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magic, who had the rare gift of being able to use both 
Enchanting and Sorcery. 

 “The Spirit Lands exist alongside those of the Living 
World, present at each point but unseen and removed. 
The Spirit World does not have the same dimensions nor 
even time, although from my few visits into these lands, 
in most places time and space  appear to my perceptions 
to be similar to the world of the living.”

 Mylar then goes on to give a description of each area 
of the Spirit World, in some places making informed 
guesses as to their nature. From his account Mylar 
visits these places as a disembodied spirit, removed 
from his living body, a feat of which he was no doubt 
quite capable. Mylar’s Necrology is, even after a 
thousand years, still believed to be the most accurate 
description of the spirit lands.

 The Margins
 “As my spirit rose above my body I saw the living world 
as though through a pool of oil. Bright colours could 
be seen in even the most drab of objects. Living spirits 
appeared as bright lights, with varying brightness 
according to the amount of key they retained. I sat upon 
the margins floating between worlds, a living ghost, then 
slipped deeper into the spirit lands.”

 The margins are the borders between the Living 
World and the Spirit Worlds supposedly created by 
the Lords of Light after the destruction of Ruell to 
separate the living and the spirit worlds. As Mylar 
has shown the margins are everywhere alongside 
the living world. From the very edge of the margins 
the Living World may be observed, and as a spirit 
Mylar was able to see objects coloured according 
to the amount of key they retain (even non-living 
objects have Key passing through them). The deeper 
into the Spirit World one goes the less real the Living 
World appears and the more solid the Spirit World 
becomes. Dead or other ‘non-living’ spirits may 
approach (and are often present about) the margins 
although they cannot normally cross fully. Ghosts 
may be seen as part of their spirit projects into the 
world of the living. Other types of spirit can even 
affect objects in the Living world. Such creatures are 
called manifest spirits, and it is possible to hold such 
a spirit half in and half out of the living world using 
magic. Oni and Elementals are able to exist physi-
cally in the living world by magically creating a body 
for themselves, although this physical body is then 
rendered vulnerable to physical attack.

The Metaphysics 
of Tefr
  To understand why magic works on Tefr and its 
place in the mechanism of the world, it is necessary 
to understand the metaphysical nature of Tefr, to 
know what does key does, what the elementals are, 
and where death fits in. 

Spirits and The Spirit 
World
 Spirits exist both in the living world and outside 
it. Spirits and other supernatural creatures appear 
to consist of INT and KEY. This section will try to 
explain what such a being is and why they exist.

Spirits, Souls and Key
 Every living creature (excluding most plants) has a 
spirit. This spirit permeates every part of the crea-
ture’s body. If the creature were to lose a limb the 
spirit would remain attached to the rest of the body 
and the limb would become dead. The spirit has a 
capacity to contain a certain number of points of 
key, all but one of which may be expended to make 
spells, and then recovered over time without the 
spirit suffering any harm. 
	 The point of key which cannot be expended 
is called the soul, the essence of any living creature 
that is the original seed from the tree of life from 
which the spirit grew. The soul cannot be expended 
as magic as it also provides the bond that holds 
the spirit to the body. Should that bond be severed 
(usually from the body side), the creature will be 
dead, and the spirit is set free from its physical state.
 The soul of a spirit is what also stores its effective 
intelligence when it becomes disembodied. This 
is made up from all the collective experiences and 
memories gathered during a lifetime (or lifetimes). 

The Spirit World
 This is a term which is used to encompass all that is 
not of the living, or physical world. The Spirit World 
is the place where the spirits of the dead go when 
they leave the body. It is also believed that (in the 
Tree of Life Religion) the Lords of Light reside there. 
The descriptions which follow are extracts from the 
book of Kersith Mylar on Necrology. Kersith Mylar 
was one of Tefr’s most powerful of practitioners of 
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The Shores of the Last Sea
 “Behind me the vision of the Living World became more 
insubstantial and ahead I began to make out the shapes 
and contours trees and hills surrounded by a perpetual 
mist, This place I have visited often to meet with spirits 
and souls in the sprit worlds, but this time I moved 
further, all the time downhill. At last after walking 
through miles of featureless tundra I beheld the Last Sea 
spread out before me. Long dunes led to the shore and 
gentle waves rolled and broke upon the sand, sighing a 
sad and delicate counter-melody to the soulful tune of 
the wind. The sea stretched away until grey water met 
leaden sky and there I waited. After waiting, how long 
I cannot recall, a dot became visible upon the horizon 
which eventually could be seen as a small boat cleaving 
cleanly through the water, sculled by a solitary hooded 
figure in the stern. The boat ran aground upon the sand 
before me and the occupant held out a hand. I paid my 
fare in key and climbed into the boat, which slipped 
smoothly back into the water with no apparent effort 
from the boatman. He turned his craft expertly and 
propelled it quickly out to sea.”

