no external force applied to
them.

This particular effect is not uncommon and had
been attached to other magical light sightings re-
cently.

Null Place E.

A Null Place is the short-hand magical term for a
zone of magical energy that absorbs power, effects,
force and other elements of magical spells - in
many cases they do not function, or they function
with less effect than desired. A Null Place is a dan-
gerous location for any magical being or magical
practitioner to be, since their power is lessened,
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and so too is their ability to recover magical power
resources. Those beings who hunt those casters of
magic often engineer confrontations in a location
such as this, allowing them to overpower, trap or
kill their unsuspecting victim. Technomages such
as Frederick ‘Faraday’ Smith, a researcher from
Edmonton in Canada, excel at this tactic, using
weapons rather than their “advanced mathemat-
ics” (or magic to the rest of us) to take down mag-
es and curators.

Null Places have been sighted and catalogued since
1947 (By the long-lived sorcerer: Professor Steven
Hale), however it is rumoured they are much old-
er than this and might even date to the dawn of
time immemorial. The rumour about their crea-
tion is that they are the echo left behind by the
footsteps of powerful beings that once walked the
world; now long since gone or ascended somehow
these precursors left a hole where they once were.
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These holes suck magical energy into them like a
whirlpool or vortex, they do not appear to magi-
cal senses and those who enter a Null Place who
are extremely gifted with magic, or powerful feel
a sense of foreboding, terror, or sometimes even
weakness - whilst not as dangerous as other
non-magical zones of other power levels the Null
Place can make a mage feel sick just by standing
in it.

The more powerful magic user that enters the less
effect the Null Place has on their magical energy
and spells. Weak low power mages can be ren-
dered unconscious by the effect of null magic in
this location. Weak magic can be stopped instant-
ly; powerful spells can have their spell effects at-
tenuated.

Null places have been sighted and catalogued in
abandoned churchyards, old steel mills, parking




lots of nightclubs, catacombs, police station cells,
atop the Empire State Building, and even around
an old Ferris wheel at an amusement park.

Professor Steven Hale was soon to discover the
government knew of Null Places when a particu-
larly cunning FBI Agent Diana Vaughn attempted
to capture the good professor by using one as a
meeting location. Diana works for the Advocacy,
an American version of The Room with different
goals and aims. She lured the professor there with
a promise of information which would aid him in
the capture of a particularly dangerous magical
creature that had broken into the Earth Dimen-
sion.

The Old Flicker Factory

Before the advent of the motion picture there was
radio and written medium to entertain the masses,
when the motion picture industry appeared and
very quickly boomed into the massive media cor-

poration-led machine it is today, it left behind a
legacy of old picture houses. Cinemas for the peo-
ple run often by local town’s folk or a small crew
of very dedicated paid employees who worked for
bigger fish.

Old Flicker Factories have been around for a while
and this particular one is circa 1973, situated in
Denver Colorado,. It is in a part of town that time
forgot almost and the theater is mostly abandoned
these days, no one ever goes inside and the power
has been cut on weekdays for a long time. People
remain in their homes, some of them have new
ways to entertain themselves in today’s age and
some are just content to listen to their radios and
read books or magazines. No one goes to the little
cinema now, not since the big fancy one moved
in just a few miles down the road and has all the
hallmarks of the big modern picture houses.

The little theater that time forgot is not as back-
ward as some folk might think. The Crescendo
Picture House sits forlorn, all alone on a tiny road
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that was once thronging with life, with people and
with vehicles as folk from all over came to watch
the silent movies, the black and white, the B-Mov-
ies, horror, science-fiction and more.

The building has seen better days on the outside,
but it is still not run-down by any stretch of the
imagination. The windows are all shuttered and
blacked out, which is exactly what you want for a
small cinema without modern technology inside.
The Crescendo has been drinking in magic for
years though, even after the doors shut and the
building was declared a monument to preserve
it from anyone wanting to use the land for some-
thing else like a Mall or Parking Lot. Its current
owner is Senator Debra Cowper, White House
hopeful and apparent kingmaker.

So behind those doors, projectors still run films
that have not been seen for years and the show
still goes on. The lonely magic sees to that, going
through a routine that it remembers from years
ago, tickets please, one showing only of The Plant
That Time Left Behind!

Should someone break in or enter, then the cine-
ma comes to life around them, lights, sound, ac-
tion and the works. Old concession stands light
up; a popcorn machine thrums to life with some
barely burnt un-popped corn, as stale as anything,
at the bottom. A movie that the cinema remem-
bers begins to play in the background and lights
flicker on and off. That’s magic!

Fake Street

When you go wandering into the desert, you
might end up ill-prepared and experience a sci-
entific phenomenon known as a mirage. No one
is fully sure how mirages work or how the illusion
happens, there are theories as always of course.
The same can be said for Fake Street or places
like it, these are magical mirages, illusions that

are good enough to fool the eye until the viewer
gets up close and begins to look at the whole thing
with scrutiny.

A Fake Street is the name given to any of these
magical mirages that can transpire anywhere in
the world where there are cities, towns, villag-
es, settlements or any place that has homes and
streets. The magical energy collects and collects in
a Fake Street, slowly, over time it begins to repro-
duce a mirror of something that resembles a typi-
cal street in the neighbourhood.

To the trained eye these streets seem off, they
do not quite look correct and their many angles,
houses and illusionary people have something
wrong with them. Upon closer inspection it is
easy to work out you are in a Fake Street, because
you cannot interact with anyone or anything in
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the street — the illusion does not include physical
effects though it can sometimes include audio and
even the senses of taste, smell and so on.

Never touch though, that would require a greater
power level than a Minora Place can provide let
alone sustain.

Fake Streets are usually harmless but they can
conceal other beings behind the illusion, cunning
astral predators, magical beasts and otherworldly
entities can use Fake Streets as lairs to mask their
presence and lure in unsuspecting visitors to a
grisly demise.

The most notable example of this would be the
70’s Harrow House incident which was catalogued
by The Room, The Project and numerous other oc-
cult-based investigation groups. Harrow House is
explained further in this tome, but to expand fur-
ther, it is a sentient magical house that brings to
life the very fears of those who enter it. The house
is capable of moving through the world and se-
lecting a hunting ground, in 1973 it chose an area
where a Fake Street had been created and lay in
wait for potential victim that it had a long held

grudge against.

Basements have been the place of many illicit
gambling dens throughout the world since people
first discovered the underground pastime. A Luck
Basement is a strange little magical place that pro-
vides a modicum of luck depending on a bunch of
factors that all combine to influence how the luck
works that day.

Luck Basement

It is never ill luck, always good luck, and those who
have studied such an effect have postulated that it
comes from a small plane of existence which gov-
erns chance. It is rumoured that Potter’s Dice were
a physical manifestation of that plane of existence
on Earth. Potter’s Dice can be found in The Book
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of Contemporary Magical Things, another treatise
on magic. The luck can be as simple as decent die
rolls in a game of chance or as complex as avoiding
a knife or gunshot in a fight that happens in the
basement. Luck is also not a fickle thing; it does
not play favourites, so the effect can be applied to
anyone who happens to be in that basement. So a
bad guy’s shot might go wide if the luck effect is
applied to a victim, or hit right between the eyes if
the luck effect is applied to the perpetrator.

Many occult scholars point to the first discov-
ery of the Luck Basement during 1967 when a
particularly vicious shootout between two gang
members, one armed with a pistol and one with
a sub-machine gun. The sub-machinegun painted
a lovely pattern of bullets over the far wall where
the other gang member thought they were about
to die, not a single bullet of the clip touched its tar-
get and the sub-machinegun shooter was gunned
down seconds later when the gang member could
not believe their luck.

A study of the crime included an investigation by
Edith Ratchet, a part-time psychic investigator
and amateur sorcerer. Edith concluded that a sur-
feit of luck had come the second shooters way as to
prevent him from being turned into Swiss cheese
by the sub-machine gun of the first shooter.

Edith later assisted in the arrest of the pistol shoot-
er and proved that psychics and sorcerers have
their uses, even if they have to ‘invent’ methods to
satisfy the police.
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Jim Tang’s Bar

In 1981, Jim Tang opened his famous bar not far
from Time’s Square, New York City. On the sur-
face the bar seemed to be a neat place, themed af-
ter all sorts of mystical mumbo-jumbo and odd
nick-knacks that the owner had collected over
the years prior to opening his establishment. Jim
mixed up a delightful modern design with some
truly classic furniture pieces — here you can find
the likes of Ikea rubbing shoulders with 60’s and
70’s designs, not to mention the 80’s and 90’s in
the other rooms.

Jim’s been careful to assemble his bar in specif-
ic periods of time for a reason; it helps focus the
magical energies that flow through the place. Each
specific time period provides the visitor with a
unique slice of that era, in visual and auditory
ways (looks and music) but with a layer of magic
that brings the feel of that era to life. Those who
spend any time in Jim Tang’s Bar will find they ei-
ther remember specific things about that era they

had forgotten, or feel the atmosphere of that era
brought to life through the magic.

Those who have never experienced that era will
pick up nuances from it, things that they suddenly
know and pick up on flashes of historical events
from around the locale during that time.

It is not just the atmosphere or feel of the era ei-
ther. Jim’s bar manages to tailor each particular
room’s music to the correct era too. Every stereo
system thrums with subtle magic that pipes songs
from that era into the correct room.

Jim Tang’s Bar does not stop there; it has one last
trick to throw into the mix. The kitchen has an
amazing array of dishes that come from the vari-
ous time periods, all created by the kitchen’s ghost-
like staff and magically imbued ovens, cookers,
microwaves, woks and other utensils. Jim knows
to keep out of the kitchen when it is in full flow,
with flying crockery and knives it can get a mite
dangerous in there.
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ic running through their veins - it has over the
last few years become a hangout for magic using
people and beings of all kinds. The atmosphere is
congenial, light, breezy and most of all fun. It is
now the best place in Times Square to grab an au-
thentic bite of New York history - in the case of

the food - literally.

It had to happen, what with the plethora of films,
television, books and other media that deal with
fantasy worlds and magic. Someone had to take
the idea of low-key magical effects and apply it
to the hobby of gaming, in this case: roleplaying.
Gamer’s Haven is the culmination brain-child of
two RPG obsessed sisters.

Gamer’s Haven

Gina and Rosa Perletti studied magic at the ba-
sic level of mastery in the Sanctum College (see
further on) - they managed to both diversify into
the understanding and control of minor illusions,
both in terms of visual and audio components.
When they stumbled upon a basement in an old
bookshop back in 1992 which was thick with raw
magical energy, they knew they had found some-
thing pretty special.

It did not take the girls long to recruit another sor-
cerer into their midst, someone who had a knack
of binding raw magical energies into places. Doc-
tor Joselyn Whittington, a few years their senior,

but with a youthful heart, took a little convincing
but when the girls told her of their plan to reno-
vate the building and provide a safe contact space
for gamers with magical interests, the good doctor
saw the potential to canvas more students of mag-
ic at the Sanctum College.

She agreed to help the girls set up their Gamer’s
Haven as long as they provided her with names
and knowledge of the most gifted of their partic-
ipants. A deal was struck and the doctor used her
sorcery to seal the raw magic into the basement,
tame it and channel it toward providing a solid
base for the sisters magical power.

Gamer’s Haven was born and word quickly spread
through the magical community of a place where
they could play roleplaying games with magical
special effects. It was a huge hit, almost overnight.
The basement allows minor illusions to work,
controlled by the magic of the sisters (at the mo-
ment) within the confines of the room. Gamer’s
Haven can bring to life pen and paper roleplay-
ing games, war games and any kind of board game
with sensory, auditory, visual, and olfactory ele-
ments which creates a feeling of immersion unlike
any other Minora place that may have appeared to
try and rival it over the years.

The Gamer’s Haven can create illusionary land-
scapes, monsters, heroes, battles and any minor
effect that would enhance the current game that is
being played or run in the Gamer’s Haven. These
effects are so minor that they cannot cause harm
or damage to property or people. All they require
is the input of one, or both of the sisters to work.
Another mage could perform the same function
but they have to be temporarily assigned to the
Haven'’s operational roster. A failsafe placed there
by Doctor Whittington to prevent unauthorised
access, because even minor magic can be danger-
ous if not properly controlled and bound.




Harlow House
Anti-Gravity Chamber

One of the first chambers of this kind is docu-
mented in Harlow House which can be found in
rural Kentucky. Harlow House was once a barn,
now converted into a once-beautiful home it has
more in common with houses featured in horror
films, looking quite decrepit with age.

It took a fairly powerful Curator a few years to se-
cure the magical resources to create this chamber,
and whilst it is but a Minora place in terms of pow-
er, it is an interesting phenomenon now consider-
ing the mage has been dead since 1950. All known
magicks fade away after the death of the creator as
they are really just glamour compared to true Ar-
tifacts and true Magical Places. The chamber can
be found at the top of a ramshackle-looking build-
ing which sits at the end of an old stone footpath,
surrounded by overgrown weeds, flowers, vines
and greenery in the middle of a long-forgotten
country estate (or anywhere rural if you want to
move the house from the tome’s default location).

Harlow House’s Anti-Gravity Chamber sits atop
the home right above the front porch, in the at-
tic, where there is a large rectangular window with
thick shutters blocking the view of the room from
the outside world.

After entering the house and discovering the se-
cret stairs to the attic, not hidden by magic, but a
false wall near the back hall, the way to the attic
is open. Harlow was an eccentric man by all ac-
counts and built several mechanical doorways to
various rooms in the house, keeping the best till
last.

Ascending the stairs leads to a puzzle-locked door
that uses the phases of the moon in the correct or-
der as a way to open it. There are eight circular
code-locks that display a moon phase upon them,
ordering the moon’s phases correctly from left to
right will open the door and allow entry into the
chamber beyond.

The chamber itself is a fairly small room and has
two small crystals and an antique 1960s radio
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power dial on a pedestal that stands right in the
centre. The walls are padded with some kind of
rubber and the air crackles with a static atmos-
phere when the door to the room is closed.

The crystals act as an on/off switch for the gravity
nullifying effect of the room and the dial allows
the operator to change the intensity of the effect.
There is also a module that detaches from the cen-
tral dais which allows for remote operation of the
room’s function.

By manipulating the dial and the crystals the op-
erator can alter the gravity in the room from nor-
mal, to moon-like, to complete anti-gravity ef-
fects. No one is sure why these chambers exist, but
there are numerous applications to lessening and
removing the effects of gravity in both mundane
and magical experiments.

Note: In a journal found in 2017, Harlow writes
that he created the anti-gravity room as a place to
relax and for his niece and nephew as a play room.

Jackson’s Garage/
Willard Grove

38

Bud Jackson owned this petrol station and garage
back in 1969. It was built with his own fair hands,
right atop a geyser of magical energy that leaked
into one of Bud’s pumps — pump number 3. This
pump was never dry, never clogged and always
provided the best quality fuel for his customers.

It was a good job that Bud believed in magic too,
thanks to his family’s association with things
mystical which dates back all the way to his Aunt
Matilda in 1947. Bud ensured that he oversaw the
filling of the petrol pumps (or gas if you prefer)
personally and made sure that the truck never
touched number 3.

Cars that filled up from number 3 always ran
longer, making the trips with twice the distance

covered and ensured that Bud had a steady stream
of customers until an accident in 1992 when he
was tragically killed when his plane crashed down
in some nearby mountains.

Bud was buried out the back of his garage and his
sister Jackie took over from him, her management
skills and people skills were not as grand as Bud
and soon, not even pump number 3 could keep
the ailing business going. In 1995 Bud Jackson’s
garage was closed for good, Bud’s body was ex-
humed and buried in a proper cemetery at the be-
hest of his sister.

She sold the land to a rich property developer,
moved to the city and forgot all about it. The mag-
ical geyser still exists to this day and depending on
the time period the place is encountered, provides
a couple of odd magical effects to the area.




When Buds still alive and his garage is operating
at peak performance the fuel is magically tainted,
the pump delivers a constant flow of this magical
fuel and never runs dry. When his sister takes over
the business nothing changes barring the woman’s
complete lack of friendliness, empathy and terri-
ble manners towards her customers.

If the location is encountered during the property
development phase of the Willard Construction
Company - the workers all complain about odd
unexplained incidents and strange lights.

When Willard Grove is complete in 2001 the
wealthy and prosperous move into their new lux-
ury home, their bespoke community and not long
after every single home owner reports an odd oc-
currence in their homes. Lights that will not turn
off, taps that run forever and on the site of the old
pump number 3 the shower of Lucy and Jo Baker-
ton keeps on leaking a strong-smelling dark liquid

that is later identified as motor vehicle fuel.

Many of the magical places that this tome has dis-
cussed have been above ground, in buildings and
in the cities and rural places of the world. Now

The Luminous Caves

in truth, magic tends to collect in these places as
run-oft from spells that have been cast over and
over, or as a conglomeration of various mystical
energies that leak out from ley lines, old sites of
magical importance and so forth.

In the case of Luminous Caves they are often mis-
interpreted as a scientific phenomenon due to the
similarity with mundane chemical reactions, or
bio-luminescence. However this is far from the
truth. A Luminous Cave is so much more than just
a few glowing rocks that gleam in the dark or re-
flect the torch-light of explorers and the interplay
of light created by the various magical cross-ef-
fects in the Luminous Caves is quite spectacular.

Some scholars have likened it to viewing the mys-
tical (but mundane) light based effect known as
Aurora Borealis. This is but one aspect of a Lumi-
nous Cave though; there are often several inter-
secting mystical energy patterns that create other
displays of light. Light effects in the cave can be
of various colours and patterns, those who have
studied the phenomenon to any extent have re-
ported that they have seen all the colours of the
mundane spectrum, many of the magical and new
colours that have been created by the combination
of magical effects brushing against each other.
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MEDIA, OR PINPOINTS OF POWER

Media places often shine quite brightly in magical
terms and concealing them from the public can
often be difficult to say the least. While Mina and
Minora are sought out by Curators, Vessels, and
the intellectually curious, they are often claimed
by organisations or extremely powerful people in
order to utilise their power or even just keep them
from undeserving eyes.

This is the first level at which a small conflict can
be observed around Media and the astute can tell
the conflict sometimes turns deadly. Media can
be locations in a prime state, undiscovered or un-
witnessed for milennia and they also tend to be
solitary. Many Media have been paved over or
otherwise ‘dominated’ As they can’t be destroyed
per-se, they have been covered dug up and moved,
or had their tethers to the prime material plane
cut or eroded to the extent that they just drift away
into nothingness.

The Here and There Rooms

The further up the magical scale we go the effects
become more spectacular, less in number and
more sought after by those who study and subvert
magical places for their own ends. Here and There
rooms are still quite numerous, but by no means
spread all across the world. At their base expla-
nation they are rooms, linked by a mystical tun-
nel that allows transference of people and objects
from Room A to Room B in the chain.

The transference is almost instantaneous and both
sides of the Here and There rooms can see each
other. You step through the door of Room A and
appear though the door of Room B, it really is that
simple. Distance is actually not a problem and
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rooms can be linked across hundreds, if not thou-
sands of miles depending on the magic involved.

Some scholars have theorised that the Here and
There Rooms may be remnants of an older mag-
ical network, though the first was discovered in a
chamber in Egypt in 1948 during an excavation
of a mysterious tomb that had hitherto remained
undiscovered. This tomb is mentioned in Zen-
mov’s Guide near the back, linked to an event that
involved a reanimated corpse and an explosive
incident which mentions an archaeologist called
Solomon Ryder who was later banned from ever
returning to Egypt due to his destructive methods.
The tomb was magically linked to a tea house in
Kowloon, China. Several magical researchers of
the time, including Annabel Frost were able to
traverse this distance back and forth with no ill ef-
fect. It was Frost in 1948 who first coined the term:
Here and There.

Frost noted in her experiments that as long as
you could fit through the door, or take something
through with you, you could send as many peo-
ple and packages as you wanted across thousands
of miles in the time it took you to walk from one
room to another.

This astonished the young Curator and she set
about on a journey to find and document more
of these Here and There Rooms across the world.
Annabel’s notebook has detailed information on
where to find these portal rooms and annotations
which describe any potential hazards left behind
by their creators, or those who might have tak-
en the rooms over for their own ends. It was ru-
moured that in 1997, a group of Tong gangsters
in China were able to employ the services of the
legendary sorcerer Xe. He helped them to create
a pair of linked rooms from a warehouse in Kow-
loon to a drug factory elsewhere in the world.

The use of these kinds of magical places has been a
boon to the criminal underworld for a while.

Frozen Fields of Eternity

There have been stories throughout the ages of
places that lead to other dimensions, places akin
to the Bermuda Triangle. Many of them can only
be found if one looks in the right books, most of
those books sit in old libraries under lock and key,
or spell and ward. An example of such a place is
known as Rykos or to give it a proper name: Fro-
zen Fields of Eternity.

It is a land draped in eternal winter, a pocket di-
mension created at the intersection of space and
time where the skin of the world is thin, brittle al-
most. A rent or tear forms between the world and
that of the Rykos Dimension. The air is unnatural-
ly cold and often portals to this magical place are
found linked to colder climes. There is at least one
known door that exists in about two thirds up the
Scottish Mountain known as Ben Nevis, another
that can be found very near the top of Mount Ev-
erest and one midway up the Matterhorn. Further
portals have been discovered in icy caves, crevic-
es and dangerous ice-covered plains in the Arctic
and Antarctic.

An unpopular opinion amongst many magical re-
searchers is that the real world locations have been
created by the Frozen Fields, and are the result of
thousands of years of bleed from the realm that
sits on the other side of the door.

It is theorised that it may be a realm that the Vi-
kings might have known about when they talked
of the concept of Fimbulwinter during Ragnarok.
Once one passes through the portal they discover
a realm of blue and red marbled skies, caught in
the grip of an ever-lasting twilight and held in the
grasp of a beautiful, but endless winter.
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A magical cold blows through the Frozen Fields of
Eternity and there are bones of ancient creatures
caught in huge snowdrifts.

There are also frozen corpses of giant-like human-
oids moving away from the epicentre of the realm,
as if running from something truly terrible. Their
faces are still caught in the expression of true hor-
ror and fear that grips them as they turn tail and
run.

Should anyone venture to the very centre of the
Frozen Fields they will find a large keep, or cas-
tle, akin to that of a Bavarian design. This castle is
covered in snow and ice, locked in eternal winter
and bound by huge chains that wrap across the
stonework and dig into the frozen shell.

Rumour has it that there is a creature, a beast, who
sleeps at the centre of the castle and unleashed an
eternal winter as a punishment on his cruel sub-
jects who sought to ridicule him because of his
beastly nature. Such things are regarded as fairy

tales by most serious researchers and occultists, or
fanciful tales designed to entice younger audienc-
es to magic.

