


The Sorceress in Silver

Human female mage — age 36, curly
black hair, gray eyes, fair complexion. 5’
6”’, 135 Ibs.

ST 9, DX 10, IQ 15, HT 10.

Speed/Move 5/5.

Dodge 5, Parry 8.

Advantages: Beautiful; Literacy; Mag-
ery 3, Status 1; +2 Reputation (among
area mages); Wealthy.

Disadvantages: Color Blind; Honesty;
Sense of Duty to friends and apprentices;
Vow of Chastity.

Quirks Vengeful; Dresses in silver or
white; Tames small animals (like bats); En-
joys bad weather.

Skills: Animal Handling-14; Calligra-
phy-12; Magic Jet-10, Riding-9; Savoir-
‘Faire-13; Spell Throwing-13, Staff-12.

Languages: Anglish-15, Latin-15.

Spells: Air Jet-15; Apportation-15;
Armor-15; Astrology-15; Create Air-15;
Create Air Elemental-15; Colors-15; Con-
trol Air Elemental-15; Destroy Air-15;
Divination-16 (Astrology), Dispel Magic-
15; Enchant-16; History-15; Keen Eyes-
15; Lend Health-15; Lend Strength-15;
Light-15; Lightning-15; Magelock-15;
Minor Healing-15; Missile Shield-15;
Mystic Mist-15, Predict Weather-15;
Powerstone-16; Purify Air-15; Recover
Strength-15; Scroll-15; Scryguard-15;
Seck Earth-15; Secker-15; Seek Food-15;
Shape Air-15; Shield-20; Trace-15; Walk
on Air-15; Ward-15; Watchdog-15, Wiz-
ard Eye-15.

Equipment: fine gray robes trimmed
with silver; trained bat; quarterstaff; a sil-
ver necklace shaped like a bird of prey,
holding an 11-point Powerstone in its tal-
ons.

Unless she is attacked, the Sorceress
will not take an active role in the adven-
ture, though she will provide healing or
possibly information magic if her hirelings
are in dire need.

Mordag'’s Little Finger

““How he got past the guards and locks and wards I don’t know, but he was
like a masked shadow. He introduced himself and thanked Maewen for being so
considerate as to have the staff ready for him. His voice was soft and deadly. She
called for me, started a spell, but he was swift as a demon cat. He grabbeéd the
staff — I watched him through the Eye as I ran downstairs — and killed Maewen
with it. Before I arrived he was out the window and gone.’’

To Catch a Thief

The Sorceress offers the adventurers $15,000 in silver (or the equivalent in
enchanted items that she can make herself) for regaining the staff for her and
killing or capturing Saragrave. She will not pay in advance, but if they are
reluctant to take the job, she will remind them that the local Duke and the
merchants’ guilds, who have suffered from the master thief in the past, have
posted a $10,000 reward for Saragrave’s capture (he must be taken alive for
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