 Within the spirit Lands lies the Last Sea, the shore 
of which seems to stretch away on each side into 
infinity. The sea is too broad to be swum and few 
spirits in the Spirit World may fly. However there 
are said to be several vessels which cross the sea, 
and most are thought to be at the command of 
the Lady Sourn. If a spirit is ready to go across the 
sea, a ferryman will take them across if they wait 
upon the shore long enough, for the price of one 
point of key. Legend says that one another notable 
vessel which sails the Last Sea is a huge ship of bone 
which contains all the souls of the sailors lost at sea, 
doomed to sail her for eternity.

The Isle of Eristiath
  “I must have begun to doze in the ferryman’s boat, lulled 
by the gentle swish of his paddle and the light gurgle of 
water beneath the keel, for when I looked up I beheld a 
large island ahead. As we drew nearer, I beheld towering 
in the middle of that land a range of mountains so vast 
and high that their tops were lost in the cloud and only 
the foothills were visible. Soon I saw that we were headed 
to a village upon the shore, several more were also visible 
further inland. People in the village could be seen going 
about tasks which could be found in any village upon the 
Living World. The boatman guided his boat alongside a 
low quay and I alighted, thanking him as I did so, but 
no reply or hint of movement could I perceive below that 
deeply shaded hood as he turned his boat and headed 
out to sea once more. As I walked from the quay and 
into the village the people about me seemed indifferent 
to my presence, neither hostile nor friendly. A deep peace 
lay upon this place where all worldly burdens were done 
with, those who worked did so because they delighted in 
it, those who did not simply sat and remembered.”
 The Isle of Eristiath within the Last Sea has a floating 
population of spirits waiting to go either up into the 
mountains of the sky or to be taken down beneath 

the island to the dreaded Land of the Damned. Some 
are left for a long span others will be moved on to 
their final destination quite quickly. The island has 
a mild unchanging climate, with only a light sprin-
kling of rain falling at times. Gently rolling hills lead 
from the shore to the slopes of the great mountains 
in the interior. Some small villages nestle amongst 
these hills built by spirits who have since moved on, 
but maintained and rebuilt by fresh arrivals. Despite 
the huge numbers of spirits that must pass this way, 
the island never becomes crowded and the ferrymen 
appear to do a leisurely trade.

Arilitha
 “As I walked amongst the whitewashed houses I passed 
an old man seated upon a bench outside one such 
dwelling. As I passed he stopped the carving that had 
occupied his attention until that point, and looked up at 
me. “Good day,” I ventured, and was replied to in kind. 
He invited me to sit down with him and having little 
more to do, I did so. The man returned to his carving and 
talked about his life. I listened and as I did,  so studied 
his face. Although at first sight he had appeared old I 
saw in each feature, the smoothness of childhood, the 
identity of adulthood and the lines and crags of old age. 
He mentioned his death and that he had been waiting 
here for some time, which he believed was while the 
lords decided if he was to go ‘up or down’. After some 
time of this pleasant conversation I turned and saw a 
youth standing nearby who approached and addressed 
the old man, saying that he had come to guide him. The 
man rose without any sign of complaint and joined him. 
Before they went I asked if I might accompany them 
and the guide replied that though no living soul may 
pass into Arilitha or to Gograbuch I could accompany 
them some of the way. We left the village and walked 
inland at a leisurely pace, soon passing through rolling 
meadows criss-crossed by silver streams. Eventually we 
mounted higher slopes which lead to a great pass leading 
into the heart of the mountains. Here the guide turned 
to me saying that the pass led up into Arilitha and 
that  I might not go any further and still return. This I 
accepted and said my farewells turning, without looking 
back, towards the village.”