Whatever the story, there is something within.
Good or bad, no one knows.

Travellers can experience sudden and impossible
drops in temperature that can flash-freeze vast ar-
eas of this landscape in the time it takes to blink.

House of Crows

42

The House of Crows is a curious phenomenon
caused when magic leaks into the mundane world,
only this magic seeps into the very essence of the
wildlife that surrounds the location that it bubbles
up from.

In this case a House of Crows, which is created
when said magic suftuses the birds that often love
to wheel and nest near old forgotten buildings.
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A whole Murder of Crows was affected in 1946
when a House of Crows was created in a field near
Gloucestershire, England. The magic imbues the
birds with greater than normal intelligence and
allows them to communicate in broken English
through their scratchy-voices.

Some crows are gifted magic which they can chan-
nel into very basic spells; this further enhances the
reputation of the House of Crows as a significant,
yet still Media Place of Power. The crows often use
their magic to play tricks on anyone who enters
the house, locking and unlocking doors with a
snap of their beaks for example.

They very rarely turn malicious, though have been
known to become violent in defence of their terri-
tory should anyone harm the building, or a single
crow that they consider part of their Murder.
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A famous House of Crows was in Romania, be-
longing to a witch known as Elena. Her home was
considered by many to be a safe haven for all kinds
of magical creatures and practitioners of magic.
She lived in a simple wooden hut at the edge of a
village, not far from some swamp land and tended
to the villagers needs with her hedge magic.

When Witch Hunters sent by a hidden organisa-
tion known as the Brand came for her, the house
rose up to her defence and sent its Murder to deal
with the interlopers. By morning they found all
twelve of the Witch Hunters with their eyes pecked
out, skin as white as snow and peck marks in their
neck as though they had been bitten by a vampire.
The villagers who had been cowed by the Witch
Hunters of Brand burned the bodies and hid all
evidence of the attack. It was only in 2014 that the
members of the Eye of Horus, a group of skilled
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magic-using occult investigators tracked down
her still functioning House of Crows and found
the witch inside.

Elena was still in her 30th year, she had not aged a
single day since the Witch Hunters had been dealt
with. Amun, the lead investigator approached the
woman and asked her if they might speak to her
awhile. She bade them enter as the crows chat-
tered about them.

They drank tea, talked until dawn and parted as

friends. To this day Elena often offers advice to the
Eye of Horus when they need it most.

Stairs of Forever 43

These stairs are first mentioned in Zenmov’s
Guide and have posed a conundrum for magical
researchers, occultists and curators for quite a
while. They appear as fairly old stone steps made
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from stone unknown to the area they’re in. Fur-
ther research reveals the stone is of extra-dimen-
sional origin and no one can actually or accurately
pin down a dimension of origin for the material.

They ascend for around 30 to 40 feet and show
signs of wear at the bottom, almost as if they are
actively attempting to remove themselves from
this dimension. They were first discovered in an
urban sidestreet in Italy in 1955, and later in 1980
during a dig in Cairo. No one is certain if they are
the same stairs, or another set of stairs that have
similar magical properties and effects.

Those who enter the stairwell and climb up will
find that the stairs seem to go on forever. There
are miles and miles of stair to ascend and even
some small areas off to one side where camps can
be made, or have been made. It is not impossible
to encounter magical creatures, people, or magic
users who are climbing the stairs in an attempt to
reach the top.
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The stairs take hundreds of years to climb and in
truth only the most worthy of climbers will ever
reach the temple at the end. The journey to the
top of the stairwell has claimed many lives over
the years, because whilst they are relatively new
in our dimension, they have been found in other
dimensions beforehand and may still have echoes
of past civilisations left behind the further a trav-
eller goes.

As a warning, some who climb the steps find they
are compelled to do so after a few hundred feet of
ascension. This magical compulsion is very hard
to break and has led to many deaths as those who
put one foot before the other find they cannot
stop, not even to rest, the temple at the top calls
them to it regardless of the cost.

Should someone actually reach the temple at the
top of the steps, the question then is what do they
find?

There are rumours and conjecture about what lies
there. Only one person has ever returned to say
they made it up the steps, he was an immortal and
as much as a mystery as the steps themselves. This
mysterious man who referred to himself only as
“D.J” claimed that he found true enlightenment
at the pinnacle, and an answer to a question that
had eluded him for years while studying in his na-
tive Hawai'i. He has not been seen since 1990.

Note: Time on the stairs and time in the real world
do not flow differently; there are rumours that
whilst a hundred years passes on the stairs — only a
few seconds pass in the real world. Obviously, this is
yet to be confirmed by anyone.

Erend’s Sacred Pool

If you enter a certain forest grove when the moon
is waxing-gibbous you will come across a dazzling
starlit pool. This gorgeous and beautiful magical
pool is the sacred pool of a being known as Erend

and she has guarded it for centuries. Erend’s Sa-
cred Pool is a safe haven for those who can find it
and provides some unique benefits for the errant
visitor.

Erend is not a magical water creature, but a guard-
ian spirit that is attuned to water. She has ensured
that those who do find the pool are able to enjoy
relative peace and safety whilst they are in the vi-
cinity of the pool’s gleaming silver-white waters.

The pool creates a feeling of well-being for all
visitors whilst they are there, alleviating hostile
thoughts and feelings and in some cases (the more
weak minded) quashing them entirely. Erend pro-
vides food and drink for her guests, magically, and
very rarely reveals herself to them in her true form
(a willowy being of watery-light).
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Those who sleep at the pool and spend a full 8
hours blissfully napping will awake refreshed and
ready to take on the day. They will not require
food, water, or rest for 24 hours.
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Those who take a swim or dip in the water will
find it allows them to breathe underwater with-
out assistance and provides an air-supply bubble
around their heads by the way of the pool’s magic.

Swimming down will reveal a passage that leads to
ahidden area of the pool which comes out in a glit-
tering cave full of gleaming crystals and dazzling
multi-coloured shells. The cave room has several
moss beds and rose petal blankets, as well as ade-
quate food and drink. and a plethora of beautiful
flora. There is even a fire and firepit should a trav-
eller require it. The fire is magical and provides
enough heat without thick cloying smoke.

Erend’s pool was discovered by Ash Lewis, an au-
thor of unifying mythologies studies and curator,
when on a visit to the Illinois Cavern State Natu-
ral Area. It wouldn’t have been discovered without
Ash’s tenacity and courage, and it wouldn’t still ex-

ist without Ash’s loyal friendship to Erend.

Situated a quarter of the way up the side of Nos-
haq Mountain, part of the Hindu Kush Mountain
range in Afghanistan is a peculiar crack in the
rock, the crack radiates magic to those who have
senses for such things. Passing into the crack feels
as though you are walking through treacle and
every hair on the back of your neck stands on end.
Beyond the crack is a cave tunnel that is lit by the
glimmer of ghostly torches that burn with a lumi-
nescent golden flame. A low Middle C undulating
hum echoes through rock and seems to suffuse
the air with power.

The Cave of Truth

The magic of the cave brings you face to face
with truth, truth about an event, yourself, people
around you or a burning question in your mind
that you do not know is true or false. You are
forced to confront that truth in a series of halluci-
natory or illusionary images that show the events
unfolding before your eyes.

The power of the cave is strong enough to simu-
late every aspect of the event, location, people and
circumstances. The cave does not protect the visi-
tor from the emotional or mental fallout that can
occur when the truth is laid bare; it simply shows
the truth like a magical mirror. It can drive some
people mad.

The cave was first discovered in 1956 by an archae-
ologist Reginald Courser who had murdered his
brother, covered it up and spent the last 10 years
convincing himself it was necessary and everyone
around him that it was an accident. When Regi-
nald entered the cave, following up on a lead that
claimed a tomb of some importance was burrowed
into the Hindu Kush he was shocked by what he
found.

The cave showed him the truth, showed him the
event in stark bloody detail as he pulled the trigger
several times then faked a cave-in to cover the ev-
idence. What Reginald saw drove him into frenzy
and he rushed blindly through the cave, stumbling
into the dark, screaming at shadows and eventu-

ally he plunged over 100 feet into a crevasse below
him and died.

In 1970 the truth of Reginald’s brother’s murder
came to light when a psychic detective, John Lee,
joined a group of explorers who set out to find
the cave. John was able to communicate with the
confused spirit of the archaeologist and find out
the truth. All this happened whilst the whole team
battled with their own truths that came upon them

as they explored.
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John fought his own demons, managed to free
Reginald’s spirit in the process and saved the lives
of two of his team members who were ready to kill

themselves over what they saw.

The Big Place is accessed by moving between two
street lamps on a road whilst carrying a small
house key or door key with the number 12 on it. It
was created, or so they say, by a sorcerer and petty
thief back in 1977 when they required a location
to store their ill-gotten gains - Clayton Lamar
worked for a bunch of gangs back then and used
his magic for nefarious purposes.

The Big Place

Along with Jane Goodwin, Auntie Yu, Big Rick
‘Candy’ Montaine and Summer (a hippy hedge-
witch) he provided a wealth of magical backup
and support to the gang or mob who would pay
them the highest. Clayton formed them into their
own gang known as the Big Crew and that is where
the name the Big Place comes from, that and the
fact that the Big Place is a storage space in another
dimension that resembles a large warehouse, or at
least a large parking lot.

Clayton and the Big Crew stored all of their gear
and equipment in the Big Place, as well as any-
thing they had stolen over the years. During this
time they filled the warehouse with gold, money;,
stolen items and even vehicles since the extra-di-

mensional space’s portal was large enough to fit
vehicles as big as trucks, buses and even a tank it
has seen a lot of stolen property during the time it
was in use.

In 1987 Clayton was killed in a shootout between
two rival gangs, his key passed to Summer who
took it from his body before she ran off. Jane was
arrested and used her magic to attempt to tele-
port herself out of her cell; she failed and ended
up merged with the cell wall, barely managing to
squeeze herself out of the wall before the guards
came. She went on the run, in constant pain from
her ‘mishap, and mostly forgot about the key in
her possession.

Auntie Yu went back to China and kept herself
busy with the Chinese criminal underworld. Big
Rick opened a small bar and grill in Chinatown
and kept his nose clean from that point on until
he was nearly killed in a robbery that went south
in 1992.

He went after the robbers and found Summer, who
was dying from cancer at this point. He convinced
her to give him Clayton’s key in exchange for in-
formation on a Magical Spa in Tahiti, a magical
place that could cure disease and bring people
back from the dead.

In 1993 the bodies of the robbers who had wronged
Big Rick were found but no sign of the man him-
self, it was as though he had simply vanished. In
2012, a key with the number 12 was mailed to
the Seattle Police with a map and the words, “I'm
done”

It is possible that the police have not yet followed
up on the Big Place and if someone enters the lo-
cation they might find a lot of gear, money, wealth,
anything that their heart desires. Or they might
find a big old empty place ready to be used as a
storage room once more.
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Temple of Skulls

There is a secret magically warded door in the Cat-
acombs of Paris, the world’s most famous grave-
yard or ossuary. The door is found by walking
through a completely illusionary section of wall,
lined with hundreds of skulls. Beyond the illusion
is the door that has three bronze skulls arranged
in a triangle, each with a metal lined eye socket
and this forms part of a puzzle lock designed to
prevent unauthorised access.

Hidden in the catacombs themselves, in the
mouths of the various skulls and guarded by
wraith-like spirits that will attack intruders on
sight, are six gemstones with metallic bases, each
base has a different pattern and fits into the corre-
sponded skull’s eye socket only one way.

After collecting all the gemstones (two red, two
blue and two yellow) and inserting them into the
door - it opens with a hiss of air and a cold metal-
lic light issues forth.

Beyond the door is a single chamber with 13
pedestals and upon each one of these sits a per-
fectly carved crystal skull, all made from beauti-
ful quartz and polished to a mirror-bright glow.
A beam of light plays down into the centre of the
room and illuminates a circle of rock that is slight-
ly raised, positioned smack-bang in the middle of
the ring of skulls.

This is a chamber that was created in 1990 and
hidden away as part of the catacombs. Rumour
has it that the mages chose to have their souls
bound into the skulls as part of a ritual that had to
be enacted to prevent the end of the world in 2012.
Those who delve deeper into the Temple of Skulls
will find that there is a lot of magical energy here.
There is also a low murmur as if the skulls are en-
gaged in a long debate with each other.

If a visitor stands in the centre of the room, in the

skulls and able to communicate with the Council
of 13 Souls.

A visitor can talk to the skulls and they will answer
various questions about magic. They can actual-
ly tutor a mage in their art and allow their skill
to grow. Of course, the skulls will require a small
sacrifice of soul energy to fulfil their part of the
bargain and it is a small price to pay for learning
something new in the field of sorcery.

Two sorcerers, Maxime Berland and Isabelle Ber-
land created the chamber on the behest of a being
called the Wanderer who showed them the loca-
tion. According to Maxime in a rare interview
with Mara Fasir, a journalist who researches Cura-
tors, the chamber was constructed with the help of
the Wanderer and the candidates chosen willingly.
The price for failure was deemed too high and the
Wanderer’s information came from a journey she

had taken to the top of the Stairs of Forever.

These homes can be found almost anywhere in the
world, varying in location, size, quality, and sta-
tus (detached, semi-detached and so on). There
are a few variants on the theme, but by and large
Zenmov's Guide focuses on the original House of
Talking Dogs which is located in Soranto Anjuna,
Goa, India.

House of Talking Dogs

light, they will be the focus of attention for the
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The House of Talking Dogs has some history be-
hind it, and no one was sure exactly how the dogs
appeared in the home or what constituted the cor-
rect circumstances for this phenomenon to occur
until much later on. It was first encountered by
Rajesh Singh in 2004 when he was canvassing for
new customers regarding his brand-new business
venture. Mister Singh found the house occupied
by two elderly Indian people and three dogs, two
of which were corgis - usually associated with the
British Monarchy and some celebrities.

It was mid-afternoon, quite hot and Mister Sin-
gh may have misheard, but he swore that one of
the dogs spoke to the woman just as the door was
opening. The elderly woman hushed the dog and
invited Mister Singh in to speak to them. They
were eager to expand their understanding of
the internet, especially when Rajesh explained it
could be used to find out things that you might
not normally know.

During his three hour visit, two hours longer than
he really expected to stay he noticed that the dogs
were unusually intelligent and quite bright. They
also spent a lot of time studying him. He left and
thought nothing of it. The couple did not sign up
for his new business but told him not to forget
them; they might be interested down the line.

He went about his business and continued to
grow his company, and then one day, in 2008 he
returned to that house with a new proposition.
A young woman answered the door, behind her
were five dogs now and the dogs that Singh had
seen before did not seem to have grown older.
The woman smiled and took Mister Singh inside.
When he enquired about the dogs she told him
of the house and the power it had. Purely scepti-
cal at first, Rajesh scoffed at the idea - politely of
course — and the two dogs who he did not recog-
nise spoke up.

They addressed him by name, in the voices of the
old couple. He was rattled and he left the house not
long after. He told his story to no one until 2013
when he confided in a friend of his who turned out
to be a wily Hindu Curator. She passed the infor-
mation on to her group and they investigated the
house, what they discovered is that: when a person
dies in the home, a week later a dog appears that
speaks just like them, has their memories and all

their mannerisms only in dog form.

There are many cultures that have ritual ingrained
into them, overseen by a group of people who are
often known as shamans. These individuals might
have homes, they may have dwellings and they
may come from Africa, Native America, India, Ti-
bet or dozens of other places around the world -
one thing they usually have in common however
is their place of focus, where they do all of their
work — a Shaman’s Hut.

Shaman’s Hut

In the case of Mandazani, a Shona healer and sha-
man in Zimbabwe, Africa, the hut is more than
just a symbol of his power, it is a direct channel
and focus for magical energies tied to water that
exist and flow through the whole area where he
lives. The hut and the shaman within were first
discovered by Gemma Blanchett whilst on her
travels to learn about other cultures, their native

magic and medicine traditions.




Gemma visited Mandazani in 1980 in the hope
that he might be able to help her with a degenera-
tive nerve disease: Huntington’s disease, one with
no known cure. A friend of hers who delved into
magic and holistic healing techniques suggested
that she seek out the shaman.

He was waiting for her in his hut when she ar-
rived in June and he welcomed her into his mag-
ical place. Gemma wrote an extensive journal on
her visit, part of which is reproduced in Zenmov’s
Guide to the Magical and Mundane under the en-
try on Shamanistic Places and Sacred Falls.

She spent several months in the company of the
healer who was able to divine a great many things
about her, introduce her to shamans from other
tribes and work with her to develop her own mys-
tical potential. On a clear night in September he
called her to a ritual in her honour, which began
in the hut.

The Shaman’s Hut was a focus, a collector, an am-
plifier of magical energy that suffused the whole
area where he lived. He was able to use it to acti-
vate the inner healing spirit that resides in all liv-
ing things (according to his words) and using that
power he connected the woman with his midzimu
(ancestor spirit) and through that connection she
began to heal.
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What medicine and science has failed to conquer,
magic was able to reverse. Her ravaged brain cells
regenerated under the spirit’s watchful eye and she
experienced strange, somewhat terrifying visions
and nightmares. The shaman was there to protect
her and under the power of the hut, which also
protected those within, the ritual was a complete
success.

She was taken to a healing chamber close by and
allowed to recover.

In the area known as “The Black Country’ in Eng-
land’s West Midlands, a shaman known as Stephen
Wright treats the sick and those suffering mental
illness with tunes from his guitar. His guests im-
mediately fall into a deep healing trance once he
starts to play. Some Curators who have of need of
his help claim that his guinea-pigs are actually fa-
miliars who talk to him or even sing during these
trance states but this cannot be corroborated.

One of the most powerful Shaman in existence had
his sweat lodge in Arcata, California. Although it
is considered that he passed into the spirit realm
in October 2018, many still feel his healing power
and presence when they consider his numerous
works in shamanism and gaming. Greg will be a
friendly and welcome guide to all who ascend the
physical plane and find their way to the exotic yet
strangely familiar realm of Glorantha.
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Many Curators and Magicians are brave, it’s part
of the job when dealing with un/supernatural
forces, but at Majora level many of those brave
wielders of magic will blanche. When you first en-
counter a locale of this power your first feeling is
that you are way out of your depth. It is usually
the mad, foolhardy, or depserate who go beyond
this level of power. “The Threshold’ as it has been
known contains areas of not only powerful magics
but also unpredictable magics. These locales are
very rare in comparison to the levels below and
are almost never encountered by the unknowing.
Caution is advisable.

The Wardrobe of Many FEras 53

You can find this particular place through a back
door in a particularly well-to-do antiques estab-
lishment in New Orleans, Florida that sells clothes
and antique furniture. There is a knack to getting
in of course, since major magic like this does not
just work for anyone. A trick that you have to
know, a secret passed down from those ‘in the
know’ for hundreds of years.

When you approach the edge of the portal that
leads to the Wardrobe of Many Eras, the first thing
that you will detect is a slight tingle in the air, a
feint glimmer of silver etches around the doorway
and that is when you are in the right place. When
there is a smell of old leather, perfume and lacquer
you have reached the correct door.

Speak the words, “Plaid not Plain” And you will
be able to pass beyond the doorway into the Ward-
robe proper. If you fail to speak the words as you

MAJR, OR THE THREHULD

- s LT

open the door then you will end up in the room
that lies beyond it in the real world leaving you
none-the-wiser.

The Wardrobe is an incredible place to enter; a
vast vaulted ceiling done in a gothic style design
raises high above your head. There are levels upon
levels to this huge circular room and a large stair-
case interconnects all the floors. There is a floor
for every major clothing era known to the world
at large, and that includes clothes from across the
whole planet. If you want to dress like a flamenco
dancer or a sassy Broadway actor, the Wardrobe
has you covered.

Want an authentic Viking or roman outfit, same
deal. Each era is clearly marked and there is always
a friendly helpful wardrobe spirit to help you out
with finding the right outfit, and then of course
putting it on. As a rule all of the outfits found in
the wardrobe area are non-magical but there have
been instances of a few outfits from magical
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sources ending up in those eras that support them
- they are usually stored in rare collection sets
and often require separate authorisation from the
wardrobe spirit to access.

The wearer is informed via the spirit that the outfit
is ‘on loan’ and will be reclaimed at a later date,
and at such a time when the wearer no longer has
a use for it. The spirit requests that those who take
outfits do so sparingly and return them once they
are no longer in use. The spirit has been known to
reclaim a ‘late’ outfit at a most inopportune time,
usually when it is the most embarrassing for the
wearer despite their need for the item.

Johnathon DeLaval, Curator, Medium, and the
Wardrobe’s owner, was once divested of his mag-
ical attire during the inauguration ceremony of a
queen in another dimension, to say that he was
left entirely naked and embarrassed by the experi-
ence was an understatement considering the rules
on displays of public nudity in the kingdom were
strict indeed. He was incarcerated for two months
whilst the matter was investigated and eventually
released, Mr DeLaval is no longer allowed to vis-
it the Kingdom of Garaneta. It seems even he has
trouble sticking to his own rules.

The Cleansing Peak

1)
Atop one of the highest mountains in Bolivia is
a secret place, a magical place known to only a
few elders who have inhabited this region of the
country for a while. Nevado Sajama is the highest
mountain in the countrys it stands at 21,463 feet
above sea level and provides an excellent vantage
point in the region. Yet that is only part of the rea-
son why the mountain is so famous. Those who
make the trek to the Village of Sajama can, if they
know who to contact, find a guide to a place that
the elder’s call the Cleansing Peak or. A long and
enduring climb follows a request such as this and
sometimes the locals will offer a visitor a cocoa
leaf to help them with the altitude.

At the terminus of the climb there is a slight heat-
haze that marks the very spot, the highest point
in Bolivia. Upon speaking the phrase, “Permitame
entrar, Madre de la Tierra y Estrellas”, or “Allow
me to Enter, Mother of the Earth and Stars” The
visitor is able to leave the Earthly plane behind
and enter a dimension beyond our own, one that
flows with serenity, peace, and harmony. The mo-
ment the mist clears and the visitor looks out
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upon the land beyond the portal, there are end-
less mountain ranges, each one of them taller than
the next which encircle another huge mountain in
the distance where the tallest peak stands as it cuts
up through the heavens and into the stars above.

It takes 7 days for the climbers to make it to the
top of the centre mountain, but here in this realm
between realms there is no actual passage of time.
All ill-effects are stopped in their tracks, so if you
are dying from a disease or poison, once you en-
ter the Cleansing Peak you will find that you feel
better. This is not a cure, just a stop-gap before
you reach the very top of the central mountain
and meet with the monks who dwell there in the
marble temple known as the Corona de Almas, or
Crown of Souls.

Upon reaching this location the visitor is greet-
ed by the friendly green-robed monks who take
any sick or diseased people into their care. What
follows is a long regimen of healing that involves
mind, body, and spirit as the monks use their gifts
to purge the body of sickness, disease, mental
instability or any other problem that is brought
to their attention. The Cleansing Peak can cure
everything, and there are rumours of the dead be-
ing brought back to life there. Of course, these are
rumours only and no one has substantiated them.
After one year of care in the hands of the monks,
since there are no shortcut cures here, the disease,
sickness, problem that affected the person is com-
pletely gone. There are also rumours that certain
celebrities and actors who have mysteriously re-
covered from life-threatening illnesses and have
taken a sabbatical may well have visited this mys-
terious place.

The monks of the Crown of Souls are friendly and
welcoming to all who come here with good inten-
tions, with hope and love in their hearts. Those
who come with dark intent and perhaps even to
steal, or try to find out their secrets, are ejected
from the temple, first gently, and then with more
force if needs be.

On rare occasions the monks allow a visitor to
remain for good, to join their order and to learn

their healing powers.
£

Rather like many magical places that are presented
in this tome, the Mysterious Car Port might have
another name and can appear all over the world.
It can also appear as a simple garage door made of
various materials, utilizing different designs and
styles. These entryways are but an interface into
another dimension, a magical one, one that defies
the laws of physical interior space. The car port can
be accessed in numerous ways, stumbled upon, or
keyed to a particular device that provides the ve-
hicle’s owner with access to the extra-dimensional
space beyond the door.

The Mysterious Car Port

In a way that is similar to the Wardrobe of Many
Eras, the Mysterious Car Port appears as a small-
er garage until the magic is activated. Once the
magical device is operated or a passphrase is spo-
ken, the magic kicks in and the doorway to the
extra-dimensional storage space is created. The
space beyond the door can hold up to five hundred
various vehicles from all eras, even mega-trucks
that are used on construction sites can fit into the
bay beyond the door.

The door and the space will grow and shrink to
accommodate the vehicle being driven in at the
time. There is a cantankerous mechanic who in-




habits this space, be he human, or another race
from a different dimension, no one really knows.
What he can do is repair any vehicle that is left in
the Mysterious Car Port for a day. The mechanic is
rarely seen, but heard as he tinkers around the car
port moving from place to place, muttering about
spark plugs and gaskets. The mechanic ensures
that the vehicle can be driven safely, returns it to
working order and fixes any long- l ti oble
at the same time.

When one of these Mysterious Gar

covered there is a slight chanc, about a

10% or so, that it will be full of variousivehiclcs,
the exact type and number tends tojvarysbased

on who owned the port last and what it was used
for. A couple of mob bosses in the past of owned
a Mysterious Car Port and they have used it for

everything, from smuggling, to administering jus-
tice to rivals and wayward employees The latest
incarnation of the ‘MCP’ as it's known, isina qu1et
side street in Helsinki, Finland. It was found, quite

by accident, by Jacob Bailey, a tourist greeter/town
crier. His own car port disappeared but Jacob has
been very happy with the trade so far. There is a
very small chance, about 3% that a visitor or new
owner could find one of these deals still going on

due to a twist in space-time.

e Cave of Songs was first discovered by two er-

The Cave of Songs

ran e){plorers in 2014, found at first through a

splunkmg trip taken by Dave Sanford and Kelly
Tucker, whilst in the mountains of Peru. They de-
scended to a depth of 32 feet and began to explore
a hitherto unexplored cave system, through many
twists and turns. It took them two hours of slow
and painstaking delving in damp and dark condi-
tions to finally find a crystal-lined tunnel deep in
the rock at a depth of 130 feet. Once they found
this artery in the rocks, they followed it until the
tunnel broadened and they heard a strange melan-
cholic song that hung in the air, vibrated oft every
surface.
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It drew the two intrepid explorers to a strange
place indeed, one that eventually found its way
into Mervin Quints book entitled Secrets of the
Earth, Volume 1: Caverns and Caves.

The cave was subtly lit; many different blue and
green crystal formations grew out of the dark
rock and gave off a sublime glow. This was not
the most outstanding feature, which came as the
two explorers delved deeper and deeper into this
huge semi-circular cave. They became aware once
more of this beautiful song that flowed through
the area, and as it did so, the crystals changed hue
and intensity based on the song they heard. It was
a womans voice, joined by others, until there was
a whole chorus and choir of uplifted voices that
filled the cave with song.

Now and then ethereal figures appeared very
briefly out of nowhere, coloured the same as the
crystals and they were mere outlines, hard to dis-
cern from their brief appearances. Dave and Kelly
made a recording of their findings using a mobile
device and saved it for posterity.

They showed their findings to Lee Jenks, of the
Jenks Institute for Physical Research and Discov-
ery, he wanted to see it for himself, so they took
Lee to the Cave of Songs and he witnessed the odd
phenomena.

After two years of research, the three of them dis-
covered that the song they had heard was sung in
the Language of Creation. Their research further
led them to a theory that this was actually the
Song of the Earth, and the magic of the cave creat-
ed the illusion of light and the mysterious figures
as a by-product of this.

There are no known effects for listening to the mu-
sic, barring the uplift to the soul that one can get
from such beautiful song. After a few years they
also noticed that the song was different, some-
times radically so, this coincided with disasters
and other events on the Earth. True to form, the

three of them were able to discern a pattern to this
and publish the results in a paper on the paranor-

mal only available in certain circles.
=

There is a story told of a village that appears once
every one hundred years, this village can pop up
in places like Scotland, or almost anywhere in the
world. For the purposes of this tome we are look-
ing at the variant that appears in Scotland, which
is often known by the name: Brigadoon.

The Village of Joy

There are many legends that surround the village,
but there is always one common theme: enchant-
ment. In this case, the story was researched by
Minh Tran, a Vietnamese researcher into legends
and myths, who discovered part of the legend
when he was on holiday in Scotland. Minh found
an old woman who told him of a particular part of
the legend, one which had never been committed
to parchment and remained only as a memory in
the minds of those who knew it.

The story goes that the village of Brigadoon,
once called something else, existed in the age of
myth and folklore, back when wizards and witch-
es walked hand in hand with gods and the land.
Druids cast their auguries and performed rituals
to the Mother Goddess. The story claims that a
mysterious, sick and weak traveller arrived at the
village and collapsed at the doorstep of a grieving
man. This young and beautiful woman was be-
guiling and charming, the man took her in and
the village cared for her for months and months.
Slowly, with the help of the whole village, who
showed incredible support to the stranger she got
better and better.

The man fell in love with this nameless woman,
who could not remember who she was or where
she came from. In truth she was a goddess, the
very one called Brigid. She had come to the village
to test the hearts of the people there, and found
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only compassion and love. It was a moving thing
even for a god and she remained in earthly form
there for quite a while, observing and walking
amongst the people. When she learnt of a raid
that would come to devastate the village, led by a
rival village and tribe, she enchanted Brigadoon
to vanish. It would only reappear every 100 years
to be touched by the hands and hearts of mortal
folk. Whilst vanished the village would remain
time-locked, un-ravaged by the frailty of age and

Wy

disease, protected from all harm, perfect in every
single way and a testament to the love and beauty
the goddess found within.

So every 100 years, the village returns to the mor-
tal world, only those who have pure love in their
hearts can enter it and remain. Those who do not,
are forbidden entry by the magic of the goddess.
The goddess gave the villagers one warning, they
must not leave the village during the enchanted
day when Brigadoon could be seen by mortals. To
do so would invite calamity and break the miracle
that Brigid had bestowed upon them.
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MAXIMA, OR CHAOS INCARNATE

Maxima Places are generally avoided by all but the
mad. Their power and possible harm to mankind’s
reality is equal to their wonder and possibilities
and some of the most shadowy Curator organisa-
tions will only become involved in such locations
if the fate of the world depends on it. While one or
two places might be under the control of certain
Curators, even these safety-averse people will nev-
er say they “control” such a terrible and wonder-
ous place, but will instead refer to themselves as its
‘Guardian’ or claim not to be involved with it at all.

Harrow House (see: Fake St.)ﬁ

John Harrow first built this house in 1951. At first
it was a wonderful place, a loving home, where his
family could grow and enjoy many happy memo-
ries. That was until a jealous ex-lover of John’ set
a fire that killed John, his family, and left very little
of the structure standing. The pain, torment, an-
guish and fear that was created that night was fed
upon by dark spirits that stirred below where the
house was built, they crept into the walls, the plas-
ter, the light fittings and slunk through the deep
shadows that now lay across the floors and walls.

The house was declared condemned in 1967. On
the day that the demolition company was due to
tear it down they came to find, nothing. The house
had gone, not a single brick, or foundation re-
mained. Puzzled, the demolition company left the
site and put it down to a prank call, even though
the house had been on the local news and every-
one had seen it. In a very short time, due to the
magic of these dark spirits everyone in that neigh-
bourhood forgot about the house and what had
happened there.

This was exactly what the house now wanted. Over

a few more years the house began to gain strength
and power, lurking as it did in another dimension
beyond ours. In 1973 it manifested on a Fake Street
as part of an elaborate trap it had constructed over
the years. It appeared as a modest and beautiful
3 bedroom town house, complete with for sale
sign and a show house style design. The sign in-
vited people to enter and view the house. It would
use its power to scare away potential customers,
until that day in 1973 when she walked through
the door. The woman called Audrey Cooper, the
woman who set the fire that nearly utterly con-
sumed the house. Once she entered, it slammed
the door and transformed the interior into the
very one that she had set the fire in. What fol-
lowed for Audrey was an agonizing hell trapped in
a homicidal, murderous, vengeful spirit-infested
house that wanted her dead. Only Harrow House
did not just want the woman to die, that would
be too quick. It wanted her to lose her mind day
by day, hour by hour, minute by minute until she
became a rocking, screaming, mind-blown wreck
that cowered in the corner as her worst fears tor-
mented her. Finally she perished, dragged kicking
and screaming into the very walls to become one
with the house that hated her.

1973 was just the start, from that point on; Harrow
House became a danger to anyone foolish enough
to venture inside the walls. The house has been
studied by various occult groups for a long time
since it first appeared, and they have discovered
that the spirits of the people it kills fuel the house
and allow it to continue to manifest the night-
mares and fears of those who are trapped in its
hallways. Many who dwell in Fake Street know its
true nature, despite how it looks, and will warn all
those visitors who pass the house to not step too
near, unless they are evil in nature, they torture
cats, or plan to harm Fake Street or its inhabitants.
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and innocent visitors.

They have also discovered that the house can do
the following:

o Prey on the fears of the victims.

o Reconfigure the house’s interior dimensions
to create new rooms, long hallways, traps
and all sorts of features.

» Create phantom noises.

o Manifest various levels of poltergeist activity,
ranging from mundane scare tactics, to the
outright lethal where sharp objects can be
manipulated and thrown with some force.

o Trapping and utilizing psychic energy from
victims as fuel, akin to a vampire’s dire
dependency on blood.

o Enter another dimension, relocate and
repair.

o  Transform the exterior of the house
(although, being unaware its mask has
fallen, it rarely changes).

e Create human simulacrums to act as estate
agents and workmen to lure visitors into

properly.

Since 1973 it is unknown just how many victims
that Harrow House has claimed, and those who
have studied the house have been few and far be-
tween. Only a few victims and researchers have
been able to escape the voracious psychic demesne
and those who have managed to get out alive have
been mentally scarred for life. As of this writing
The Room has not been able to discern any way
to destroy or permanently stop Harrow House or
the dark spirits within it. Unknown to many, and
drawn by strange sattelite readings from orbit,
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Dr. Nicholas Arkham (Corkigian), Director of
the Abnormal Nuclear Ethics Institute. in Ham-
ilton, Ontario, has moved in to the small apart-
ment above the baker and across from the Harrow
House on Fake St. He has since worked out how
and why Fake Street “translocates” and is aware
of some sort of radiological entity in the damned
house across the alley. in
order to warn the naiive traveller against entering
the house. He will shout from his veranda and has
even taken the occasional to discourage
those too stupid to listen.

House of Adventure

56

Karen Windborne’s grandmother left her a house
in 1988 and with it a strange legacy, a legacy of
gaming that took place there. Jennifer Mandle was
obsessed with gaming of all kinds and loved games,
from chess, to video games, to board games, it was
her bright passion in life. When she passed away
in 1988 the family were distraught, and Karen was
left with her Nan’s home.

At first she pondered selling it, but then some-
thing magical happened. One day she came to
collect the keys and decided to explore the house
a little, see what was where and how much she felt
attached to the place. If she felt really attached, she
decided she would not sell Jennifer’s old home,
she would move in and make it hers. She went
from room to room; every room was packed with
her Nan’s love of gaming. Then she heard voices
coming from within one of the upstairs rooms, so
she panicked a little, but plucky as she was decided
to take a peek at what was going on. She pushed
open the door and found a strange room beyond.

A table with various weapons, clothes, equipment
and costumes galore lay in wait for her. The room
had a couple of men in it; they introduced them-
selves as friends of Karen’s grandmother and invit-
ed her to experience a day in what they called the
House of Adventure. Karen, ever the curious soul,
took their offer and saw the spirit of her grand-
mother there as well. Jennifer explained to her
granddaughter that the house had a connection
to another dimension, one where she had made a
real life version of the fantasy games she had loved
as a girl.

It turned out that Jennifer Mandle had been privy
to a remarkably powerful place. Jennifer had cre-
ated that allowed
simulation of fantasy roleplaying games within
the rooms. Where it was possible to play an ad-
venture, guided by her spirit now, and know that
you were safe from death. If you died in the game,
you simply returned to a nearby inn or tavern to
recuperate and gather your strength.

, and the world was designed so that
if you truly wanted to win, you would persevere
against the challenges it could throw against you.
The house also allowed you to take on the skills of
the chosen character class, including casting spells
if you were a wizard.

Whatever you wanted to play, whatever role, the
house would tailor your game to your needs. Be
it a single player, or a group adventure. The whole
world would come to life, and that included vast
landscapes, scary tombs, and treasure filled pyr-
amids. A cast of magical NPCs were provided by
Jennifer’s sorcery as well. It was the perfect House
of Adventure.



After getting over the initial shock of this new
revelation, Karen kept the house and invited her
more open-minded friends over to join her in her
many escapades within the mystical abode. Over
time the spirit of her grandmother taught her the
nuances of the place, how to control the adventure
and how to help her friends have a great time.

The Faire Vi

Come one, come all, come and enter the Faire. The
Faire manifests, usually at night, as a large carni-
val packed with all sorts of rides, stalls, attrac-
tions, and other stands to draw the eye and keep
the customers packed in. On the surface everyone
has a grand old time, a laugh a minute, clowns and
strongmen, bearded ladies and all those elements
of such a place are present here. It is what the reg-
ular punter cannot see that they should fear, for at
the centre of the faire, lurking where the giant Fer-
ris wheel spins with coloured lights and laughter is
a being that is older than the faire, far more devi-
ous and eternally hungry for the spirits of mortals.

This shapeless and formless mass lurks just on the
edge of our dimension, poking vast and slimy ten-
tacles in through the gaps of reality it has made
over the centuries. The Faire is just one manifesta-
tion of its power, where the truth that hides behind
the painted faces of the clowns and the smiles of
chubby children is something sinister and twisted.
Every clown, every strongman, every single faire
worker is a dark entity wearing the guise of a mor-

tal. They very rarely let their illusion slip and those
that do are about to feed upon the flesh and souls
of those who are caught in their trap. For the ma-
jority of the people who come to the faire, those
who do so for good clean fun, they often leave the
place alive and non-the-wiser about what is truly
happening behind the glitz and glamour of the Big
Top.

Those who have a seed of dark, or a taint of evil
about them, for those people there is another sto-
ry. Some are devoured by the various creatures
that play at being mortals, others, with even dark-
er hearts are taken to the Ringmaster, the crea-
ture that calls the Faire his home. Here they are
weighed, judged and if found worthy, inducted
and included in the Ringmaster’s latest roster of
helpers, attractions, and lackeys. It is thought that
the Ringmaster was once a conniving charlatan
named ‘Martin the Magnificent who was chased
out of Tibet by Chinese authorities but no one
knows if this tall tale is actually true.

Each attraction that the Faire offers

Those who join
the Faire become thralls under the power of the
Ringmaster, and learn the true face of their keep-
er. Some crack, their minds broken by such an
impossible dimensional entity. Those who do not
break or falter become stronger, and their bodies
are co-inhabited by a dark spirit from elsewhere.
Only one person has escaped the faire, Ernie Saw-
yer, Technical support of Cascadia Gas. He es-
caped by starting a diversionary fire.

A\
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Those who are trusted by the Ringkeeper are often
sent out into the area beyond the Faire, told to find
folk and bring them back. They hand out flyers
and promote the attractions, all the while looking
for those of a darker intent to feed the Ringmaster

and his cronies.

There are a few dream clubs across the planet; one
can be found in London England, one in Hanoi,
one in Manila, and another in Manhattan. They
are a magical variant of a nightclub, or in the
case of the New York one, a repurposed hotel bar
similar to those found in tall buildings form the
1990s across the world. Dream Clubs are not pub-
lic places, and one needs to have an invite to get
in and the clientele are extremely selective about
who gets to step through the door into their hal-
lowed halls of Morpheus.

The Dream Club

Dream Clubs are also protected by spirits and oth-
er beings as well as powerful owners, who are usu-
ally witches, warlocks, high-level Curators, onei-
romancers, and other practitioners of the arts who
focus on dreams and dream magic. The interiors

of such places are usually themed to the idea of
restful sleep, but they can also be bustling places of
neon and chrome, especially if themed for a more
futuristic but still modern setting.

Sandman’s Rest in Manhattan, just off Broadway
is a famous location where the well-heeled used
to go back in 1987. It is a luxurious club full of
white leather, velvet, lace, and glorious light wood
stained with just a little lacquer. There are dozens
of beds, four posters and otherwise waiting for
someone to come and dally for a night or even a
few hours in one of the rooms off the main bar
hidden by an array of secret doors.

The price is expensive, the service exquisite and
the types of dream range from the sublime to the
downright exotic. Madame Ying, a Chinese ex-pat
from Kowloon oversees the Sandman’s Rest and
ensures that her dreamers have the most reward-
ing time, making sure that the safeguards and
magical wards are in place to prevent any spirits
or malignant entities from getting into the dream-
er’s slumber. As a point of note, this is not always
the case with other Dream Clubs, some of which
have no safeguards and use drugs like Opium
fairly regularly to help their dreamers enter their
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chosen state. As previously mentioned, Madame
Ying's establishment is one of the most saleguard-
cd known in the magical world.

Upon paying the cost for a dream, be it tailored
or random, the dreamer is taken to a room where
they are observed by their own personal guide.
Thetguide, ehsures that they are' safe at all tinies:
‘The dreamer is placed into a magical slumber and
given the dream that they bought. It really is as
simiple as that.

Madame Ying does not allow the tratlicking of

dreams on her premises, ¢jecting anyone who at-
tempts to sell a non-house dream behind her back.
Other Dream Clubs, like the more infamous Jap-
anese club, club Outer Heaven, are places where
dreams are tried, bartered, sold, and concocted in
the many gaudy rooms that make up the majority
of the place. ‘These places are dangerous for those
uninitiated and perfect tor those who want to get a
quick dream-fix before they try a more dangerous

back-room dream.

‘These dreams are made of pure nightmare, dis-
tilled from the very essence of spirits who control

such things.

Yet other clubs hold darker stories. 'lTales leak
out of dream regarding the Moscow dream club,
Northern Lights, as being little more than a torture
den. One which all good Curators avoid.

‘The small and intimate club in London, The House
of Morpheus, and the large labyrinthine club in
NOLA, are swiltly gaining a reputation as sale
places to dream specialising in therapies, calming
techniques, healing, and end of life care.

One lhing all veteran Dreamers know; you never,
under any circumstances, visit the dream club in
Houston, TX. It is a secret softly whispered in dark
corners, as if the very act of speaking its name can
bring it forth. Curated by someone only known as
Ambrose’ it is feared as a place that many enter

but none return. Many talk of it being a murder
chamber, a slaver’s paradise, a criminal holdout,
or a portal to another time or place. Maybe it is all
of these things but no one currently at large knows
exactly what it is.

It also has ways of covering its tracks. Curator Rev.
Randolph Partain, an ordained minister, recently
attempted to buy the land beneath the club and
bribe a city official to close the warehouse (for
that is what the club is registered as) and rescind
its permits. The clerk who Partain attempted to
bribe was found gutted and hanging from under-
neath a bridge and the good reverend has disap-
peared entirely. None of his cards have been used
or, it seems, has any one reported seeing him.The
message was clear; avoid the hitherto unnamed
dream club now referred to as ‘Sunderland’.

Not to be confused with the English town, the
name is derived from the acronym SUNDS, or
Sudden Unexplained Nocturnal Death Syndrome.

Many of these clubs are not to be entered light-
ly. They are dangerous, unpredictable, and some-
times you never wake up.
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Magisteria places are almost never fought over.
No one actually wants to control them, but they
do want to deny them to a rival. Furthermore,
these locations are perfect places for those entities
from outer realms to utilise as gateways.

All but the mad know they can’t control these lo-
cations and naiive or apprentice Curators who ap-
proach are likely to be attacked on site, just to keep

the world safe.

Somewhere within a vast complex of tunnels
and portals that lead to other areas of this huge,
sprawling underground City of Xe, there is a
chamber known as the Chamber of the Seal. To
get to the city requires extensive research, the cor-
rect rites, rituals, and even the right key which is
formed by pitching your voice to open a certain
musical lock that guards the first of Seven Doors.
The entry chamber which contains the door to the
underground city is a magical portal, it can ap-
pear anywhere in the world, even underwater and
is extremely tricky to find. Fortunately there are
amulets that lead to the door’s location; they are
expensive and rare, and usually guarded/coveted
by the beings who want to keep the City of Xe a
secret.

Chamber of the Seal

Once you have opened the door and descended for
hundreds of feet into the City of Xe, it is possible
to find the Chamber of the Seal. The chamber is a
huge place, dominated by a seal made of bronze,
copper, silver, and gold. It is inlaid with precious
stones and each aspect of the seal is important, the

whole thing guards the world against a terrible de-""%

structive force known as the Leviathan.

MAGISTERIA. OR THE PALACES OF TIME
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Behind the seal is a connection to a great primor-
dial ocean, one that has existed since the dawn of
all things. A mix of water, magical power, and the
very lifeblood of a long slain god, the sea bears
with it a titanic being of great destructive poten-
tial. It is the seal that keeps both sea and creature
at bay, as long as it stands firm, the world is safe.