  The Mountains of the Sky rise to a great height 
in the centre of Eristiath, at their heart the land 
of Arilitha. The mountains cannot be approached 
unless guided by a messenger of Sourn. What may 
be found in Arilitha is unknown and many different 
cultures and religions have different beliefs, although 
most believe it to be some form of Arcadia. Some 
beliefs say that a spirit will merely rest in Arilitha 
to be healed of the hurts of life before being re-born 
and beginning the cycle of life once more. Others 
believe that once attained a spirit will remain in 
Arilitha for all eternity. Most believe that it is where 
the Lords of Light currently reside since the destruc-
tion of the Tree of Life and the subsequent creation 



4

of the Shield of Life which embodies the life symbol 
and somehow links the tree of life to Tefr.

Gograbuch
 “When I returned to the village, night was beginning 
to settle over the island and I decided to seek out the 
now vacant house of the old man to rest. Unfortunate-
ly when I reached it I found a rather disreputable indi-
vidual sitting upon the bench outside. I asked if I might 
spend the night within and by way of a reply the man 
swore at me and, threatening me with the very knife the 
old man had used, went inside and shut the door. Left 
with little option I determined to spend the night upon 
the bench outside, for I felt neither tired or uncomfort-
able. After some hours I awoke from my reverie to see 
the youth stood before me once more. He motioned me 
to silence and touching the door caused it to swing open 
quietly of its own accord. The youth stepped inside and 
after the sound of a brief gasp, reappeared, followed by 
the man. The man walked as if in a dream and followed 
the youth without protest out of the village. Before they 
left the youth motioned me to follow and whispered 
to me that  as before I might only accompany him so 
far. We walked on through the night, passing between 
foothills, the distant form of the mountains always to 
the left. Eventually, as the sky was beginning to lighten, 
we reached a place where a high hill, which appeared 
to have been cut down the middle leaving only a great 
cliff, sat threateningly upon a plain of broken stone and 
rubble. The centre of the cliff was punctured by a great 
dark cavern, that but for the vigil of the Lords of Light 
above would swallow the world. That great maw as the 
youth explained to me was the Black Gate, the entrance 
to Gograbuch, Land of the Damned. As we approached 
a monstrous beast came forth, its roars echoing from the 
cliff above. I flinched and the youth said that this was as 
close as I should approach for the beast was not there to 
prevent entry but as a guardian to stop anything from 
leaving. The youth took his leave of me and continued 
on past that terrible guardian, disappearing into the 
endless night of the Black Gate. Left alone in this forlorn 
and ugly place, I quickly turned and moved away as rosy 
dawn tinted the sky, washing away my fears.”

 Like Arilitha, Gograbuch occupies an indefinite 
space under the Mountains of the Sky. There is only 
one entrance that is known of -the Black Gate which 
Mylar describes in his text. The creature which 
guards the gate is known as Garuc, which may take 
any form that it desires. Garuc is not evil in itself and 
is a servant of the Lords of Light set there to prevent 
the damned from ever leaving that place. It is said 
to be a desolate place where, key must be drunk like 
water and heads are sought for sport. Gograbuch is 
said by priests to be the domain of Asatal, the King of 
Evil, imprisoned in that place after he was defeated 
by Kils at the culmination of the Great War. Bound 
with him are many of his followers who may not 
leave until the last battle (not all of them, however, 
were caught after the war and many still roam in 
the spirit and living worlds doing the will of Asatal). 

Spirits who have done evil during their lifetime 
without repent are brought to Gograbuch, where 
it is thought that they must live and die, again and 
again. As with Arilitha some cultures believe that 
once a spirit has taken its punishment in Gograbuch 
they will be reborn upon the living world and given 
a fresh chance to redeem themselves, although other 
cultures believe that some spirits once in that place 
will be subject to eternal chastisement.
Gograbuch is not a classical Dantean hell,.

The Grey Lands
If Kersith Mylar ever visited the Grey Lands he 
makes no mention of it in his surviving papers. 
What is known of this place is based upon a few  
religious references and hearsay. It was said that 
when Ruell was shattered into many pieces and the 
Lords of light preserved what worlds they could. 
That the lands between that were not saved were 
not wholly destroyed nor the people and creatures 
that where within them. Mystics and priests say 
that these lands were stretched out between the 
surviving worlds so thinly as to be invisible from 
without. Being forever denied access to the life 
giving Key from the tree of life these lands and it’s 
denizens  exist in an eternal state of undeath. Thus it 
is no wonder that such creatures desire the plentiful 
key that exists in the living world. Some mention 
of the Greylands is made in accounts of the Great 
war, namely that the Rigeth Goddess of disease and 
pestilence took the Greylands and it’s denizens as 
her own and tried to lead them through a breach 
into the living world to assist Asatal  to win the war. 
This eventually stopped and the breach closed by 
the sky cities of Ilcosel, but at the cost of three of 
the cities.  Rigeth was imprisoned forever with her 
followers in the Greylands, but constantly seeks for 
ways to escape and wreak her revenge.