Should the seal ever be opened, the water would
rush in and begin to fill up the City of Xe, even-
tually the wall that holds the seal would crack and
the hundreds of miles long Leviathan would come
tumbling through the hole. The water would con-
tinue to rise until the level burst out of whatever
portal is currently connected to the Earth. Here
water would pour into our dimension and flood
the planet until nothing was left barring those
creatures who could survive in such an environ-
ment.
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The Leviathan would come to the surface to hunt.
The precious magical seal prevents the water from
being released, holds it back, and contains the sea
beast behind it. No one knows what form the Le-
viathan actually takes as no one has breached the
seal in thousands of years.

The Grand Library of Xe

AV

Within the City of Xe, found deep under the
Earth in the vast ancient and alien city, is the place
known as the Grand Library of Xe. The city is an-
cient, old, perhaps timeless, but the door that led
to the discovery of the city is pretty recent. It was
found under the feet of the Great Sphinx in Egypt,
miles below the sands and was thought to have
been an extension of that kingdom. The Grand Li-
brary of Xe is nothing to do with such an ancient
people though.

The Sorcerer, Xe Ir, a powerful man who could not
only bend reality, but shape it to his will, created
the City of Xe in 1947 to act as a focus and a bar-
rier between the real world and the magical world.

The City of Xe itself is discussed a little later on,
for it is beyond the power of mere Magisteria. The
Grand Library however, is not. This extra-dimen-
sional A-shaped space in the middle of the city is a

vast repository of knowledge for magical
understanding in this world, or the next. At the
centre of the library is a silver door bound in gold,
rumoured to lead to a Palace of the Gods known
as the Moon Palace.

The Grand Library of Xe is packed with all sorts
of books on magical theory, spellbooks, grimoires,
old tomes that are no longer in circulation and
there is a section of the library that is devoted to
books that have not yet been written. Every so of-
ten, a new book pops into that collection out of
nowhere and the librarian, a strange metal con-
struct that resembles a clockwork floating octo-
pus, has to find the correct place to store it in the
vast shelves.

There are hundreds of rooms within the Grand
Library, and since Xe is still alive, his sanctum
can be found sequestered away behind one of the
bookshelves. He mostly ignores visitors unless
they cause trouble, letting the librarian deal with
unwanted or unruly guests as she sees fit.

The librarian can find any book in the library and
bring it to a guest if they ask for it.

The obscurity of the book determines the
%-chance to find it in the collection, with very
obscure books at 5%, moderately obscure at 10%
and obscure at 15%. Common books are easy to
find and there is a 2% that the library will just have
received a copy of a newly written book in its col-
lection that fulfils the Player Character’s needs.

The librarian can also, for a modest donation of
sorcerous energy, copy any book in the collection
to a blank one. The library operates a strict: no
lending policy.

Many Curators, Warlocks, and Sorcerors have
tried to gain entry to the library without permis-
sion, possibly to steal some of the priceless books,
but were never seen again.




Ragnarok Bar

Way back in 1970, a biker by the name of Sherry
Hamilton established the Ragnarok Bar as a bit of
a joke. She said it would be the only bar stand-
ing come the end of the world, hence the name,
Ragnarok. It must have echoed across time and
space too, reached the plane of the Norse Gods,
because they found it highly amusing and decided
that come: the End Times, they would all gather
in the bar for one last drink just to celebrate the
name more than anything.

The bar has become a watering-hole for all kinds
of folk who have heard of it, and through its rep-
utation as a no-nonsense place where you can get
a drink, pick up a job or two in the magical world,
especially hunting magical entities, more power-
ful sorcerers and visitors have begun to drop by.
Not to mention extra-dimensional entities look-
ing to make some sweet money off Sherry, who
still looks as good as she did in 1970. Another as-
pect of the Ragnarok Bar, blessed as it is by the
Norse Gods. Sherry’s not complaining either; her
bar has introduced her to a whole hidden world
that sits just outside the real one.

There is also a strict no brawling policy in the bar,
but at the back there is a supernatural Fight Club,
where people with a score to settle can do just that.
This way Sherry keeps the peace and ensures that
the bar does not get blown into tiny bits by the
slightest show of magical power.

In the VIP Lounge off to the right of the main bar
it is possible to meet and greet some pretty pow-
erful beings, and whilst the gods do not yet come
by for a pint, demi-gods and heroes of myth and
legend have been known to drop in through the
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portal at the back behind the red velvet curtain.
The portal is accessed by a particular combination
of buttons on the old time Jukebox which stands
on guard just inside the VIP Lounge door.

If you know the right combination it is possible to
visit virtually any world or dimension in the vast
tapestry of the multiverse.

It is also possible for visitors, who demonstrate by
reputation, personality, or sheer force of will, that
they know what they are doing, to get work from
the various patrons of the bar. These contracts are
usually given out to card-carrying supernatural
bounty hunters, such as Mister Six, the Twins,
Doctor Badman, or the extremely successful Joan-
na Blanc. You have to be something pretty special
to be able to get a contract in the Ragnarok Bar, or
willing to go above and beyond to prove you are.

The drinks at the Ragnarok are also enchanted;
Sherry makes a mean Shirley Temple that can
stave off the effects of thirst and hunger for a
whole week. Or a Bloody Mary that protects the
drinker from effects caused when suffering from
blood loss.

There are more drinks and effects on the menu,
Sherry does not serve them lightly or reveal what
they do. Those who get to know her, get to know

just what is on offer at the bar.
|

This temple can be found in India and whilst it
was built in the 13th Century, it has only recently
become active as a place of magical power. It is a
magnificent place and is an incredible representa-
tion of Surya, the sun god’s chariot. The temple
can be found at Konarak and the grand structure,
replete with its 24 wheels, decorated with intricate
designs, led by a team of six horses provides the
focal point for the power of the Sun God to flow
through onto Earth.

Temple of the Sun

The site has become attuned to magical energies
over a long period of history, since the structure’s
construction. It was first discovered and classified
as a magical place by a group of students who vis-
ited there during a vacation in 2014. Led by their
professor, Carla Albright, they discovered that the
site had gone from a dormant magical focus area
to a fully operational Magisteria site in a matter of
a few weeks.

Professor Albright, a budding Curator, theorised
that a shift in latent magical energies, coupled
with an event at the site where a renegade sorcerer,
Azaman, tried to use the temple for his own ne-
farious ends, resulted in a flux of magic that broke
ancient seals and allowed the Sun God to mani-
fest power. Regardless of the actual reason behind
the site’s magical awakening, the site is now under
scrutiny by various organisations like the Project
and the Room.

Many Indian mystics and shamans have come
from miles around, a special pilgrimage to enter
the temple and sample the magic energies within.
Doctor Graves, a prominent British psychic re-
searcher and mystic himself made several key dis-
coveries in 2016 that furthered the understanding
of the Sun Temple and the power it offered to the
magical community, as well as the non-magical
one.

Doctor Graves discovered that any object left in
the main temple building at midday gained mys-
tic properties, imparted by the mystical energies
caught and focused by the temple’s unique design.
These properties included eternal energy, project-
ed sunlight, healing power, long-lasting warmth,
and the ability to emit a near-blinding flash of
light on command.

He experimented with a variety of objects, items
of apparel and even weapons. The results varied
based on the time of day, the object in question
and the length of time the object was left in the
main area of the Konarak temple complex.
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Itis not known if the god communicates with those
who enter the temple, for Surya has been silent for
some time. With the resurgence of power and fo-
cus at his temple however, it may be possible to
answer that question fairly soon. According to the
writing of Doctor Graves, Professor Albright, and
other notable luminaries in the magical world,
there is a cosmic shift coming that will cause all
sorts of problems for the mortal world.

Dead gods will rise, ancient magic awakens, and
dark secrets come to light.

Doctor Amanda’s Surgery

There are mundane illnesses, sicknesses, diseases,
and all sorts of ailments that fall upon the human
body. But what of those bodies which are far from
human, those creatures that exist outside our nor-
mal reality and dimension. Enter Doctor Amanda
Parker, one of the first and foremost practitioners
of magical medicine that can heal humans and ex-
tra-dimensional creatures, as well as treat a variety
of maladies that fall upon the human mind, body,
and soul.

Amanda operates out of a small non-descript
mobile medical lab which moves (magically) all
across the world, often appearing where it is need-

ﬂ

ed most. The building resembles one of the usu-
al rectangular box-like vaccination trailer struc-
tures, with very little on the outside to show that
it's nothing but a place where one might get a scan
to find a gallstone, or get a flu-jab to stave off the
latest strain of influenza.

That is exactly what Amanda wants, for beyond the
simple door into the cabin beyond is a vast hos-
pital staffed to the brim with specialists on mag-
ical ailments and problems. Her surgery staft is
comprised of fellow practitioners, those men and
women who have spent a long time studying the
mundane medical skills as well as devoting their
lives to magical practises as well. The surgery was
established in 2001 when one of Amanda friends
was diagnosed with Atticus’ Disease, a rare disease
that slowly increases the magical energy stored in
a sorcerer’s body to lethal levels, before it is ex-
pulsed in a violent manner and the mage sponta-
neously combusts.

The disease is named after Charles Atticus, the
first mage to suffer from the spontaneous combus-
tion effect in 1842.

Amanda decided in 2002 that she would battle the
disease, as well as devote her life to battling the
other mundane and magical diseases that seemed
to be on the rise in the mortal world. She gathered
a group of like-minded soul’s together, physical,
spirit based, and magical. With their help she es-
tablished her travelling surgery and has been op-
erating across the world since, although a cure for
Atticus’ has eluded her.

Those who enter Doctor Amanda’s Surgery feel at
ease, this is in part due to the calmative magic that
has been placed upon the extra-dimensional space
beyond the cabin door but also due to her de-
meanour. Her loving husband and infant daughter
can often be seen popping by to say hi whenever
she has a spare moment in the day.
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Doctor Amanda’s Surgery treats a variety of mun-
dane, magical, and spiritual conditions both in
human and non-human patients.

The staff can handle all kinds of creatures, spir-
its, and even those who are possessed. There are
special wings in the hospital to accommodate all
kinds of recovery, and there is even a wing for
those who are from different times. Amanda can
be seen in costume from a medieval Medicus to
Celtic Druid to Roboknife Technician moving be-
tween departments. Whatever it takes to put her
patient at ease and to make sure they don’t freak
out. In the past there have been unfortunate cases
of patients being confused or under the influence
of alcohol and other drugs and they have fought
against their treatment.

Thankfully, the clinic has a robust, multi-species
security team. This ‘Chronological Medicine’ is a
service that Amanda will allow to be used spar-
ingly, and only after strict checks have been done
to ensure that the person in question wants help
and whose treatment will not affect any timelines.

There is a rumour, a quite persistent one, that
certain Curator and magical organisations and
individuals have an emergency number they can
call and not too far away Doctor Amanda’s cab-
in will suddenly appear. The thinking is that she’ll
only appear for good and well-meaning individ-
uals and groups and doesn't accept payment of
any kind. No one knows who started the rumour
or if it is true, who has the number, but the as-
sumption is that either she has a wealthy patron
or patrons or that she is phenomenonly wealthy
and able to support the cost of the clinic herself.

Several years ago, The Room attempted to bait
Amanda’s clinic to Fl;agstaff by setting fire to a
secret Curator museum. Four people were badly
injured and Amanda arrived almost instantly after
the fire blew up, however, she had been given ad-
vanced warning of the trap by a patient from 2069
and her security team rushed in and not only res-
cued the injured but also chased the Room’s agents
off through a spatial door (which the security
team thought might lead back to Seattle in 1989).

Often called The Angel of Arizona’, those who
fight for good and to help others often hope that
somewhere, Doctor Amanda is watching and will
come to their aid should they be injured by forc-
es mortal or mundane paramedics would be ill-
equipped to counter.

Just knowing Doctor Amanda Parker’s clinic is
out there and doing good work can be enough
to reassure good-hearted defenders of humanity
who have the shakes before heading into danger-
ous situations.
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MAGNIFICA, OR THE DOMAINS OF DEMI-GODS

Whenever something horrific, tragic, or danger-
ous occurs on a global scale, Curators well-versed
in Artefacts, Places, and Talents instantly look
to the locations in this section to see if they've
dropped the ball or a new one has arisen.

Chernobyl was one such event, the Asian tsuna-
mi of 2004 was another. Events so catostrophic
that for many it can seem as though the end of
the world is upon them, and for many in the af-
fected areas, it was. Magisteria Places are powerful
enough to affect the planet but also still numerous
enough to give pause to Curators, Magicians, and
Occultists.

A warning to novice Curators and Warlocks.
These locations are secretly monitored not only
by higher level magic users but also by entities of
Earth-moving capabilities. They will not hesitate
to destroy your entire existence should you get too

close to putting reality at risk.

In 1948, somewhere in Rural America, the wom-
an known as Constance Innes gathered all her
belongings, bid farewell to her annoying family
and vanished into the ether. She literally did that,
right before her daughter’s eyes. They all thought
she was mad, even tried to have her committed,
and one day it was just the very last straw. This
extra-ordinary 80 year old matriarch of the Innes
family decided to prove magic existed in the best
way possible.

Constance Innes House
of Marvels

The last image that her son had was of the old lady
as she gave him the middle finger, vanishing into
nothing before his eyes.

She had a destination already picked out, in fact
she had her friend build it for her and then en-
chant it so it could hide itself from the mortal
world. Constance Innes appeared in the drawing
room of her lavish mansion and began to unpack,
at 80 years old and a practitioner of magic for
nearly 70 of those years; she had amassed a huge
collection of things from across all corners of the
magical world.

So she put them in one place, a place that would
become known as Constance Innes House of Mar-
vels. The house itself is fairly ostentatious on the
outside, and the garden is teeming with cats, there
are cats everywhere, possibly over 100 of the fe-
lines roam inside and outside of the house at most
times. The cats are the eyes and ears of Constance
Innes, at any point she can see through or hear
through them.

There are also a number of Bast statues through-
out the house, at least 30 of them, all different and
many of them are actual magical relics from the
ancient world. Constance Innes has had the house
warded and it can act as a safe bastion during the
most determined magical, monstrous, demonic,
or supernatural attack.

If you possess the Contemporary Book of Magi-
cal Things, this house can be a great place to seed
some of the items found inside the book. If not,
here are just a few examples of the kind of mag-
ical thing you might find inside Constance Innes
House of Marvels.

o A cup that may or may not be the Holy Grail.

o A tiny frog statue with human-like eyes.

o A fan made from gold and ivory, reputed to
have the spirit of a Geisha trapped within.

o A book of magic that must be read backwards.
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A mirror that looks directly into your soul.

A pot dug up from a Bronze Age barrow, per-
fectly preserved. The pot keeps food fresh for
years.

A mechanical man from another time and
place, probably clockwork.

A stormglass that can detect magical storms
and other phenomenon.

A demonic being trapped under amber and held
in a stasis spell.

A magic wand made of oak and hawthorne.

A long black stave topped with a red crystal, ru-
moured to belong to a famous Black Magician.
A cigar box with magical cigars

A large painting that lets you enter it and view
the scene from within.

A magical talking skull that likes to
crack jokes, the jokes are rarely funny.

There are many more items found inside the
house, they range from the minor magical to
the most impressive magical relics and items the
woman found in her long time as a sorcerer, trav-
elling from this world to others. She has hired the
services of famed Curator and archivist Patrick
Leonard, previously the Senior Archivist at The
Flexible Defense Analysis Foundation on Snow-
bird Drive, Huntington Beach, CA., to help cat-
alog the many items. Some of them are scattered
through the various rooms, others are a long way
from the main house through torturous magical
trapped passages and hidden in Constance’s inner
sanctum. These are the most dangerous items that
are rumoured to be hidden there and they could
be catastrophic if released upon the mortal world
if they truly exist.
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o The stone statue of Fenriswolf, trapped before he
could aid in the End Times.

o Medusas’ head, still potent after all these years,
kept in a locked box.

o Pandora’s Box itself.

o A world ending sword, if plunged into the stone
at Ayer’s Rock it will destroy the Earth.

o The Words of Creation captured on vinyl, if
played backwards, it can unmake the Universe.

o The Loom of Fate, definitely one to keep out of
the hands of everyone. With it, you can control
the fate of someone who is attached to the loom
via an article of clothing, or a thread of said
clothing.

o The Portal of Souls. A large free-standing Baby-
lonian artefact that can breach the gap between
the mortal world, and the afterlife.

These items are supposedly stored in the inner
sanctum, which in turn is protected by dangerous
supernatural creatures and wards. The door to the
inner sanctum can only be opened by Constance

Innes, or someone of her bloodline.

In 1945, after being shut out of various paranormal
investigations by longer established organisations,
Britain decided it really needed to capitalise on the
whole: supernatural aspect of warfare. Or rather,
the study of artefacts deemed ‘bloody dangerous’
by a group of moustache wearing armchair occult-
ists. Enter Sir Thaddeus Philip Gordon-Smythe,
one of those said moustache-wearing armchair
occultists. Only Thaddeus was not so much arm-
chair as front-line, but to his peers he appeared to
be just like them. They were content to sit in a gen-
tleman’s club, drink brandy, complain about the
Americans misuse of magical objects and smoke
concoctions made from the leaves of enchanted
plants. Thaddeus was not, so he gathered all the
people he could find who had an interest, vague or
otherwise, in magical objects that could be con-

The Room

sidered dangerous. Then he established a top-se-
cret organisation of his own, with full support
from the British Government and citing Winston
Churchill, and later his ghost, as founding mem-
bers of the group. Thus the Room was born, and
unlike the ‘men’s only’ clubs of the time, the Room
did not care for your gender, only your expertise
and results mattered to Thaddeus.

The Room operated out of the basement of a
building in Whitechapel, where it was situated on
a convergence of ley-lines allowing the true Room
to be constructed over ten years of magical build-
ing deep below the streets of London, well out
of sight and mind. Numerous mystic wards and
magical protections were placed upon each and
every room, chamber, corridor, and office within
the complex and a special inter-dimensional stor-
age facility was constructed known only as The
13th Bureau.

Over the years the Room has grown and has
several inter-connected facilities that are spread
about the world, as well as London itself. There are
Room entries situated at the top of the Tower of
London, inside the Roman Museum of Badalona,
the back room of a Havana café and more. These
days the room is led by Sati Anwar and her wife
Susan. The mandate of the Room still remains, to
catalogue and contain the most dangerous magi-
cal artefacts and objects across the world, to study
them and to attempt to discern if they can be used
as weapons or not.
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Chamber 13 (how the 13th Bureau came by its
name) and the Room complex itself has por-
tals that lead across the world, as well as to other
Room facilities. Within the Room are objects of
unimaginable power.

o The breath of a Dead God held in a jar.

o The tip of Leviathanss spikey tail.

o A box for talking to gods.

o A staff that can shoot energy capable of levelling
a mountain.

o The whispers of Elder Beings.

o The barely contained madness of a genie capa-
ble of unmaking matter.

o A full sized slumbering dragon, not the treasure
hoarding kind, but the highly destructive engine
of chaos.

o A trapped goddess of chaos that could be Eris.

« A trio of people, two murdered men and one
woman, powerful spirits held in a stasis cham-
ber in Chamber 13 after they killed over 100
people in their time as free-roaming poltergeists.

»  Bonnie and Clyde’s car, possessed by a dark spir-
it.

o Death’s scythe.

o The Eye of Disharmony. An orb which can cause
matter to break down into its component parts.

o The true Death Mask of Tutankhamun, which
contains the essence of Set, the god.

o A full size UFO, powered by magical means and
capable of travelling through time, space, and
dimensions.

» The Ninth Gate, one of the Gates to the Under-
world.

o  Charon, the Ferryman first boat.

o A possessed grand piano which sucks the soul
of all who play Moonlight Sonata upon it.

There are hundreds of other items, both powerful
and dangerous which find their way into the Room
and if you own the Book of Contemporary Mag-
ical Things, you can bet there will be a few items
from there that could be found in the possession
of the mages and scholars that make up the staft
of the Room. The chief archivist is Haydn Beck, a
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powerful mage with a somewhat ‘relaxed’ attitude
from Hobart, Tasmania. opreviously a bookshop
owner, he moved to london after The Room made
him a substantial offer and relocation package.

In 1977, Donald Burke created a playground, a
workshop, and a curio shop in his home town of
Bellingham, WA. He hoped to catch the tourist
trade and provide hand-carved wooden fantasy
creatures for the kids who regularly came to visit.
He died in 1988 and the shop passed to his daugh-
ter, Liberty Irene Burke who took it over and
turned it into a fully-fledged fantasy playground
for kids and adults alike. It appeared on the radar
of Gio Franko, an Italian writer that focused upon
the paranormal, supernatural and unusual in 2013
when he did an interview with the proprietor for
the magical blog found only on the Curator Net,
called: Transcending the Mundane.

Secret Dragon Shoppe

The Curator Net is a secret internet operated by
magic and only visible to those with the right pro-
gram, monitor, or magical knowledge.

What Gio found out was an interesting story and
worthy of inclusion. It turns out that the showy
frontage of the shop attracted the attention of
some very interesting visitors, including a di-
mension-hopping wizard called Aradin Nor, who
stopped by the shop to entrust Liberty with a great
responsibility, the very reason why this shop now
appears on the radar of various entities who are
interested in the magical world.

Aradin Nor left the woman with six stone statues
of dragons, perfectly carved and beautifully made.
He told her not to sell them and they would bring
her good fortune, and protect the shop from harm.
Liberty, being the daughter of the toymaker and
young at heart took Aradin at his word.

She was not wrong.
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What Liberty inherited were six perfectly min-
jaturised and varied dragons, dragons that came
from another world and now live in her shop.
Each dragon has specific powers and even though
they were trapped in that form (to protect them
from a sorceress from the other world) they were
still capable of performing great magic.

Thus the Secret Dragon Shoppe was born, a place
of wonder and enchantment, where the toys with-
in all come with a little sparkle and extra pizazz
that cannot be gained by batteries alone.

All the toys sold from the shop have a little protec-
tive spell cast onto them, to keep the owner hale
and hearty as long as they keep possession of the
toy.

It is the dragons who have a great deal of magical
prowess that enchant these toys, but they are mere
parlour tricks compared to what the dragons are
truly capable of.

o Sinderthe Red - A cocky and snide little drag-
on, his power is over all things to do with fire
and flame. He has stopped fires starting inside
the shop before now, and when Liberty wants
to go for a smoke break, he aids her by lighting
her cigarettes.

o Cupric — An inquisitive copper-coloured
dragon, sometimes called Stanley by Liberty,
but he doesn't really get it. He can control the
electrical forces of the world; this includes the
bio-electric force running through all living
things. When a grandfather had a heart attack
in the shop, he successfully restarted the man’s
heart.