Life and Death
  Death in present day Tefr is now an integral part 
of the world, everything upon the living world must 
one day come to an end. To understand what part 
death plays in the metaphysical world it is necessary 
to recap a small but significant part of Tefr’s history. 
Death is not evil as it was intended, but is now a 
balance: without life there can be no death, without 
death there can be no life.

Before The Sundering
 When the world of Ruell was first created all of 



5

the spirits of all the creatures of the world came as 
seeds from the Tree of Life. These seeds were the 
single points of key that is the soul of every living 
spirit, forming the perfect link between spirit 
and physical body. From these seeds grew all the 
different creatures and plants of Tefr. The servants 
of the Creator were commanded to take these seeds 
and distribute them about Ruell so that life could 
grow. Asatal kept some of the seeds back and was 
banished from Arilitha as a result. From the seeds 
which Asatal had stolen came twisted and evil 
things which roamed the world to cause misery to 
the other creatures that they found. When he had 
been sent away in shame Asatal brooded long and 
plotted revenge against his brothers. Eventually he 
persuaded Cusion to steal a bough from the Tree 
of Life for him. Asatal worked his most powerful 
magics upon the bough changing it’s nature and 
perverting it to his own ends, when the magic was 
done he forged it into a great black sword which he 
called Death. The sword was a reversal of the nature 
of the Tree of Life, instead of binding souls to their 
physical body, it severed them.

The Death of Aren
 Aren was a lord of Arilitha and the brother of 
Asatal. He was the Lord of Light and was the first to 
find men upon Ruell. Aren taught men speech and 
showed them how to work with their hands, and 
thus was known to many as the teacher or father of 
men. Asatal was jealous when he discovered that the 
men looked up to Aren as a great lord, he struck him 
with the Sword of Death and severed his spirit from 
his body. So it was that Aren was the first to die in 
the world and his spirit wandered lost and hopeless 
within it until Sourne found him and led him to 
Arilitha. When Aren was killed, the world was 
plunged into darkness and  the Great War began.

The Death of The Tree of Life 
 In slaying Aren, Asatal learnt the secret of death, 
and growing in boldness, raised a great army of 
men and other creatures which became twisted and 
monstrous when they fell under his sway.  Asatal 
marched his army upon the Tree of Life. Melikaar, 
the guardian of the Tree, had foreseen the approach 
of Asatal and with the power of all of his people had 
turned the Tree into living Arbine. At first Asatal 
was thwarted by the Tree but at last, with a mighty 
blow from his sword, pierced the Tree to the core. 
This mortal blow severed the very spirit of the Tree 

and all the souls which had not yet entered the world. 
The Tree shattered, and with it the original world of 
Ruell of which Tefr is only a fragment. Death now 
dominated, and every living creature within the 
world at that time died in the same instant. 

The Sundering and The Life 
Symbol
 When the Tree of Life was destroyed, the Lords of 
Light moved together and caused the last great work 
upon the world. Using the severed spirit from the 
Tree they created a new ordering of things, sepa-
rating the spirit world from the living world and 
creating the margins between. This occurred only 
a heartbeat after the death of the Tree and thus all 
creatures whose bodies were whole were reunited 
with their spirits. The Lords could not prevent death 
from entering the world, but it could be opposed, 
thus the Life Symbol is also a healing Symbol as 
Death is also ageing and decrepitation. This meant 
that everything born upon the world would live for 
a time before death eventually came to them. When 
the spirit is released from the body through death it 
will be allowed to pass through the margins by the 
power of Sourn into the spirit world.
  With the single point of soul KEY of the Tree of Life, 
the Lords of Light made an Arbine shield which was 
the only piece of living Arbine left upon the world. 
The Shield of Life was given to the hero Kils who 
used it against the Sword of Death to defeat Asatal 
ending the Great Rift War

The Flow of Key 
 This section attempts to explain what Key does: 
where it goes after it has been used, it’s role in magic 
and where it comes from. Understanding this section 
will also help to give an understanding of Tefr and  
the creatures, spirits, and deities within it. To do this, 
it is necessary to describe several different elements 
separately and to then show what part they play in 
the Key cycle.

The Root
 After the Tree of Life was shattered, and shards 
of Arbine had rained down all over Tefr, the only 
part of the Tree that was left intact was what is now 
called the Root. The Root is the dead stump of the 
Tree and is a circle of Arbine approximately 10Sd 
in diameter, rising unevenly from between 1lk to 
3Sd above the ground about its circumference. It 
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is not known how far or how deep the actual root 
system of the tree extends from beneath the Root 
but it is thought to be immense, some say spanning 
the entire world.
 The Root is now regarded as a holy place of 
pilgrimage for many cults and religions who follow 
the way of the Tree. It is the most holy place for 
the cult of Melikaar and is guarded vigilantly by 
warrior priests, for the value of the Arbine alone is 
immeasurable. Unknown to most people however, 
who believe that the tree is simply an expensive 
memorial to something long gone, the Root is still a 
place of power. Though the Tree is dead and no sap 
will ever stir through the root again, the Root serves 
a vital function in the metaphysical mechanics of 
the world.

Key lines and Henges
 It has been believed from ancient times that Tefr  is  
crossed by mystical lines of power. These lines were 
studied particularly by the Nétrål mystics of ancient 
Kiesse and several maps have survived showing the 
location of these lines. Many of the lines were seen 
to converge upon the root whilst others were seen 
to form roughly concentric circles centred about 
the Root. It was also discovered that there was a 
higher concentration of natural unfixed key in the 
proximity of these lines and that this key flowed 
in one particular direction, normally towards the 
Root. Several theories for this phenomena persist, 
the most likely being that the lines somehow corre-
spond to the roots of the original Tree of Life. It is 
unknown how deep the lines run in the ground or if 
they are affected by the blood silver ores found there. 
At certain points where two or more lines cross or 
converge, at what is termed a node, dolmen have 
been constructed, usually consisting of two large 
blocks of stone with another placed on top to form 
an arch. Often one such trilithon is built for each line 
at the node and where several lines cross the result is  
a stone circle, or henge, each arch constructed over 
the exact path of the line. To this day no one knows 
where these mysterious structures have come from 
nor who built them, but they all appear to be made 
from the same hard granite and may even date back 
to before the Great War. Over the course of time 
some such structures have collapsed or have moved 
off the key line, but most are still intact.

Blood Silver
 Blood silver ore, whilst rare, can be found  through-

out Tefr, but due to beliefs it is rarely mined 
and made into metal. Blood silver is particularly 
shunned by any peoples who have a strong belief in 
magic as it has the property of absorbing magic, or 
more precisely key. Blood silver disrupts the flow 
of key and any magic user will know that it is very 
difficult to use magic if they are carrying any. If an 
individual is wearing blood silver armour, magic 
will have little or no effect upon them, if they are 
carrying any items made of it, then they may add 
one point to their effective key when resisting a 
spell for each point of encumbrance of that item. 
It is believed in certain primitive northern cultures 
that simply touching blood silver will leech away the 
spirit, making the individual its slave.

The Key Cycle
 It has already been mentioned that a character’s key 
may be expended to make spells and then recovered 
over a period of time. The following sections will 
link the previous sections and give one explanation 
of  where the Key comes from to refuel the charac-
ter’s key; where it goes once it has been expended, 
outline the role of the Tree of Life, the Lords of 
Light, and the Spirit World.

The Lords of Light
 These are the equivalent of gods in several of 
the religions of Tefr, It is believed that they were 
Aruites, the original fruit of the Tree of Life. Not 
all religions of Tefr believe this, and there are many 
in more remote areas which do not believe that the 
Tree of Life was the source of all living things. The 
Lords of Light each have their own domain and 
gain key in Arilitha which they distribute to their 
domain as they see fit. This key flows out from 
Arilitha through the spirit world in the form of a 
breeze which creates waves upon the Last Sea and 
stirs the trees on it’s shores. Key reaching  the real 
world either flows through it as part of the cycle or 
is received by the appropriate elementals depending 
on where the key was sent. 