- o

e Pale - The posh-talking and friendly white
dragon, she is a caring sort and controls the
breath of winter. If she is not careful, she could
bring about the next Ice Age.

o Shadowtail - The dark dragon, she is a schem-
er and a manipulator, she could also plunge
the world into eternal night if she wanted to.
Sometimes goes by the name of Nyx or Nox.

o Em,or Emerald - he’s a no-nonsense practical
personality. Em can also control the various
levels of light spectrum, usually green since
that is his favourite. He can change the various
properties of light waves. This means he could
make a beam that could slice through a house.

o Aurus - Gold, cunning, but friendly enough,

Aurusisaleader, or likes to think he is. He also

manipulates chance and can directly influence

things like races. He could make you a lot of
money; fortunatelyhe reins his power in. When
irked, the other dragons like to call him Anus’

The dragons of the shop do their level best to pro-
tect the owner, protect the premises and all the
customers within. They might seem amusing,
or somewhat whimsical, but each one possesses
power to cause catastrophic changes and disas-
ters if it were unleashed. The long-term goal of the
sorcereress is to possess that power and use it for
good and to right some of the wrongs present in

the world today.

Tower Bridge is a famous landmark in the City
of London, England. Tower Bridge is visited by
tourists of all shapes and sizes throughout the day,
every week and sees massive revenue garnered by
various activities attached to the mundane site. In
early 1953 there was a huge supernatural incursion
that rocked Londons magical community, rather
like a massive earthquake in mundane reality. This
sent ripples of magical energy flowing through
the city and caused chaos for everyone involved,

Tower Bridge

mundane, magic using mortal/Curator or super-
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natural being alike. Magical delving tracked the
source to the location of Tower Bridge and it was
discerned after several days, something big was
attempting to break through into our world. So
the wizards, witches, warlocks, Curators, and su-
pernatural creatures that were involved in track-
ing the phenomenon down established a watch-
tower at Tower Bridge.

They used their collective magic to construct a
portal, hidden from mundane eyes, aimed di-
rectly at the dimension where the disturbance
was coming from and directed at the crack in re-
ality which had formed and caused the mystical
quake previously.

An army of dark beings were throwing them-
selves at the breach, all led by a creature that de-

fied description. It was obvious that they needed
a more permanent solution, so the Bastion of the
Tower was formed in the late hours of 1953.1t be-
came a frontline in a war against a dimension that
constantly attempts to overthrow our own. Even
the Room became involved later on and devoted
considerable resources to bolster the defenders of
the tower; each day that passed meant the protec-
tions on the bridge grew stronger as the creatures
were slowly turned back.

These days the Tower still acts as the first line of
engagement with that dimension, with the enemy
forces still pushing on that rent in an attempt to
open it. The defenders of the tower are still active -
and the weapons of war have changed over the
years, now there is a definite turn toward the more
futuristic contemporary weapons rather than the
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wands and spells of the past. Enchanted firearms
seem to hit harder against the creatures of the oth-
erworld.

It is hard to believe that whilst throngs of tour-
ists wander from place to place, checking out the
interior of Tower Bridge, not mere seconds away
from them, to the side in the other dimension,
scouts and warriors clash with dark energies and
horrible monstrous beings that claw and erode
people’s sanity. The war for the city happens a few
feet away, and as the defenders fight to stop the
monsters from breaching out dimension, mom
and dad buy ice creams for their kids a few doors
away from a street vendor.

This is exactly how the defenders of the tower want
it, because the moment that mundane people find
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out about the war that threatens to consume their
souls, panic sets in and it becomes much harder
to keep such things hidden. Governments want to
be involved, they want to regulate magical power
and folk start to wonder what happens when these
so-called enhanced humans have no more wars to
fight, what will they do?

Until then, Tower Bridge functions as a barrier be-
tween the mundane and extra-dimensional with
the bodies and minds of those brave defenders on
the line, every single day.

There is a slight chance, 3% that a visitor to the
site might get caught in a dimensional ripple and
a further 2% chance they get sucked into the di-
mension beyond. In this case, the defenders work
to get them out as fast as possible.
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King’s Wine Bar

If you visit French Polynesia sometime and you
know people, who know people, who know a guy
that knows a girl who has a contact in King’s Wine
Bar you might be able to get into the exclusive
back room. Tahiti has long since been known as
a place of magic, nightlife, mystery and fun. So
Martin King established his exclusive wine bar
in the bustling grand capital city of Papetee back
in 1992, it has been going ever since and caters to
mortals and those with magical aptitude alike.

Martin, a powerful sorcerer in his own right runs
a tight bar and employs both normal and magical-
ly trained staff. One of which is Elwood Hayes - a
bartender from Melbourne. he can’t remember a
face but will always remember your drink. He of-
ten jokes “Hey mate, you've been in here before. I
knew it! I never remember a face”

King’s Wine bar is a bar of two worlds, with the
regular bar that can be accessed off the main street
in the city, and the more exclusive ‘mages’ only bar
that operates out the back beyond a mystic veil
that hides it from mundane eyes.

Once you get behind the curtain and into the
proper bar there is a world of difference, the cli-
entele here are the cream of the cream of Tahiti’s
magical society, from celebrities and entertainers,
to the often reclusive mystical elite, such as Mara-
ma, who not only hosts a cooking show, but stud-
ies the arcane arts to a great degree in his mansion
on the Rangiroa Atoll hidden from the prying eyes
of the tourists that flock there.

Martin King often tends to his customers person-
ally and ensures that the bar remains a safe space
for anyone who is invited in. He does not allow
confrontation, especially magically, for he knows
that just outside the curtain is a world of mundane
reality that could be harmed should a magical duel
or brawl break out in his bar.

To this end he has summoned spirits to act as pro-
tectors and bouncers, the added bonus is that they
do not flirt (much) with the bar staff and they do
not get tired. Martin is a middle aged, interest-
ing man, always attired in a suit, his beard nicely
trimmed. He is also part Djinn, but that is a long
er story for another age. King’s Wine bar also lies
on an intersection of ley-lines, so any magic cast
within the premises has a 50% chance of intersect-
ing with a ley-line energy source and being boost-
ed in some way. The only spells allowed inside are
non-harmful, non-combat, and recreational or il-
lusion based magic.

The Fountain of Youth

This mystical place appears as one of the most
mundane locations on the planet, as with many
magical places, they are enchanted to hide them-
selves from mortal eyes. Many have searched for
the Fountain of Youth; many have failed to find it
because they always looked at a mundane location
on the planet as the location for such a fantasti-
cal place. This is why they have failed in the past,
for whilst the entry point might be mundane, the
fountain’s actual location is far from it.

The fountain’s door can be found across the globe,
in many places, never in the same location and
usually manifests as a mundane feature of that
particular place. There are spells and devices that
can track the fountain, even people, but these are
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and around 130 meters wide. It is a popular tour-
ist attraction these days and in early 2011 a mag-
ical conflux ripped through the castle, it opened
the doorways of time and spat out fracture after
fracture that flickered through the halls, corri-
dors, rooms, and passageways of Prague Castle
in an uncontrollable manner. Several people went
missing (this was hushed up) and the authorities
closed the castle for a few days (for renovations,
they said). This was to allow specialists from the
magical world to assess the danger and if at all
possible, eliminate it.

A six member team from various groups, includ-
ing the Project, the Room, the Sanctum College,
Van Hoff Institute, Rosicrucian (AMORC) and
the Babylon Group spent six weeks locked in the
castle working out just what had happened. They
traced the effect to the ley-line shift which had
begun in 1999 and found that over the years, ley-
lines, which many thought were static in-place
magical highways used for power and travel, could
actually re-route based on changes in the physical
environment.

The magical conflux had caused the castle to pop
open windows into time, manifesting pockets that
were able to look back into the past. The people
from the past appear as ghosts to the people from
the present, and the same is true for those of the
present appearing as ghosts to those from the past.
The issue arose when contact was made by a view-
er from the present physically interacting with a
person from the past, the moment that a connec-
tion was formed; the person from the present was
pulled through time into the past and deposited
into the lives of those people who once lived there.

A sorcerer or magic user of sufficient skill and
power could pull those affected back, but it would
require actually visiting the time period and since
the castle’s time travel portals were fundamental-
ly random it was hard to discern where the poor

unfortunate had ended up. With the aid of their
combined skill the team of six were able to dis-
cern this, enact a rescue operation and pull back
90% of those people who had gone missing. A few
had been subsumed into the time period and it
was discovered that they actually were meant to
be there, removing them would have resulted in
a paradox and a vast disruption to the space-time
continuum.

The team managed to get the effect under control
and were able to shut down the windows safely.
Fast-forward to 2018 and Arthur Kingdom, of
Kingdom of Fantasy Tours. He posed a radical
idea to the government in Prague, one that they
accepted when he told them of a sheer mon-
ey-making potential for tourism.

He wanted to open Prague Castle as a theme-park
and curated history attraction. He would employ
the best magical practitioners and they would
open these windows to the past, protect the view-
ers and onlookers and allow the world to voyeur-
istically peek at the lives of those gone before. He
cited the immense help it would be to historians
and the educational value for children, adults, and
even educators. In 2019 the first Kingdom of Fan-
tasy Prague Castle Time Tour was opened. It was a
resounding success and visitors to the castle were
taken back in time to watch the place being built
in the nineteenth century.

The current Tourmaster is Samuel Malkira, His-
torian and Antiquarian, from Newcastle Upon
Tyne in the U.K. His ‘oddly dark’ sense of humour
is a hit with the Curators who attend his tour and
lectures. b,
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MIRACULA PLACES,
THE EXPOSED WIRES OF THE EARTH

When someone asks about ‘Miracles’ then in
terms of magical places a Curator’s mind will usu-
ally turn to places of worship, supposed UFO sites,
or ancient mundane monuments. This is chiefly
because most Curators aren’t aware of the Miracu-
la level of magical place. All but a select few don’t
even think such a place of raw power exists. Those
that do will readily kill to keep such a place secret.

Those that do might talk of Miracula not as ‘Nex-
us’ or ‘Energy Point’ but as ‘Fractures. These are
points on the Earth that have split open from the
Earth, leading to great calamities or upheaval.

=
There are those that love war games and board
games, and those who have magical powers who
play the same. After a while, these very people who
are content to move pieces around a board and
pretend to be Romans and so forth, they get bored
with the mundane nature of these simple devic-
es. Their magical aptitude makes them long for
something with a bit more bite to it. Enter Ithlon’s
Keep, the brainchild of a really powerful sorceress
called Charm. Her real name has been removed
from history, like her former self, she is much-
changed and happier for it. Charm got together
with like-minded sorcerers and decided what they
really needed was a place where they could play
wargames, only for real. Or so they thought.

Ithlon’s Keep

Magic, plus incredible imagination equals Ithlon’s
Keep. It appears as a board-game and RPG shop
on the front, packed with the latest and greatest
releases from across the globe, situated in Mon-
treal and easily accessible from the nearest bus

route. The shop opened in October of 2000 and
has been doing quite well since. The real truth is
that ‘Ithlon’s Keep’ has always been there in some
form and makes constant efforts to feed off the
imagination of locals in order to facilitate trade
and disguise itself. The handful of Curators who
know of its existence are convinced there is a con-
sciousness behind the walls.

Behind the fagade of board games, latest RPGs
and now video games, Ithlons Keep has a base-
ment where the true wargame aficionado can in-
dulge their every whim. Thanks to the powerful
sorcery of Charm and her bunch of friends, there
is a fully functional wargame simulator built into
the basement. The magic protects the players and
ensures that they cannot die, but apart from that
it allows the simulation with all the senses intact.

A variety of simulated illusionary sorcerous games
exist, some replicating popular board games of the
day, others just pure flights of fancy. If you want
to cross paths with the Spanish Armada, you can,
if you want to fight aliens invading earth from a
hidden base, you can. If you want to take the lead
of a badass company of heroes, fighting the Axis
in World War 2, you can. The sky is the limit and
Charm is always open to crafting new games for
her customers to try.

These days Charm usually operates the games be-
hind the scenes, she rarely gets time to play, but
she enjoys the creative aspect of her craft, or what
she thinks is ‘her’ craft. She is aided by her friends,
John, Gizmo, Talent, and Isabelle Rossi who pour
their magical energy into ensuring the games are
fun, friendly, and balanced.




Charm charges a decent price and has various lev-
els of play she offers in Ithlon’s Keep. One disturb-
ing aspect that some of the long term players have
noticed is the feeling that someone, or something,
is watching. They may be just around a corner, just
over a horizon, or just over their shoulder. Those
who visit frequently are beginning to feel a sense
of dread after they leave. Some of the older pa-
trons no longer visit due to either being impris-
oned or killed due to a sudden spike in a love of
extreme violence. They may claim that it wasn’t
them who were committing these terrible acts, and
some conservative groups may blame the games
they play, but it can’t be anything else, surely?

The fact that parts of Montreal not connected
to the store in any way are seeing a rise in vio-
lence must be coincidental. Maybe it’s all that
new sabre rattling from the war chiefs in Ottowa.

The Never Road

There is a place that is not a place, a world between
worlds, where time and space are stalled and it is
possible to access numerous time-streams, loca-
tions, and realities if you know which part of it to
drive down. The Never Road connects to this tar-
mac and concrete life stream and binds all places
together. You can get onto the road at any time, as
long as you have the correct headlights installed
in your vehicle which allow you to open a portal
to this magical place. Once on the Never Road
you can travel time, space, reality with impunity,
again, as long as you know which part of the road
to drive down and where to get off. Seasoned vet-
erans of the road exist to teach newcomers how to
best navigate this extra-dimensional highway, and
such luminaries as Jack T. Death charge a nominal
fee for new blood to learn the ins and outs of it.



The road is also a great place to discover new
friends, potential allies, and even a few new dan-
gerous enemies. It is not a static place, so all sorts of
folk roll down it from time to time. There are also
a few notable locations on the road which provide
a place for folks to park up, set down, and relax
before they decide just where they are going to go
next — or when. Those who reveal the existence of
this road to others however find themselves being
hunted by forces unseen. Strange happenstance
leads to very odd fatal accidents with mysterious
and improbable causes.

On a few rare occasions, madness takes the gossip
first, leaving them extremely vulnerable to whoev-
er, or whatever, is hunting them. Because this odd
facet of this Miracula is not generally known leads
to Curators and Mages constantly falling for it. At
this time there seems to be no one alive who can
‘introduce’ the Never Road to someone else. One
can only hope that this eternal chain of death has
now been broken. Time will tell.

The Darkside Bar

-

One of the most frequented places on the Never
Road is the long flat bar known as the Darkside.
It is run by a foul-mouthed, cigar-smoking wom-
an called Mamma Jezza. Or Lady ] to her friends,
rumours of her being part demon, or all demon
have yet to be substantiated, but those who know
her well enough never ask. Lady ] does not enforce
a strict no fighting policy in the bar, in fact, she
encourages brawls and very often gets in fists first
to make sure things are fair.

The bar is also a hangout for supernatural boun-
ty hunters who prefer the more fist-friendly ap-
proach of the Darkside to the namby-pamby
rules often found in other establishments. Amber
Glint, one of the more famous hunters frequents
the Darkside most and she will even share con-
tracts against the more ornery creatures if she is
impressed enough. One strange aspect of Dark-
side is that if you don’t believe in the fantastic, you
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won't see it. There have been times when an un-
lucky driver has managed to find their way onto
the Never Road by accident, have walked into the
Darkside Bar, and wondered why it's completely
empty except for the bar staff. This is despite being
surrounded by noisy, jostling, and magical clien-
tele.

Sometimes when a Curator, Mage, or entity needs
to escape the mundane world they come here for
refuge. Lady ] only tends to offer shelter to those
who have been maligned or mistreated. If you
brought trouble on your own head then that’s your
problem.

On very rare dates the Darkside can be used by
any number of pro-magic groups as a meeting
place to parlay any disagreements. On such nights
the bar is closed ‘for a private function’ and pa-
trons will have to either wait outside or join the
desert tent next door where the huge Mongolian
chef, who refers to himself as “The Great Okunev’,
barbecues a feast. It’s fair to say that if you are wel-
comed into the clientele of the Darkside then you
have made it as a member of magic society

Daddy ‘Q” Hong’s
Flaming Tea Shop

=

There is actually no fire in this small establishment,
and the tea is not exactly flaming either. Why it is
called Daddy ‘Q Hong’s Flaming Tea Shop is any-
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one’s guess, but the shop sells all kinds of tea that
has magical properties which range from healing,
fortification, strength, speed, agility, and all that
good stuff to permitting out of body experiences
and even shape-changing.

The price is astronomical, but you get what you
pay for. The effects of the tea can last for days,
weeks, months, and years. Daddy ‘Q’ Hong, the el-
derly Chinese man in charge of the establishment
warns drinkers in advance of the kind of effect,
duration and any potential side effects. One client
of Q Hong’s from 38 years ago took some ‘space
brew’ tea, floated up into the sky, and never came
back. Daddy Q is starting to worry that he may
not have complete control over the strange blends
of tea in his small and unimposing shop.

Demi-gods and monsters are made here by the sip.




Chris ‘Steel’ Pegg’s
Hunting Shack

-

It is not really a shack, or a lodge, it is actually
quite a nice two-storey building that pops up mid-
way along the Never Road, or when you are least
expecting it. Since the road does not conform to
standard physics let alone meta-physics. The place
is the equivalent of a supernatural bounty hunters
bail bonds or PI. office. It is owned and operated
by one of the bounty hunting industries most no-
torious characters, the stubborn, loyal, and intui-
tive Chris ‘Steel’ Pegg himself.

Chris gave up hunting a few years ago when his
best friend was injured in a confrontation with a
demonic entity in his Tennessee.

Now he runs the place and hires the best to deal
with a variety of supernatural creatures. His pro-
tégé Amber Glint helps Chris bring in some of the
worst of the worst, scouts for new talent, and has
the biggest capture streak on the leader board so
far. The duo is a formidable team and supernat-
ural entities with evil intent that usually laugh at
mortals will drop their smile if ‘Steel & Amber’ are
mentioned.

While they occasionally take a case for the Under-
world, Otherworld, Gehenna, and the like, they’ll
do so only to retain a balance or otherwise have
some good intel : the actions o rhe darker
o ”Pg)we s ( hich is ¢ e case.

Travellers along the Never Road may think these
bounty hunters have a heart of gold, and some-
times they really do, but if your name comes up
fora they will not hesitate.

Chris & Amber have a small team that work with
them and often call on their help when on jobs or
looking after captives waiting for collection. They
often use certain euphemisms on a job so as not to
be too indiscrete and to a passer-by these phrases
seem quite inoccuous and something you might
hear on a lonely road.

o Handing Out Tickets: Finding and repri-
manding or otherwise banning a target on the
road. Most of their daily work, essentially.

o Rest Stop: Find and kill a target.

o Brake Light Check: Stop and interview a
traveller.

o Impounding: Siezing a target on the road for
interview by another group or person.

o Road Block: Stop a target at all costs from es-
caping off the Never Road. Lethal force per-
mitted.

o  Welfare check: Escorting someone, with add-
ed protection, out of the area and off the
Never Road as quickly as possible.

o Community Duties: Visiting and reporting in
on various buildings such as homes, govern-
ment locations, and businesses.

o Bring Out The Road Spikes: Some event is

troubling enough to urgently request heavy

magical assistance.
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_ TR e ettt = WS part he is content to let the kid do the work ai
g ','_,.- " Everyone needs a good mechanic, everyone needs  put him right when he goes wrong. Eddy’s sh
%7 - fuel, and Past Eddy’s is right there on the Never - s also staffed by a bunch of other mechanics, ;
_:-,- :3;.;--"' .  Road to serve all your automotive and m‘f_}i?_lff‘l_ _ cluding a fellow ghost, Veronica, and a two- he
Sen et ee(_is Even fﬁ?{f?ﬁ EddY died. ,‘f.—f—-—f ed creature which may well be described as an _Et
i e '5"#':--'-"‘""_"_' _tin. This creature is great at lifting and doj
— Fast Eddy is a spirit that inhabits the body of a sev- grunt work though, Eddy calls him, “The B
enteen year old boy named Ron. He saved the kid’s —T

. life and the kid lets him stay in his head as a kind Dd‘fomelp out too and eo The
% of thank you. Ron-is-learning al]--S("“sT"r-ﬂ;ﬁ;z“%-;m‘.‘erarderie of the auto shop and the Never Road?

| R -'_.- about how to fix cars, how to follow in his dad’s_Cool. Just get your corpse here within a day of -
::ff',_ ""“ .~ footsteps, since Rons dfﬂd was a For mula 1 pit 81> = dying and we’ll do the rest. We'll get you overalls, e
g A5 ¢ one oft}}e_best e i T . on-the-job training, the food is mostly Tex-Mex

~ and is great and we party at the Darks:de Bar,1 'ﬂ 2
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in our free time(or the Rainbow

young ‘t‘n). We‘have rooms at a ne

house nearby if you want to stay

{4 11
nanent-lik

rh
he valle

ﬁto th

_ SNA word of warning; you can’t l¢

s Doitig so will ‘dust’ you and you'll
: lonesome valley’ for your reward.™
~-Fast Eddy (via Ron)

Any repair carried out here on road vehicles is
and lasts a very long time but Fast Eddy’s
Autos shop has its magic stored for a far more im-
portant reason than keeping spirits on Earth. It is
Humanity’s last hope for escape should a catastro-
i eyent occur.
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By J op have around 24 hours to be shepherd-

for. While it is still

new universe searching may be a little more diffi-
cult as it never developed the internet but is about
3 years away from establishing a colony on Mars.

Ron has worked out they can get about 10,000

people through ‘the pit’ if they had warning and it

was properly coordinated. Coincidentally, 10,000

also happens to be the number of people needed
; iable future regarding genetic diversity.




The Rainbow Club _ . _ :
»

Come one, come all, and come t5 the Rainbow ™ =

club. This is a massive place packed with travellers J 5

and dimensional beings that come to the Never

Road. This is their one-stop shop for nightlife that

is not the Darkside Bar. APair of demi-gods own e W aq ]
and run this nightclub, anything goes, every kind § ' s
of being can be found here and it is a fr 1endly cor- ¥ s

-

2 :
nucopia of awesome atmosphere. Tien Li and her. : + 8y
"'l
sister Xian Li make sure everyone has a goed time, X
2 5 s (L0 B
the wine flows, the music thunders and t b

beats . - e
are so fresh thanks to the talen*s:—of Arm ‘:’f 3‘,@ -‘"f?;,?g ks
... Beren, a master DJ that has an almost supe r.-\)

‘ral skill with his decks. -~ i/ S \..., ,/"

¥ __- ...rr = "
_All' isinot s it seems however. One of th t
““munda dané’™ aspects (relatively speaking) of the club
is if you enter the club at any time of day during
its 24 hour open period, you will always walk out. - ; ' -
onto the street to discover it's 6am outside. Somie
have used this unique trait to enter the club at Spm "
or so, spend five minutes at the bar, then walk out- 8
side to find that 13 hours have passed. Its a unlque
way of sta.ymg‘under the radar if you need to. As.
long as youre not there durlng the &
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On the thirteenth of May each year, the sisters hold
an evening of dancing with free food and drinks
and they find, as you would expect, the club full of
people who don't know to stayjaway:

By midnight, all the clublt%_a_re on
the floor and the sisters, their club, and their fi-
nances are rejuvinated for another year. Their ac-
countant and L. T. consultant Dave Nyman, origi-
nally from Toowoomba, Australia. is wise enough
to keep his mouth shut and to get paid extremely
well, especially regarding the 13th of May. The
relevance of that particular date is unknown.

[#S"a8unknown whether Nyman has some un-

nce over the Never Road but it has been
extremely easy to accidentally find yourself turn-
ing on to that cursed thoroughfare from Athol
School Road (off the A39) to the west of Toow-
oomba in Queensland.
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The Sanctum% Collége f .

I atural d1sasters wh@%h suddeglly occur in freak
xditions mlght nof» e all Eflat mundane For-
there _mk that magic requires a
10te than ]usi:"fockmgi i‘a box, so they established ?

wn ast ‘qXSanctumkolle%e in 1946. 7‘ f

ctuaﬂx ex1sts ina pocket dlmenSIOIIs ‘ ’
) fdoes ?ﬁ Fast Eddys, which 1;51

ﬁege 15 through any normal dox)r- :

The San um C" ege is reached by invite only atgxﬂ uSu- ¥
ally at the hanél‘ f onewof the more capable stud&nts,

and any one with sorcerous power or blood, efther fa- | f
mous or not, can apply for entry into the halls of maglcal o
knowledge beyond. & i» ;g’ ' [

Professor Todd “T.1.” Stephens, Exarch of the Eale Sanc
tum, is a founding member of this unique magical school, i

& Ly N R ey &
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along with Madame Yun, Doctor Lydia Galil, and K/Iaster* .
Thorstrum Niade. Within these mystical halls there ¢ are ||

that cover all kinds of magical teaching, from the
simple manipulation of small energies to the harnessing
and control of matter/reality shaping power that can cre-
ate buildings out of thin air. There are classes on Astral
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Projection, object manipulation from the otherworld
and more just waiting for the right kind of student to
pass the exam.

The halls are shielded and warded; there are hundreds
of major and minor protective spells and glyphs that
comprise acres and acres of estate. There are

to ensure that the students are safe, from outside
influences, themselves, and potential dark energies
that often seek out high concentrations of magic
energy like this. For example, at the access point in
Chester cathedral there is an old gardener named
who dleans the central garden and keeps
the wishing fountain clean from plant matter. While
seemingly a kindly old man, he is ancient guardian
who has an astonishing command of the Brythonic
language, generates a friendly warmth to visitors, can
talk at length on Arthur, the Bear of Britain, and of-
ten reads from a copy([?] of the Polychronicon (Ches-
ter’s medieval history book) and can defend the city
using the unicorn horn also in the cathedral. He will
anyone who is not permitted from entering the
Sanctum College at all costs.

Deep within the sanctum there are rooms that are
designed for students to practise their more destruc-
tive magic, and rooms capable of defending against
incredible power. There are also rooms that provide a
true challenge, ram packed with magical adversaries
created by the mage Delilah Lilac and her husband
the Inimitable Kimbo. They oversee these testing
rooms and ensure that they are safe and fair for all.

At the centre of the Sanctum College and its main
hall of The Pale Sanctum, is a single chamber known
as the Well of Worlds. This particular well connects
to the magical network of energy branches known
as the World Tree, which in turn connects all Nine
Worlds of Creation to the whole cosmos magically.
Only the Professor and his staff have access to the key
that opens the door to the Well of Worlds, and with-
out it the portal cannot be opened, the well cannot be
accessed.

The Sanctum College is also rumoured to be one of
the many ways a mage or curator can access the
incredible hidden City of Xe.
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The Path of Youth !

There is a very slim chance that when a rambler
is out wandering the forest paths of the world,
they might chance upon a very different route that
takes them through a lovely peaceful part of the
forest they may have never seen before. Several
factors need to be met before the Path of Youth
opens up, and usually the rambler must be enter-
ing their twilight years and perhaps closing in on
the moment when they must unfortunately depart
the mortal coil for another dimension. The Path
of Youth is a curious thing, first encountered in
1981 by 63 year old Francisco Balboa, a biochem-
ist, who was working in the worlds secondary
back-up seed bank in Reykjavik, Iceland and who
turned upon a narrow lane he had not seen before.

He took the turn and found that he wandered
far and wide under a beautiful sky, through thick
and lush trees with the sights and smells of a time
when he was younger. He remembered his ex-
wife, his life before and how much he wished he
could have been a better person. He walked for
what appeared like hours, and found himself at a
strange signpost, to the right there was a familiar
home with all the trappings of his earlier days.



He wondered if this was a dream?

It was not, it was the power and magic of the Path
of Youth. The path is a phenomenal Miracula place
that allowed a walker like him a second chance.
The path offers various views into your younger
years and that you were
most happy in. Then you are given a choice, a
doorway opens before you and you are allowed to
step through.

The old man stepped through and his younger self
felt a slight jolt, his mind reeled and suddenly he
was calm. The path had sent the spirit of the old
man back in time to a point when he was extreme-
ly happy, only the soul of the old man was armed
with all the knowledge of what his life would bring
and full of regrets at how his old life had gone
wrong one day. He knew how it all went wrong
and most interestingly he knew how to fix it.

Meanwhile the old man’s body simply gave out
and later he would be found dead in the forest,
collapsed of a heart attack. It was a bittersweet end
of one story and the re-telling of another.

The Path of Youth either, it
will send anyone back who finds it and wishes to
walk the path to its conclusion. So if a 20 year old
girl enters the path they will be able to find various
times in their life when they were the happiest,
and at any point, enter one of those.

A to those who do seek out the path, walk
it, do not walk it to the very start of your life, for
there exists a door there that is able to send you
back to the moment of your birth. The door is ex-
tremely inviting and very lulling, it is hard to resist
the pull of such a door when you do come across
it and there are those who have lived their whole
lives over and over again thanks to this.

Some say that the Path of Youth is a manifestation
of the Wheel of Life; this has not been substantiat-
ed by those of a magical or spiritual understand-
ing.
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The Moon Palace

In Thingaloor, India, you can find a small mod-
ern-ish looking temple devoted to Chandra, God
of the Moon. It is usually frequented at most times
by the faithful, especially during the right phase of
the moon when the bright white orb glows down
upon the land with a cool white gleam. It is on
nights such as this that the path to the Moon Pal-
ace opens and allows those who discover it to set
forth and venture to the seat of power of this par-
ticular place.

A shimmering silver bridge is the first sign that
the palace way is open, and through this Moon
Bridge can be seen the faint glimmer of white tow-
ers and marble walls. Those who venture onto the
bridge can cross over to the location of the palace.
True to form the Moon Palace is actually found on
the moon, hidden from mortal eyes through di-
mensional shifting magic and slightly out of phase
with reality. This explains why the astronauts who
landed on the moon were never able to find it, or
bump into the physical manifestation of the pal-
ace.

The Moon Palace is protected by the power of
Chandra, which manifests as a large guardian that
takes the form of a white elephant that holds three

drums in its four arms, as well as a single curved
bladed weapon similar to a sickle only much larg-
er and slightly transparent.

The palace itself is a magnificent building that
stretches over hundreds of feet into the air above
the moon’s surface, it is replete with magnificent
and opulent architecture and a single moonstone
adorns the tallest tower captured in a semi-circu-
lar crown atop it, the crown is cast out of pure gold
and dominates the skyline.

Within the Palace of the Moon lie the many cham-
bers of the various stages of enlightenment, each
one overseen by a striped white tiger that requests
a work of creativity from those who enter.

This work can be the form of a song, a poem, a
story, or even a picture, just as long as it comes
from the creative soul. These works are offered to
the god and his attendants, who are also his many
wives and helpers, they number 27.

Those who can make it through all 27 rooms of
this wonderful palace are allowed to meet and
greet Chandra, who will often take a great interest
in the really creative examples of humanity and
especially in any who show a great affinity for the
moon.

Dakota Grey, a werewolf bounty hunter who used

to frequent the Darkside bar on the Never Road
ended up becoming a bodyguard to Chandra be-
cause of her association with the moon.

There are also gorgeous Moon Pools which can
be found all over the palace, these are places of
healing and they can restore a broken or damaged
physical body, as well as repair a tarnished soul or
even purge evil spirits.







Island of Monsters

many diverse biomes that have been used over the
years to nurture and observe the wildlife on there.
There is one solitary research station known as
the Tower which dominates the southern end of
the island, closest to the only dock. It is here that
several powerful flesh-weaving sorcerers monitor
the island, conduct their experiments and observe ==
any potentlal (unlucky) Cur. . :



arious dinosaurs from the
past, study their habits, Behayiour, and other ele-
ments. He could then branch out his research fur-
ther by mixing dinosaur DNA with human DNA
via flesh transmutation magic. The island would
become the centre of this experiment, and to help
_contain sucha he has ordered the
construction of a test area which he alle

=t 'Dome. The Dome is a 60 mil
le to house the creatures with :
' bserve them through the use of




The Drowned Village E

Magic is dangerous, often unpredictable and ex-
tremely chaotic at times. The energy from such
things as ley-lines can criss-cross, resonate and
burst rather like a water pipe in winter, or a dam
when the pressure of the water gets too much. One
such magical catastrophe happened when a village
from another world, one of monsters and demons,
was caught in a sudden outpouring of magical en-
ergy and rudely teleported to the bottom of the
Atlantic Ocean.

This sudden translocation of the whole village,
surrounding farms and people happened in 1954
during a particularly dangerous magical conver-
gence. The effect began on the other world and
rippled through into our own, the energy formed
connections between both worlds and a bridge
of sorts was created. So from this magical bridge,
small leaders of magical energy found their way
to all corners of the Village of Hatherton. Within
a few minutes the whole village was caught in a
powerful storm of unbridled chaotic magic, some
villagers were killed, but the most were frozen in
place as the magic tore through their settlement.
When the magic died down they found that they
were surrounded by a strange-looking bubble, a
bubble that swallowed anyone who entered it and
they were never seen again. Now the Drowned
Village of Hatherton is found at the bottom of the
Atlantic Ocean, protected from the immense pres-
sure by the strength of the magic that translocated
it.
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The villagers have no idea what is going on, they
are trapped inside this bubble, somehow air is kept

«. fresh and their lands are still fertile. The land now
* glows a strange blue light, but their crops grow

and their lives are still going on.

t!Fo outsiders who have studied this place, it seems
odd that so many factors would contribute to the
village’s translocation, then protection. It is al-
most as if some other being has taken an inter-
est in the lives and tribulations of the folk there.
Someone who has captured the village brought it
to this timeline and deposited it beneath the sea
surrounded by a magical force-field bubble.

Whatever magic protects it also ensures that crops
grow, seasons come and go and life goes on as nor-
mal. The mystery of whom or what this observer is
has eluded many mages since they first discovered
the place in 1954 when they detected the huge up-
surge in portal related energy that flowed from the
ocean.

It is possible to enter the village from the outside,
and the villagers can leave, however they lose
all protection the moment they step beyond the
bubble. The weight of the ocean crushes down on
them and

One traveller has returned from the sunken vil-
lage. Ols Jonas Petter Olsson, of Berlin, was prac-
tising the ancient art of Dowsing in a field near
Leipzig when his dowsing rods suddenly disap-
peared. In a panic he realised he too was fading
out of existence. That is until he reappeared in the
sunken village. Over time he realised he could

from the village to Berlin and back and
has been delivering goods, news, and letters for
the residents.
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City of Xe

The City of Xe, created by the Sorcerer Xe to hide
himself and his incredible works from the eyes of
the world, is a monument to power and control
of magical forces. Xe’s city is accessible from nu-
merous places on the planet and lays hundreds
of miles beneath the surface, out of phase with
the rest of reality. The grand city’s most notable,
and perhaps interesting entry is not in the Sanc-
tum College, but in a model city called Miniaturk
which is one of the largest miniature parks in the
word. It contains 105 models of historical monu-
ments from places such as Istanbul, former Otto-
man Empire provinces and Anatolia.

These models are all made in 1:25 scale and exact
to every detail, the city also features the Temple
of Artemis which was at Ephesus and the Mau-
soleum of Halicarnassus, two structures that are
listed as part of the Seven Wonders of the Ancient
World.

If only those of a non-magical nature knew the
true secret of this tiny city. In 1947, Xe opened the
doors to his city for the first time and invited those
of a magical-nature to come inhabit it. The pop-
ulation exploded dramatically and it has become
the focal point for many mages and magical folk
wanting to leave the Earth behind and start a new
life beneath the surface. Xe also created the city as
a barrier between the magical world and the mun-
dane, using the geometric pattern of the city to act
as a giant seal.

The door of the Temple of Artemis holds a hidden
portal to the City of Xe. The visitor only needs to
focus upon the door of the temple from anywhere
in the city, fix it in their mind’s eye and imagine it
opening wide emitting a golden light. Then if they
concentrate on Xe’s sigil, a pair of black and white
oriental dragons in a Yin-Yang symbol nose to tail,
they can open the portal and enter the city proper.
The portal tunnel deposits a visitor in the central

square of the city, flanked by a pair of large white
and black dragon statues and stood upon a hexag-
onal arrival platform made of red and gold crystal.
The whole place hums with a magical resonance
and the cavern’s roof above is enchanted to mim-
ic the real-world sky, complete with sun, moon,
stars, day/night cycles and even weather.

The city is miles and miles of fantastical architec-
ture, tall towers, minarets, squat buildings, and an
eclectic but odd mix of Oriental and Arabian style
design throughout. There are quite a few stand-
out features in the city, ones that this book has fo-
cused upon previously, such as the Grand Library,
however there are other features and buildings
that are worth noting.

The Floating Gardens of Xe

Xe was inspired by the idea of the Hanging or
Floating Gardens of Babylon, but he wanted some-
thing that resonated with magic rather than some-
thing out of myth or perhaps history. So he creat-
ed a large section of his city that floats above the
Eastern Quadrant, enchanted on the underside to
mimic the sky of the cavern roof. The gardens are
half a mile in either direction and boast large wa-
ter features, a hedge maze, a gazebo, a huge selec-
tion of flora and some of the biggest specimens of
trees from the Earth that Xe could plant there. Xe’s
gardens are tended by magically powered autom-
atons who are charged with keeping the gardens
pleasant, and defending them from interlopers
should the need arise.

The Clock Tower

This tower rises to around 70 feet high, it is made
of pure white and gold marble, carved with frescos
and set on each face and projects a large magical
hologram into the air above the city so that an-
yone inside can see the time at any point in Xe's
wonderful creation. The tower also emits an audi-
ble chime on the hour and every half hour.
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The Hall of Dragons

This large two-storey building sits in the mid-
dle of the North Quadrant of the city and dom-
inates the area. There are statues inside of large
dragons, some oriental and some more akin to
the modern image of the dragon that is made
popular by many films, books, television shows,
and other media. These stone statues contain the
power of thirteen great beasts that Xe found in
another dimension; the dragons are Xe's defence
force should the city come under attack. They are
in stasis until then, sleeping peacefully and safe
from the dragon hunters of their world.

The Tower's

The Towers sit at the far end of the major quad-
rants (North, South, East, and West) of the city
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and rise to a height of 300 feet. They are made
from solid crystal that gleam with a variety of
rainbow colours and cast a strange radiant glow
across the city at the hours of 12:00 midday, and
12:00 midnight. The Towers are the central focus
of Xe’s protective energy for the barrier that keeps
the magical world from colliding with the mun-
dane on the surface of the Earth. The magical ra-
diance is the Tower’s way of converting a build-up
of energy from the protective spells that keep the
barrier in place, thus the charming light-show.

If all four Towers ever fell, the barrier would be
undone and the magical world would come crash-
ing into the real one, destroying Xe and forever
changing the world above.
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Henge of Worlds

The Henge of Worlds or Stonehenge as it is known
is a famous landmark in England and has been the
subject of books, documentaries, tv shows, and
more throughout history. Mundane people be-
lieve that the Druids built it, or that aliens helped
mankind erect this monument and there has been
speculation for centuries as to its reason for exist-
ing, its purpose, why it was built.

Those with a more magical understanding know
Stonehenge’s true purpose, those who reach a par-
ticular state of mystical enlightenment or teaching
call it by the Henge of Worlds. Whilst the stone
structure itself was built centuries ago, the long-
dormant site did not become active until 1999
when a team of excavators, archaeologists and a
famous British TV presenter dug up a henge on
the coast, known as Seahenge.

The events that followed changed the magical en-
ergy conduits known as ley-lines, altering the flow
of mystic energy. When they built a replica henge
not far away they focused that energy and changed
the direction of the lines, one of them struck out
toward Stonehenge and for the first time in thou-
sands of years the site was charged with magical
power.

Professor Steven Hale, a resident of Wiltshire at
this point, and a foremost authority on such magi-
cal phenomenon detected the upsurge and change
in mystical flow. He visited Stonehenge at Mid-
night a month later and found that the stones, to
his magical senses, had been restored to their for-
mer glory. Hale tested the magical energies around
the stones and found that whilst the restored stone
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COSMICA. THE GATEWAY TO THE HEAVENS

circle would likely vanish come morning, return-
ing to its former dilapidated state, it was alive with
magical power and linked to another dimension.
Hale was reluctant at first to step through, but with
the help of a few other local sorcerers they began
to catalogue the site and perform simple experi-
ments. In 2000, at exactly one minute past twelve
upon July the 8th Professor Steven Hale stepped
into one of the arches and discovered the other di-
mension through the door.

What he found confirmed a theory he had pos-
tulated when he first saw the site, a theory that
the henge part of massive series of portals that in-
terconnect through the dimensions and allowed
magical travellers to visit other worlds. The Henge
of Worlds was named on that night.

On the other side, Hale found a perfectly intact
henge under an alien sky; this one was not bro-
ken and had twelve other doorways ripe for ex-
ploration. Over the next few years Hale and his
team visited every single world through their re-
spective henges and ensured that the Earth Henge
remained intact. Hale donated a considerable
amount of money to the upkeep of Stonehenge
and the preservation of other sacred/ancient sites
around the area. He wanted to ensure that the
magical transport system remained intact.

The twelve worlds (not including Earth) which
Steven Hale encountered are as follows, the names
that he gave these realms are his own and not their
official titles. It is important to note however, these
are not the extent of the Henge of Worlds, and
there are worlds beyond these yet to be encoun-
tered as more doorways open up.
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The Scour

The henge of the Scour is partially broken but al-
lows a return from this world of Fire and Flame. It
seems that the Scour has undergone an apocalyp-
tic and brutal environmental change, possibly due
to a previous civilisations’ mistake. The people of
the Scour are dangerous, warlike, confrontational,
and fortunately for Earth they do not understand
how to use the Henge of Worlds on their world at
all. They have a post-apocalyptic level of technolo-
gy and their society revolves around might makes
right, also, eating people since they long ago hunt-
ed their wildlife to extinction.

The Dragonlands

This is the world that the dragons come from, and
the mighty Xe visited where he spirited away sev-
eral key dragons to protect them from an invading
force of supernatural dragon hunters from anoth-
er dimension, a dimension where dragon meat is
extremely valuable and quite the delicacy. These
reptilian dinosaur-like hunters call themselves the
Akroth, and they discovered the world’s crystal
henge. The Akroth have not yet visited any other
worlds barring the Dragonlands, so they have not
found Earth.

The Shadow

This place has a dark stone henge, mostly intact; it
is a dimension devoid of light where magical light
barely cuts through the murk that surrounds every
single part of the Shadow. There seems to be no life
here, only the ruins of ancient buildings and a tiny
speck of fire that burns way above in the heavens.
This is what passes for the sun in the Shadow. Hale
and his team detected a strange magical resonance
further away from the henge portal, but did not
venture beyond a small area due to the unknown
nature of the realm.

The Great Desert

The henge portal to this world is buried in a cham-
ber under twenty feet of constantly shifting sand,
through the use of various spells and equipment
Hale and his team were able to explore around
this area and discovered that many of the build-
ings were similar to those found in Ancient Egypt.
They were able to use disguise magic to move
amongst the populace of sentient four-armed an-
drogynous beings and found a peaceful, scientific,
logical race of people who called themselves the
Naori. They were explorers and Hale discovered
that they visited the Earth in the past, using the
henge to explore other worlds.

Mortis

A realm of death waits beyond this particular door
in the intact henge, where nothing lives, grows, or
exists in the true sense of the word. Hale’s team
were able to discern that the very planet that they
arrived on sucked the life out of everything organ-
ic. They were not able to discern why or how this
happened, and thanks to their magic they were
able to create protective shields around themselves
to further explore. They found the human-like
population of Mortis lived in giant shielded cities,
and if they went abroad to explore, they used en-
counter-suits that were sealed and magically pro-
tected. Hale concluded that the realm known as
Mortis had a high level of technology and magic
combined into the study known as Technomancy.
Hale also discovered that there were a lot of rean-
imated corpses on the planet; these creatures were
outside the cities in large ghettos and camps. The
humans of Mortis used them to mine minerals
and do menial work beyond the cities.

The Frost

This world’s sun is near burned out and all that’s
left is a frozen rock in the middle of cold space.
The inhabitants of the Frost are an anthropomor-
phic race of wolf-like creatures that could have
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given rise to the idea of werewolves. The Vikaros,
as Hale discovered have a Norse-like outlook that
revolves around the worship of gods, thirteen in
all, and a slew of rituals and rites that favour battle
and conquest. There are Vikaros who favour more
scholarly pursuits, but they are usually outcast and
left to fend for themselves in the harsh ice-laden
landscape outside of the vast cities where the ma-
jority of these creatures live. The Frost's Henge is
found in a giant ice cavern next to an image of
Fenryos, the Walker of Worlds. Hale and his team
noted that the henge door that leads to Earth is the
one carved with the image of the wolf head.

The Vast Ocean

There are very few land masses to be found on the
Vast Ocean, the main island boasts a jungle-like
temple where a wooden henge can be found. It
is here that Steven Hale and his team arrived on
their latest exploration of the Henge of Worlds.
They discovered a planet that was dominated by
a gigantic ocean and teemed with all kinds of ma-
rine life, including hybrid sea creatures and hu-
mans. They later found that the Vast Ocean had
been seeded by an alien intelligence long ago and
left to develop. They also found several wrecks of
Earth ships which have vanished such as the Marie
Celeste. The people of the Vast Ocean who are not
suited for marine life live on giant floating cities
that sail across the sea separated from each oth-
er by hundreds and thousands of miles. Hale was
not able to conclude if the henge had been used
to reach Earth, but he noted that there were a few
humans here.

The Sundered

There are only fragments of the henge on this world
left, the rest are suspended in a constant swirling
sky. This world is the result of a magical catastro-
phe that blew the planet into chunks and thanks to
a mystical portal network, the world has not spun
off into the beyond and crumbled to dust. Each

kingdom of the Sundered exists without knowing
of the other at the moment, no one in this society
has been able to create sky travel to allow them to
explore beyond their big chunk of land mass yet.
There is rudimentary magic, but their technology
is very much akin to the 16th Century of Earth in
England.

Inquisition

Steven Hale and his team stepped forth from the
portal to this world into a sealed chamber, they
had to break a technomancy lock to get out and
when they did so they discovered they were in a
giant circular city. Three-tiers and populated with
a mix of human and alien-looking creatures, they
were able to discern they had arrived in a place
called Wyrden and during a tumultuous time. A
powerful church had attempted to bring all mag-
ic under its control, embarking on a campaign of
persecution for anyone who even smelt of being a
mage. The City of Wyrden was far outside of the
Church of Progression’s control though, so Hale
and his team were safe. Hale was able to discern
that the church used Inquisitors, powerful men
and women trained in exceptional combat arts,
armed with Tech-Magis (Technomancy) weapons
and able to undo the forces of the most powerful
magic users. Hale did not stop here too long and
retreated before exploring beyond the city. Before
he left he was able to discern that the society had a
high level of magic and tech, which was combined
by the general populace into labour-saving devic-
es and other equipment.

Cinder

The henge of this world, which is made of volcanic
rock, terminates inside a still-active volcano and
belongs to the priests of a fire-deity called Vol-
canus. She is served by the elemental fire of the
world, her people. There are no humans here or
other creatures, since Cinder is a dangerous envi-
ronment for human and animal life. Steven Hale




and his team required the use of various protec-
tive magic to help them explore the volcanic world
beyond their portal. Fortunately for them as well,
Volcanus’ followers were scholarly and extreme-
ly interested in meeting other beings. They did
explain to Steven Hale when he met with one of
their number, he was not the first human that they
had encountered, but sadly the human did not last
long due to the intense heat of Cinder and the lack
of a breathable atmosphere. They also noted that
they have explored beyond the henge, but only
once, when they appeared in a city on Earth and
began a great fire. They quickly retreated to their
own dimension and forbade use of the henge for
external travel.

When Steven Hale and his team arrived on this
world, they discovered that it was a place of in-
credible magic. It leaked from every surface and
ran through every molecule of the world around
them. There were towers that just floated in the
sky, cities that appeared to be translucent, crea-
tures of myth and legend that walked with im-
punity through the landscape. The land itself was

vibrant, alive, packed with features from giant
cliffs, valleys, and towering castles. Steven Hale
discerned, after he spent at least six months in the
Source, in the company of various inhabitants,
that it was the source of magic in the universe. It
was also the source of inspiration and ideas for so
many of the Earth’s various fantastic works of lit-
erature. Even though the portal henge, which was
tully intact and carved with mystical symbols had
been dormant until 1999. Steven Hale concluded
that there was a dimensional leak which fed these
flashes of the Source into the real world, invading
dreams and imaginations since time began.

The Great Machine

Steven Hale and his team appeared from out of
this final henge onto a world dominated by ma-
chines, technology and even clockwork. The sky
above was an elaborate skybox created to mimic
the real sky, weather was provided by a complex
floating sprinkler system and the whole planet was
inhabited by various ranks of machines. The most
high-tech of them all, the Overseers, looked down
upon the Clankers, the metal-men of the machine
society. The Tickers, made from clockwork and
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'cons'idereld to be the earliest form of machine life
on the planet. The Clankers and the Tickers were
forced to live outside of the big cities, relegated to
slums and their own small settlements where they
looked after each other, wound each other every
- day. Meanwhile in the shiny high technology cities
atop a great mountain of metal were the Overse-
ers, the Inheritors, the Sleek, and more, all made
from the next-generation materials that set them
-apart from the others. Hale and his team were
treated with curiosity and kept at arm’s length for
the duration of their visit, they were forbidden for
directly entering the Tat and other low-tech set-
tlements where the Tickers and Clankers lived.
Steven Hale discerned that the population were
peaceful for the most part.

: Other Worldsr :
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Leviathan_'

Leviathan is a fantastical world, full of monsters,
elves, dwarves, kingdoms that play a long game
of politics and intrigue. There.is a-high degree of
magic on this world, also cats, quite a lot of cats.
The world is named after its largest continent (Le-
viathan). The henge of this world is akin to the one
at Stonehenge; it appears to be made from rock
and features no discernible runes or writing that
mark it as anything but a ritual monument. Not to
be confused with the Source, Leviathan is'a world
that has far more in terms of conflict and strife. -

|

~ In orbit around 61 Cygl,l the unnamed world (as
S WA

of yet) is an unspoilt paradise, untouched by ex-

ternal life barring a small survey team from a dis-
single henge stone as part of

The Garden

ife,*ur soilt by human habitation and seeded
w1th new species both in terms of flora and fauna.

v No one yet knows why the aliens left a henge stone




here, perhaps they wanted a place they could visit
to marvel at its majesty, or perhaps they wanted a
place where they could return to many years later
and see how it had evolved.

These lands that are normally accessed by dream-
ers have been visited by intelligences of a vastly
powerful race, a race that exists both in dream and
physical form at the same time. These dual-be-
ings established the dream form of the Henge of
Worlds here in the Dreamlands, the only other
known way of entering this land of dreams with-
out too much danger. Of course, every planet has
its own Dreamlands and some of them have differ-
ent ways to enter. This one though, you enter via
the henge and appear at the Seventy Steps of Light
Slumber, exploring the Dreamlands and encoun-
tering the many dangers before you stand before
Nasht and Kaman-Tha. If you are found worthy,
you are allowed to proceed deeper to the Seven
Steps of Deeper Slumber and finally the Enchanted
Wood. Time does not pass in the same way as the
real world, and the visitor to the Dreamlands will
receive the prolonged lifespan of a native of this
realm, also, they are not limited to a single night’s
sleep and may stay as long as they want. There are
the Great Ones, a pantheon of immortals, and the

Other Gods, whom we shall not speak of lest we
turn their eyes unblinking in our direction.

What happens when gods die, do they cease to
exist or do they have their own afterlife? This is
the question posed by many magical and spiritual
scholars. The Realm of the Immortals is the an-
swer, for this is the dimension where the gods
who are forgotten, dead, or otherwise lessened in
power by the predations of a technological world,
end up. The Realm of Immortals is a vast realm of
being where the gods have recreated from mem-
ory, their palaces and kingdoms that they once
ruled upon. You can find the mighty pyramids of
the Egyptian pantheon a stone’s throw from the
Embattled Halls of the Vikings, where the gods
still dine and feast, even though they were slain
come Ragnarok by the mighty Fenrir. There are no
demi-gods or mortals here, for this is a realm for
the gods themselves. One can also find the spirits
of gods that once were, even gods that came into
being very briefly due to the great hive-mind of
mankind that birthed them from the primordi-
al chaos. Along with the gods, who war amongst
each other to pass the time, there are monsters
that have been brought into this realm along with



their specific pantheon due to their intrinsic con-
nection with the gods that rule here in the Realm
of the Immortals.

Interstellar

A realm of vast star systems connected by magi-
cal energies, ley lines, only these ley lines are used
by spaceships to cross incredible distances quick-
ly. These magical engines have allowed explorers
of these new frontiers to explore new planets and
new star systems in a matter of weeks rather than
months or years. Imagine a whole science fiction
universe that is also laced heavily with magic, the
very sun at the core of this main system Artemis,
burns with magical power and provides magical
energy across the universe to every planet barring

the ones that are known as the Dead Zone Worlds.
Here magic does not work and the explorers must
rely on antiquated star drives and older systems to
move from world to world. There are many dan-
gerous things that inhabit the Dead Zone Worlds
as well, from gigantic space monsters which may
or may not be Elder Gods drawn to the magical
heart of the Artemis system, to living planets that
seek to devour all the others that surround them.
Outside of the core universe there is one where
the gods live, these are the alien intelligences of
Artemis, more powerful than the mundane beings
that make that star system their own. The henge in
this universe is on a planet on the border between
Artemis and the Dead Zone Worlds. Guarding
the Earth’s Henge gateways is one Dr Templeton




Jones, a driven and tenacious archaeologist from
Kensington.Under the guise of studying the meg-
aliths Dr Jones keeps an armed team nearby to
keep everyone from interfering in this most terri-
ble of magical places.

Tooth and Claw

In the ruin of a once powerful vampire’s castle
there is a broken henge, only one stone now works
and they flickers on and off intermittently. This
is the realm where Count Dracula comes from,
where he began his unlife and this is the ruin of
his castle before he fled to Earth to avoid the claws
and teeth of the lycanthropes that are engaged in

a brutal war against the vampires. Humans live as
a source of food for both powerful beings engaged
in this conflict, and there is a human resistance
that is on its very last breath. The most powerful of
the lycanthrope tirbes, and the vampire clans are
about to face off against an invading alien intelli-
gence that has been drawn by their conflict. This
sentient energy cloud, which manifests as a storm
of dark particulate matter, has scoured countless
worlds to nothing but bleached bones and ashes.
Now as it descends through the skies of this one, it
comes to feed on both types of beasts as they fight
amongst each other. It will leave nothing standing
and if it discovers the portal to Earth, once it is
done with this planet, it will move on.
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THE CURATORS, ALLIES AND ADVERSARIES

In all activity there are those who favour your
endeavours and those who seek to thwart them.
How they react to Curators, Mages, and Techno-
mancers depends entirely on their objectives and
how they treat others. Some cgharacters that Cu-
rators meet on their magical journeys will desper-
ately try to stop, even kill them, but most are not
this way. Curators may find many friends and al-
lies during their quests but one should always be
prepared for betrayal when the stakes are so high.

The Cartographers

The Cartographers are a relatively new group in
the vast and grand scheme of things, they were
originally called the Explorer’s of the Unknown,
but the name was changed by the groups presi-
dent and head honcho in 2001 after some consid-
eration.

The Cartographers are all geeks, in the best pos-
sible way. Many of them, and there are over 100
members as of this writing, are into video games,
pen and paper roleplaying games, and various oth-
er media. Many of them have jobs in I.T. or write
books for a living; quite a few are actual cartog-
raphers who work in digital or physical medium.

Their mandate, set forth by the founder: Imran Di-
dar is a simple one. Find Magical Places, and put
them on a huge map so they can make some sort
of sense of the weird goings on and find some kind
of common thread. Plus, honestly, what would be
cooler than a big book of places all gathered into
one big volume with sketches and other informa-
tion for a would-be explorer of the supernatural?

The Cartographers are spread across the globe,
and think nothing of spending a small fortune to
map a brand new place and experience the effects
for themselves. Those who can’t afford it, rely on
the group’s in-house funds to help them, or simply
backpack across the globe making a pilgrimage to
a sacred site or interesting magical place.

Imran Didar

He's a 32 year old self-confessed computer and
video game geek who has a passion for all kinds of
games; he’s also a wizard when it comes to creating
digital maps and has been responsible for making
some of the best contributions to the group bar-
ring Yun Lee. Imran was born in Glasgow and
travelled the world with his parents as they moved
from place to place, settling eventually in Dubai
for a while. They had money; they had enough to
put him into M.I.T. where he learnt his formidable
computer skills.
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He eventually ended up falling in with a gamer
crowd and created the first iteration of the group
after experiencing some very strange things. He
encountered a few unexplained phenomena tied
to various places, and eventually he realised that
the supernatural was very real. He set out to doc-
ument it, creating the Explorer’s of the Unknown
and eventually renaming them in 2003 to the Si-
lent Cartographers in honour of his favourite vid-
eo game.

It didn’t take him long to recruit others to the
cause, and soon he had amassed quite a following
and created a close-knit group of people who all
believe in the supernatural and have documented
quite a chunk of it. Imran keeps a lot of records,
both on physical media as well as cloud-based
data for safe keeping.

He’s the perfect person to come to if you need a
quick look up of a place, and an associated effect,
including anyone who might have been affected
by it.

Yun Lee

Yun Lee had another name, another life and an-
other role entirely when she was younger. She
sought out a man called Gallowglass, and he made
her dreams come true. This was their first brush
with the supernatural, but not their last. Yun was
born a different gender, and her life now is some-
thing truly special to her, cherished and loved. She
is also with a group of people who respect her for
everything she is, and everything she’s done.

She’s also a gamer, just like the rest of her group,
and her penchant is for artfully creating sketches
and maps of the places she visits. She’s an excep-
tional artist, trained in China, and spending time
in Korea and Japan where she studied the various
styles of famous artists.

Yun is traditional, but she’s also trained in the arts
of sorcery, having been accepted by Gallowglass

as a pupil years ago. The mysterious sorcerer saw
something in Yun that they have not yet explained,
simply stating that she had, “Potential”

Yun is grateful for the teaching and she uses it to
help her group’s mission, since she can often inter-
act with these magical places upon a more person-
al level and study the effects of some of the more
dangerous ones.

If you were to put an age on Yun, she appears to be
20 or so, with a pair of older eyes looking out. She
doesn’t tell anyone how old she is, she often says,
“It adds to the mystique.”

Eaton Davies Ward

Eaton Davis Ward is a 32 year old man from South
Africa, he spent a lot of his life looking at friends
overseas and longing for the day he could get out
of his country. He got the chance when he was ac-
cepted to a school for the arts. He suffers from a
rare degenerative bone disease, which has robbed
him of his ability to walk and he spends his days
in a wheelchair. He still has his art and his games
though, which he dives into with a great deal of
enthusiasm.

Eaton is a brilliant young man; he’s probably the
most tech-minded of all the Silent Cartographers,
even rivalling his peers such as Imran in his abil-
ity to make most tech work. He also has a pho-
tographic memory and can commit whole sche-
matics to his mind. Yun has postulated that Eaton
has some supernatural or pre-natural ability when
it comes to being able to commit these complex
patterns to memory.

Eaton has begun work on holographic 3D map for
the Cartographer’s base of operations, which is at
the moment in the basement of Eaton’s own home
in Florida. He wants the map to automatically dis-
play the newest places which have been entered
into the vastly expanding database which the Car-
tographer’s keep up-to-date with daily reports.
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Rebecca Jarvis

She was 18 when she had her first kiss, a shy young
girl with another girl, and she hasn't looked back
since. For two reasons, one because she married
that girl years later when she was 25, and two -
that kiss happened in a place which echoed with
the power of the ancients. Now, at this point, the
pair had no clue this was the case — but some of
that magic flooded into Rebecca’s life and gave her
a very unique ability which is both wonderful and
utterly harrowing.

Imagine if you were the girl who could see the
past, watch it play out like a ghostly film before
your eyes and bear witness to the wonders of what
many archaeologists can only dream of. Rebecca
sees all that, all the wonder, and all the horror.
She works as one of the Cartographers, based in
Somerset England, and travels all over the world
to document and draw places for various archae-
ologists.

Rebecca came to Imran’s attention when she was
at a game convention for pen and paper RPGs,
and they met over a map which had been drawn
by a famous RPG cartographer. The two clicked as
friends, kept in touch and a year or so later Rebec-
ca was asked to join the Silent Cartographers.

It took her another year to show Imran what she
could do.

Anna York, Rebeccas wife, has suggested that she
help the police with their enquiries, but as Rebec-
ca often explains: the cops would be suspicious of
just how she knew every detail. Plus, she doesn’t
really want to see modern murders; she’s got
enough on her plate with the many horrific battles
she witnesses as she redraws the past.

Rebecca’s talent in the Silent Cartographers allows
her to see how some places came to be.

Guild Location: Imran’s reluctance to transfer
their base of operations to Eaton’s basement is well
known, but that's where the Silent Cartographer’s
are based now.

Guild Artefacts: They don't have any.

Guild Attitudes: Curious to a fault, friendly,
geeky, and fun.

The Golden Children/The Leechers

Who are the Golden Children, the Leechers,
where did they come from?

/

/

No one is fully certainly of exactly how old this
powerful group are, but they are mostly comprised
of people who have been used to a certain way of
life for a long time. Thrill-seekers, power-takers,
corporate spin-doctors, lawyers and more make
up the core group of the Leechers.

What do they do?

They take the power from magical places and
through ritual and technology they strip it bare,
right down to the very essence which makes a
place what it is. Think of them as vampires, only
instead of drinking blood - they suck down the
magical essence which keeps a Magical Place
functioning.
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They can’t do it to all of the places of course; many
of the ones we've documented are just too much of
a meal for these kinds of people. But, they can still
draw from them, or in the case of the weaker types
of place - suck them dry.

The Leechers have many members, as many as
10,000 worldwide and their numbers grow strong-
er each year as more and more people in power
realise they can accomplish their goals by taking
from the magical nature of the world in bigger and
bolder ways.

In short, they’re a cabal of powerful folks who use
the stolen energy to fuel ritual and rites which can
alter the very fabric of reality. Kelso Oil’s deal go-
ing to fall through tomorrow, don't worry, suck a
magical place dry and power up a spell which puts
all that right.

What'’s the cost, except for a few drum beating in-
digenous protestors losing the thing which keeps
the bad spirits at bay and has done for centuries.

The ‘Holy Dollar’ rules all!
Doctor Wilson Folgar

He’s 80, he’s got more money than sense, and his
doctorate was hard won by spending lots of that
money to ensure his way was paved with gold. Of
course, a little magic didn’t hurt either and in the
grand scheme of things, Grand Master Folgar has
enough power to be able to rival Delgado’s Orrery
as a Cosmica item.

He’s the quintessential billionaire with a chip on
his shoulder, once ran for President of the US, and
when he failed he went and built is own extra-di-
mensional hideaway where he could rule regard-
less. His subjects, the 10,000 Leechers who hope
to hang onto the man’s coat-tails and ensure they
remain as powerful as they are now.

Wilson appears to be much younger than he is,

and the rumour is that he destroyed a magical
place in Guatemala to ensure his life span clocks
on for a few thousand years. That’s natural years,
he’s not immortal, he could be gunned down to-
morrow and hed die.

He was able to destroy magical places when he was
younger, he devoured his first minor area at the
tender age of 10 and he’s not looked back since.
Whilst he didn’t quite understand what had hap-
pened, in later life, he came to realise just what he
was able to do - and the best part, he could share
that gift with like-minded individuals thanks to
an artefact he acquired which had been hidden far
from mortal eyes.

Some even said he paid for the moon landing just
so he could get it.

Others say he made a deal with a powerful being;
in return, Wilson had to ensure a powerful man
met his end in the telescopic sight of a rifle.

No one but Wilson knows the truth. Except may-
be a Lutheran minister named Seren Hagge. Soren
was enticed by the work of the Golden Children
but saw through Wilson’s egotistic and narcissistic
endeavours and left in the middle of the night tak-
ing some very important artefacts with him.

Dolores ‘Bathory’ Legray

Born in 1999, this Creole woman was immersed
in the magical side of life at an early age. She threw
over the teachings of her peers, and instead began
to look at the mythology and magic of other places
- she eventually became fascinated by European
magic and stories from across the world. One sto-
ry really caught her attention, about the Countess
who bathed in the blood of young women to keep
her beauty.

Of course, Dolores isn't brave enough to do that
... though she often fantasises about it and won-
ders if that kind of magic would work.
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Thanks to Wilson Folgar she has the next best
thing, the power to devour the magical force of a
place and use it to turn back the clock on her age.
This is of paramount importance to her, since she’s
obsessed with beauty and the ideals of the ‘perfect’
form. She has so far ensured her age doesn't tip
past 40.

Plastic surgery scares her, but she’s heard of mag-
ical means possessed by Gallowglass which she
believes would be the key to the body beautiful.

So far she’s had no luck tracking him down. So she
focuses on her day job as a spokeswoman for a big
pharmaceutical company in the meantime. She
has many contacts and it's only a matter of time
before she tracks the man down.

Then he’ll help her, or he'll find out that Miss Leg-
ray has a wicked temper and can bear a grudge
nine miles long.

Ivan Chavdar

Not every single person in the Leechers is from
the US, or England, there are numerous other
souls who are big-hitters in their own country. For
example, the biggest property magnate, and the
person best placed to track down and devour local
magical sites is: Ivan Chavdar.

At 62, Ivan runs a huge property firm located in
Sofia and he’s got fingers in every dirty deal which
he can find. He heads up a Bulgarian crime syndi-
cate and uses the criminals from that network as
hired muscle, workers, and enforcers. His front is
his property business, and the image he cultivates
as a man of the people.

Ivan met the good Doctor when he was working
for his father, and the pair hit it off immediately.
Wilson recognised the perfect companion piece in
his huge game of chess, and offered to give Ivan
power in exchange for services rendered.

Ivan could easily track down anomalies and use
his ‘connections’ and acquire them for the doctor,
allowing the man to drain their power and store
it for use. Eventually Ivan was given the power to
drain sites himself and he watches for the tell-tale
signs of a new magical place to appear.

Of late Ivan has begun to shroud certain sites from
Doctor Folgar, keeping them for himself, and en-
suring he has a small but growing reserve of mag-
ical power of his own.

Ivan is friends with Karen Watkins, a British mag-
ic user who has begun to train the man to use his
stored magical energy to benefit himself.

Doctor Wilson Folgar does not know about this
alliance, yet.

Karen Watkins

Twenty-something Karen Watkins cannot leech
magical power, and she was born in a dusty
coal-mining town far from the hustle and bustle
of London. Until she manifested her talent for sor-
cery, and more importantly, her ability to seek out
magical places through a mixture of Astral Projec-
tion and Magical Divination which turns her into
a human divining rod.

Karen is married with two children; she’s enjoying
the life of a high-profile executive with a success-
ful consultancy firm in the epicentre of London
now. She’s lost her rural accent and she’s probably
the biggest danger to magical sites since the good
doctor.

Why?

Because she wants to keep the lifestyle she’s been
accustomed to. Once Folgar found she had that
power, he pulled her into the Leechers immedi-
ately. He wined, dined, and sent a gentleman to
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keep an eye on her. The spying turned to love, and
the two were married.

Karen has no idea that John Watkins is a Leecher,
and he’s always wanted to tell her. Yet, the doctor
has warned him what will happen if he does.

So Karen is oblivious. As long as she continues to
provide intel on the places to devour, her life will
be one of parties, celebrities, and excess. As long
as she’s useful to Wilson Folgar everything will
turn out all right.

Her two children, Luke and Julia want for nothing
and they attend the best schools that Karen’s mon-
ey can buy. John claims he works as an accountant
for a big firm, but his real job is far more sinister
— he deals with Folgar’s problems and casts them
into an abyssal realm where very few rarely escape.

John Watkins

22 years old, John Watkins wears the mask of a
devoted husband well. He works as an accountant,
and performs another task in his twilight hours.
He’s a magical assassin, and whilst he doesn’t kill
people, he has the power to throw them into a
dimension which exists alongside our own. The
door in is easy enough to find, and open if you
know the right magic - the doors out, now thats a
different matter.

The Prison is a remnant and part of a shockwave
which was created at the creation of all things; it
remains at the side of our dimension, but out of
phase from the Prison’s side. Getting in, as said, is
easy. Getting out requires magic to open the door,
and knowledge of where that door might be. Plus,
there are things in the Prison which were trapped
at creation — and people who were thrown in there
who have gone half-mad from the endless plains
and horizons of the place.

John’s responsible for over 200 people vanishing

because Doctor Folgar demanded it of him.

Why does John do this, why doesn't he stop and
tell Folgar no more?

John is held in the doctor’s thrall, and whilst only
the pair knows the hold he has on the man, there
are several rumours which surround the working
relationship.

Folgar has threatened John’s family.

John is not human, and he’s only masquerading
as one, he’s a being from another dimension and
Folgar has bound him to his service.

John really likes his twilight job, and he really likes
Folgar, the pair are secretly lovers.

John loves Karen and Folgar exploits their rela-
tionship somehow.

John is Folgar’s son from his first marriage, and it’s
a proper father/son relationship, so John will do
Folgar’s bidding without question.

John has been magically bound by Folgar or some-
one in the Leechers to follow orders.

John is a good character to act as a proper antago-
nist, because he'll fight tooth and claw to keep the
life he’s living right now — and anyone who gets in
his way will find themselves trapped in the Prison
unless theyre a capable and powerful sorcerer in
their own right.

Soren Hagge

Seren isn't a current member but is mentioned
here as he was instrumental in establishing the Eu-
ropean chapter of the Golden Children. He left the
organisation early on when he became sick of Wil-
son’s excesses. He has had a price on his head ever
since. Immortality to the one who brings Wilson
the head of the priest. Hagge fled to Denmark to




gather a few items from his farmhouse in Vord-
ingborg, and thence to Moscow. In his apartment
there are hundreds of little hand painted coffins.
Opening them reveals a finger bone, one for each
of the Curators, witches, or mages he has crossed
paths with and annihilated.

Where Wilson is a greedy ooportunist, Hagge is a
zealot, a true believer. he thinks he is doing God’s
work by hunting down witches and sending them
to hell. he has hundreds of strange and tortuous
looking devices than can easily strip the magic
essence from artefacts, people (hence the fiung-
er bones), and with patience and concentration,
places.

His little devices shouldn’t work but they do. Hag-
ge is the most powerful Technomancer on Earth
and he doesn’t even know it.

Guild Location: Pethouse suite of Doctor Folgar’s

Manhattan apartment complex and a farmhouse
near Vordingborg, Denmark.

Guild Artefacts: If you own the book of Magical
Things, you can pick a few from there, plus the
Box of Transference. Whilst it's not detailed, it
lets Folgar store vast quantities of magic from his
leeching and also allows him to transfer the leech
power to others.

Guild Attitudes: Greedy, avaricious, cunning,
dubious, and decidedly self-centred. Proper bad
guys. These people are satellites, they are folks
who span the globe and come from all walks of
life. You might spot a few of them from the core
text of the book. They don’t usually join organi-
sations or groups, unless it really benefits them,
or they have a common goal they share with the
group. Even then, theyre more outsiders than a
true member of the group.




LONE WOLVES, WARRIORS AND WITCHES

These people are satellites, they are folks who span
the globe and come from all walks of life. You
might spot a few of them from the core text of
the book. They don’t usdally join organisations or
groups, unless it really berefits them, or they have
a common goal they share with the group. Even
then, they’re more outsiders than a true member
of the group.

Gallowglass ‘The Immortal’

This 30-something gentleman often sports a late-
20th Century goth-style long coat, always looks
as though he’s walked out of another time period
entirely. He has a shock of red hair, cut short, and
an impish grin which graces his face. He's a sor-
cerer who has been around for a very long time,
he slipped the chains of the Prison twice, and he’s
faced down Doctor Wilson Folgar on more than
one occasion.

He earnt the nickname: the Immortal, because he’s
not changed over the time he’s been sighted.

[

Usually though, he likes to keep himself to him-

self, put his hands in his pockets and just whisper
away in his native Haitian accent. He’s sometimes
fond of taking on an apprentice or at the very least
training a latent sorcerer so they don’t blow them-
selves up, or a city block.

No one kno h'eie came from, or where he
goes when h;’é%\c‘eﬁ( months on end.

The Imm@?uld}){a true enigma, working
best if he’s used yerySparingly or just heard about
via contact Jﬁi’[ ers. He never tells you his real

name, and we’re not even going to write it, though
we actually know.

Names have power, and the Immortal Gallowglass
is simply unwilling to share his.

If you were to put a power level to him, hed be
there with Doctor Folgar on the Cosmica scale
and he can give that greedy sorcerer a run for his
money.



Hezekiah Smith, on an investigation

s




Hezekiah Smith, “The Hedge Wizard’

Slightly overweight, clever, genius-level and a little
older than he was in 1952, Hezekiah has always
believed in doing what he wanted and delving
into the paranormal with both feet first. He’s more
a jump in and sink’ to the bottom kind of man,
than a ‘dip his toes into the waters’ of the super-
natural slowly and hope something with tentacles
doesn’t pull him down.

He was married once, and this is how he learned
of the supernatural. His wife was possessed by a
demon, he was able to save her, but the toll it took
on his marriage broke it. They remain friends,
they communicate now and then via letters — but
Nancy really doesn’t want anything to do with her
Whitby born ex-husband’s ‘other’ life.

She won't even listen to his radio show, Hezekiah’s
Ghosts.

Zeke on the other hand is a knowledgeable gent
who has a wide array of lore at his disposal. He’s
able to recall most facts of obscure hauntings
without needing to reference a book, and whilst he
possesses no sorcerous powers — he’s pretty much
fearless and makes the perfect occult investigator
due to his acceptance of the most horrible sides of
the paranormal.

He masquerades as a parapsychologist, but really,
this devout pagan and hedge wizard has his faith
in the old gods to keep him safe so if you need
someone to tell you the name of an obscure deity,
or what ritual you need to get rid of a Boggart who
has become a danger to your home - Hezekiah is
your man.

Doctor Sarah Hartmann

Doctor Hartmann is a 40 year old woman, she
comes from Cologne and she travels extensively,
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her spouse remains at home and communicates
with her via email. Greta Hartmann acts as Sa-
rah’s database and reference when the doctor has
to look up a supernatural entity and deal with it
accordingly.

She lectures across the world in public and private
venues, using her vast knowledge of psychic and
demonic matters to educate laymen and profes-
sionals alike. Doctor Hartmann is also a “Traveller’
capable of shifting from one dimension to anoth-
er, and even travelling between her current time
period to as far back as 1930. She’s tried to go fur-
ther back, but she can’t.

She’s also an accomplished fencer, having been
fond of the sword art since she was a little girl. Her

access to the internet only compounded this, and
resulted in a fascination for swashbuckling movies
and heroes including that of Zorro.

Though she prefers the books and TV shows to
the films.

Sarah is fun loving, a little impish, and entirely
professional when she encounters the supernatu-
ral. Her get-it-done nature has saved more than
one person from being devoured by terrible en-
ergies, and she has recently begun to keep tabs on
the Leechers as they are now targeting sites which
provide stability and protection across the magical
tapestry.

As Sarah says, “If these sites come apart, you will
likely see more chaos than you've ever seen in the
last hundred years of human occupation.”

Recently Sarah has appeared on John Watkins ra-
dar due to her interest in occult and magical sites
the Leechers are devouring. He hasn't made a
move on her yet, because he’s somewhat disturbed
by the woman’s knowledge. He doesn’t know it ei-
ther, but Sarah is the protégé of Madame Yun (no
relation to Yun Lee) and has become quite an ac-
complished practitioner of the magical arts.

John might bite off more than he can chew if he
tries to trap Sarah; her power which allows her
to walk dimensions means she’ll be able to find
her way out of the Prison. It might take her a few

weeks, but when she does, he'll be in serious trou-
ble.

If your game is set in 2017 or even 2019, have fun
with her. Sarah makes a great ally to anyone who
wants to battle the supernatural and doesn't just
go about it with books. She'll take a sword to a
physical paranormal threat if it works!
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His world is truly one of wonder, and detail. Once
he finds a mystery, he has to solve it, and he will
usually do so to detriment of his physical health.
Fortunately, he has Maria, his guiding spirit to en-
sure he actually bothers to keep himself healthy.

Alonso makes a great character to provide detailed
information, and a bridge between the mundane
and the supernatural. Whilst he’s a little bit with-
drawn, he soon opens up, and then you’ll have a
hard time to get him to stop talking.

Not as though youd want to, since he doesn’t both-
er with useless information.

Alonso has been getting prophetic visions of a
catastrophic event, something to do with a giant
Henge and a hidden sorcerous city. One name has
come to mind as well, the name of Steven Hale
and the spirits tell him that Hale will know more.
Alonso just has to find a way to contact the Profes-
sor and let him know what’s coming.

‘Mr.Giggles’

If a void of utter despair and cosmic defeat had a
‘face, it is the entity known as ‘Mr. Giggles. De-
spite rumours to the contrary, Mr Giggles is the
only life to have been encountered in a Dark
Room (page 20) having walked out of the gloom
into a host of security in a 13th Bureau facility in
the Norfolk Broads, Anglia, UK. When the shift
change arrived they found the security team, the
analysts, the archivists, and even the support staft
dead from strange crescent cuts all over their bod-
ies. Security footage recorded each person dying
from (possibly) the slashing of a sharp and swift
blade but the perpertrator and the weapon could
not be seen by the video equipment. The last im-
age the authorities have is of a materialised man
in bandages with horrific eye wounds, a hat, and
giggling disturbly at the camera while rubbing his
hands as he walked out of frame and disappeared
into the countryside.

‘Mr. Giggles' hangs out Wit



Technomancy teams cleansed the site and det-
onated a series of explosives and claimed that
structural sollapse of the 1970s era building was
to blame for the deaths. Bodies were retrieved, fu-
nerals held, compensation paid, and some nobod-
ies imprisoned as ‘Company Directors.

The site is now empty but Mr Giggles has since
taken up residence at another Dark Room in an
abandoned Diningware shop in Horncastle, Lin-
colnshire. None of the residents of that village
have seen Mr Giggles but they may have heard is
giggling in the small alleys and paths late at night.
In a few years it will become apparent that a serial
killer is operating in the area and using magic to
imprison and then murder locals. The Dark Room
in the shop is actually a part of the shop front that
is back from the street and therefore the dark area
doesnt look entirely odd as sunlight never reaches
it. Mr Giggles’ victims are magically gagged and
tied and placed into stasis in the darkness. His
victims have been screaming silently and unable
to make a sound or move. They watch in horror
as family members and friends pass out ‘Miss-
ing person’ flyers only a few metres away outside
the shop window. Sometimes, their families have
nightmares about their loved ones screaming at
them from the dark in a usually well lit village
shop.

It's soon apparent that someone (beit police or fam-
ily and friends) is getting awfully curious about the
abandonedshopand Mr Giggleswillmove onagain.

Todd Silver, Craft Distiller.

What initially might seem as a ineffectual and
frankly harmless craftsman of Mead, Whiskeys,
and Bourbon, will after a few meetings display
quite an unusual power; he is unconsciously able
to “feel” the emotional history/aura of objects (fur-
niture, clothing, barrels) which then bleed into his
distilling. He’s content to be a small-time distiller,
as he does it for the craft but he has been called in
often by Curator groups to search the history of
an object. With concentration, and a decent remu-
neration in money, a rare blend, or VIP holidays
in an Scottish or Irish distillery, he can relay where
an object has been and who has touched it.

Funny and gregarious, the ability to cherish the
past means he’s almost always in vintage clothes.
He dresses well and in a singular style of a gen-
tleman. It is always with class, without irony or
corrupting the sartorial style, and he abhors the
recent trend of “The Hipster’ which he sees as a
bastardisation of male elegance. He is always frin-
edly, even to his enemies, and will help anyone
with manners if he can and if they mean no one
harm.




Xe, Sorcerer of Space and Time

If the Immortal is mysterious and perfect as a hu-
man-style powerful character for the players to in-
teract with, Xe is the opposite. He is a being who
manifests (at the moment) as a man. Xe has been
many things in his life, man, woman, neither, and
pure energy. Xe simply: IS.

If you want him to wear the guise of a woman or
non-binary person you can do that. Whatever
you want Xe to be, Xe is there for the players to
encounter a truly supernatural being who styles
themselves as the Sorcerer of Space and Time.

Xe created the City of Xe (seen earlier on in this
tome) and he is incredibly powerful, more will be
shared about Xe at a later date in the next tome of
the series which details people from all walks of
life with magical powers from the mundane to the
Sorcerer of Space and Time.

Xe attends his garden

Xe should be used sparingly, like Delgados’ Orre-
ry or the Henge of Worlds, he’s a game-changer
and so powerful that he tips the Cosmica scale
balance.

Of course, Xes default status is to be neutral to
most things and only act as an advisor should an-
yone be lucky enough to find him. Xe should be
aloof, yet capable of answering questions which
are often useful to progress a scenario. Xe should
not be destructive, though he has the power to
knock planets out of alignment. Hed rather med-
itate and focus his energies on keeping back the
most deadly of supernatural threats which tear at
the protections that he and his cabal once placed
many moons ago.

How he appears in your campaign is up to you. He
has a variety of clothing styles and physical forms,
from the typical Chinese mystic to an elegantly



dressed businesswoman. Xe just enjoys the theatre
of life, and he often just tests groups and individ-
uals on a whim.

For example, in Luxembourg he parked Doctor
Wilson Folger’s car for him as a valet parking
attendant.

He shared a bottle of whiskey around a camp fire
with a group of hobos in Brooklyn, sang songs,
told stories and got drunk with thirty other
people.

He danced naked in New Orleans during Mardi
Gras as people threw beads around his neck.

He walked into a supermarket in Paris as a man,
came out of the other door as a teenage girl to help
a mother find her son. He helped an old woman
bury her son in Kuala Lumpur.

He delivered a baby in Africa at a drop-in medical
centre as a nurse.

He dispensed wisdom as a true genderless being
to monks atop a sacred mountain in a rainstorm.

Xe just is.

. Ean

One of the many entry points into the city of Xe
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CONJUNCTIONS, ARTEFACT COMBINATIONS

“When you take objects of great or lesser power to
places of such, you can get some interesting combi-
nations. Some of them are beneficial and some of
them are perhaps best kept apart. I have not looked
at every single combination, but like I have done
with magical things, I have made a few observations
which I'm happy to share here — some of them are
simple effects, others have brought me into contact
with beings beyond my ken and further still I have
seen horrors unleashed thanks to magical scrying
and more...”, writes Doctor Johannes Thorstrumm
in one of his many tomes for the Golden Eye Con-
vocation meeting of Curators.

Thorstrumm has spent a long time studying these
combinations, and we've been able to get him to
reveal to us three possible combinations from
a variety of items and places drawn from both
the Contemporary Book of Magical Things, and
the Contemporary Book of Magical Places. They
should be used sparingly of course, especially the
one which destroys creation as we know it, but it
would make one heck of a way to end a big sce-
nario.

So here’s just three conjunctions between Magi-
cal Things and Places, feel free to combine more
things, and create your own effects. Some should
be beneficial, and some should be detrimental, all
of them should fuel the imagination of your play-
ers for lots of sessions — have fun!

Fae Arch and Silver Cat Statue

With the help of the owners of the cat statue, and
the location of a Fae Arch in Ireland, Thorstrumm
was able to perform a single experiment. He want-

ed to see if the statue might bring forth a fae-
touched creature when brought into the vicinity
of the Fae Arch and then dropped on the floor, or
accidentally knocked.

Paying for the owners to go to Ireland and perform
this task was simple, since theyd always wanted to
go there and the little cat statue was easy to get
through customs.

The pair were asked to make notes and send the
information to Thorstrumm. According to their
notes what happened when the two things were
combined was nothing short of miraculous.

The pair observed that the Fae Arch allowed the
passage of a cat into the realm of mortals, this was
no ordinary cat though - it was fae in nature and
it left them with a unique quandary. How to get it
back to England?

Fortunately, the cat was able to use fae magic and
transported the pair plus itself back to England
and home. It’s said the cat has taken the guise of a
simple tabby and keeps a close eye on the pair as
they continue to experiment with magical things
and pay homage to the old gods of the world.

Delgados’ Orrery
and the Henge of Worlds

DANGER CATASTROPHIC SPATIAL AND TIME
DAMAGE DETECTED, RESETTING ITERA-
TION TO NORMAL

It is not by the hand of Doctor Thorstrumm that
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we discern the result of bringing these two Cos-
mica power level energies together. It is from the
spirit of a long dead wanderer in the dimensions
from beyond, communicated with via Astral Pro-
jection and arcane means. This should never hap-
pen, since the first time it did the whole universe
had to be rebooted and what we claim is the Big
Bang is more the Big Reboot.

The bang came before, the bang was the result
of the two things coming into contact and some
sorcerer with more power than sense attempting
to use them to rewrite the universe, not just shift
planets out of alignment and create favourable
eclipses and so forth.

If the two ever meet and someone uses the Or-
rey at the site of the Henge, then there’s a very big
chance that the whole universe and associated di-
mensions will be thrown into chaos. If they’re not
destroyed, it's not a risk you really want to take
unless you're hells-bent on destroying everything
that’s ever been created.

If so, then, be our guest and prepare to unleash
devastation the likes of which you've never seen
on a cosmic and multiverse scale.

The Spirit Key and the Shaman’s Hut

If the Spirit Key is ever taken to the vicinity of the
Shaman’s Hut something was bound to happen, so
thought Doctor Thorstrumm. He was able to gain
permission from the key’s owner, and they trav-
elled to the Shaman’s hut in the guise of a visit to
help a friend heal from a terrible trauma. The doc-
tor was curious enough to deceive the shaman but
did not expect what happened.

When the key was brought forth it immediately
attached itself to the shaman’s midzimu their an-
cestor spirit and hovered about. Using the key and
the energies of the hut, the spirit was able to take
form in the world and manifest properly before

the concerned looking gentlemen. The first thing
the shaman’s spirit did was slap the good doctor.
The next thing she did was admonish him for his
devious behaviour. She then told the other man
he suffered from a congenital heart defect, but the
key would keep him alive due to the fact it had
taken a fragment of the shaman’s healing power
into its very material.

He would no longer get sick, or suffer grievous in-
jury as long as he kept hold of the key and ensured
it was safe. She added that the heart defect would
not get worse, but the key would need to come to
the hut every year at this time so she could en-
sure the magic remained strong enough to heal
the man.

She would not elaborate why she took an interest
in the doctor’s friend, but cited only that his role in
events yet to come was vitally important.

She then put the key in his pocket and faded back
into the fire.

Both men left with a sense of unease about the
days to come.

Combining Magical Things

Magic is dangerous, unpredictable and rather like
a run-away Arabian Stallion, it can ride rough-
shod over all that you have accomplished in the
blink of an eye unless you keep a very tight hand
on the reins, writes Doctor Johannes Thorstrumm
of the Golden Eye, a group of magical researchers
dedicated to peeling back the skin over the body
of magic and exposing the mystical tissue beneath.

Thorstrumm talks about his research in one of
many volumes, where his group have actively
studied the combination of certain magical ob-
jects that can be found in the collection known as
the Contemporary Book of Magical Things.
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Here are just a few of his findings for three specific
combinations.

Jane’s Torch and Alard’s Lens

What happens when you combine a magical torch
that always points to what you are seeking to find,
and a lens that lets you look at the fae realm and
see the hidden creatures for what they are?

You open a portal to the Hidden Kingdoms of the
Fae Lands, directly into a vast and ever-changing
labyrinth of light that leads to an impossible up-
side down plane of existence, where at the very
centre stands a castle made of sweets and edible
goodies. There lives a flesh eating fae witch who

has a serious appetite for the succulent taste of
children.

Thorstrumm marked this combination as: minor
danger, however.

The Ghost Candle-
and Kruschov’s Lamp

When you combine a candle that can call back the
spirit of the dead, and make a dead spirit flesh for
one night... with a magical lamp that forces the
onlooker to tell the truth you get a combination of
artefacts that can allow you to force a mischievous
ghost or entity to reveal falsehoods and forgo lies.
Thorstrumm found that this worked on a variety
of beings, even allowing him to trap and commu-
nicate with poltergeist entities as well as even the
spirits of dead gods.

He marked this discovery as miraculous, danger-
ous in the wrong hands and wrote the words: seek
out Jack the Ripper’s shade, annotated in the mar-
gin of his book.

Bottle of Everdrink
and the Clearwater Coin.

Perhaps on a whim, for a joke, or just to see what
would happen. Doctor Thorstrumm obtained
these items and combined them together; he cre-
ated a strange magical resonance that had the re-
verse effect of cleansing drink that flowed from
the bottle. The two magical fields interacted and
produced a hallucinogenic by-product that acted
as a powerful narcotic drug. It was a mind-ex-
panding drug that would never run out from the
bottle as long as the coin was immersed within in,
extremely addictive as well and the effects lasted
for a long time if bottled separately.

The doctor marked this discovery as: potentially
lucrative.

The Core and its Point of Origin

One of the fundamental questions we face as
children is Who made God? The more we inves-
tigate into artifacts and nexus points the more
we realise we are but children in the cosmos. Yet
not everything can be just waved away like the
unproven existence of the Great Creator.

There are certain truths we must face that are not
ambiguous. Why are Nexus points (Magical Plac-
es) ancient and modern. yet artifacts (Magical
Things) only came into existence in July of 19452
No artifact yet discovered is older than that date.

How are Talents (so-called Magical People) able
to do the amazing feats they do? Why are they
all less than 70 years old? Have we failed to spot
them throughout history? Were the witches of
Salem Talents? Was Gilgamesh? Noah?

Why has Talent potential only risen after 19452
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Ever been somewhere and felt as though it was
a little ... 'oft'?

Ever visited a location and felt like time slowed?

The Book of Contemporary Magical Places lists
nearly one hundred locations around the Earth
that hold varying degrees of power from the
mildly curious to planet shattering.

They have their secrets, guardians, traps, and
wonders. Not all are accessible without incur-
ring great personal cost.

This volume is a stand-alone companion to
The Book of Contemporary Magical Things,
is system free, and suitable for any number of
contemporary role-playing games.