The Key Tides
Twice each day the flow of key reverses, once day 
breaks key flows from Arilitha directly through the 
margins and into the living world. At night the flow 
reverses and the key rises from the ground.
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Elementals
 Elemental spirits are nature spirits which affect 
objects within the living world.  They may only 
affect things within their power using the key that 
they receive from the Spirit world, hence changes in 
nature occur very slowly. It is believed in the Tree 
of Life religion that Some elementals will be given 
extra key from one of the Lords of Light and may 
thus create a more noticeable change to the Living 
World. Some elements seem to change much more 
rapidly, air and water being the most common. There 
are several possible explanations for this - either the 
element requires less key to manipulate, the Lord or 
Lady of Light or god concerned gives the elementals 
more key than others, or that key on land is lost 
much quicker and much is wasted, the exact reason 
not being known. It is believed however that several 
different types of elemental will be given key from 
different Lords of Light to act in concert, or even 
opposing each other in some natural phenomena 
such as in thunderstorms and volcanic eruptions. 
More nature oriented religions believe that the 
elementals themselves are the driving force and that 
they are only answerable to other more powerful 
elemental Entities. Some cultures even believe that 
in addition to the common elementals like earth or 
fire there are also thought to be more subtle spirits 
which affect particular plants, animals, objects, even 
prosperity.

The Living World
 Key from the boundary flows into the Living World, 
passing through all things within the world. Every 
stone, leaf and living creature will have a constant 
trickle of key passing through it. This is unlike 
spiritual key because it is un-fixed, moving through 
physical objects all day, every day. Creatures with a 
soul have the ability to retain a certain amount of 
the key that flows through their body similar to the 
way a cup in the rain will hold a certain amount of 
water before overflowing. A creature’s spirit will 
determine the amount of key that they retain, just 
as the size of the cup determines how much water 
it holds. Normally the key will continually be over-
flowing from the spirit and being replenished with 
fresh key from the Spirit World. It is believed 
devout worshippers will receive their key directly 
from the Lords of Light. If key is lost or expended 
from the spirit, for instance by the use of magic, 
then they must wait for the key to trickle in from 
the Spirit World to fill the spirit to its normal level. 

It normally takes one hour for each point of key to 
regenerate and the spirit to be refilled, with the rate 
of replenishment being slightly quicker at night.

Mythical and Legendary 
Objects
These are what the general folk of Tefr will have 
learned from Bard’s tales. The actual items, if they 
exist, may differ greatly in both form and properties. 
For reference some such items include:

 The Shield of Life
Used by Kils to defeat Asatal at the end of the Great 
War. Said to be made from a single piece of Arbine 
with golden strapping given to him by the Lords of 
Light.

The Sword of Kils
Famed giant shiny sword of Kils. Often called the 
dragon slayer as he tempered it’s blade in the blood 
of a dragon to  make it strong enough to touch the 
body of Asatal without breaking.

The Spear of Asatal
Named Arbagog, the Bringer of Death. The actual 
embodiment of death. The book of the tree refers to 
it being three times the height of a man and that it’s 
very touch would be fatal.

The Fire Stone  of Annu
Believed to be in possession of the Annuan 
Monarchy, it is a red translucent sphere about the 
eight Links across. That shows signs of crazing and 
darkening on one side. It is said it can see the sin in 
a man’s soul and anyone who tells a falsehood whilst 
touching it will lose a permanent point of KEY. It’s 
origins have deeper lore connected to Ilcosel.

Soul Ste﻿aling Weapons
Often swords. Created by the forces of darkness 
(an evil Felini faction) during the great war. Such 
weapons were hated by both the forces of death and 
life as they stole the very life force from it’s victims. 
Most were destroyed after the war.
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Mystical Portals
 Once your players discover mystical portals, they 
will provide a very easy means of transportation 
from one place to the next. This may be desirable 
in some scenarios but not in others, therefore it is 
important to stress that when using them there is 
always an element of risk, enough that they should 
use mundane transport if possible. As a GM it is 
probably best to restrict the player characters from 
gaining the spells used for activating the portals. 
Such spells can then be found or purchased as magic 
objects with limited uses or perhaps from the use 
of some activation device specific to a particular 
location.
Throughout Tefr there are many numerous key 
lines running below the ground. It is believed that 
the key flowing in from the world sinks down to 
these key channels which in turn lead to larger 
channels and ultimately to the root. Nodes of key 
lines occur where two or more lines intersect. 
Mystical portals have been constructed at many of 
these nodes. It is not known who or what construct-
ed the portals or what their age may be. Most people 
have no idea about their original purpose although 
they are generally treated with superstitious awe.

No complete maps of the networks of portals are 
believed to exist. Needless to say for the purposes 
of writing scenarios a GM can have portals located 
wherever they are convenient. 

Using the Portals
 If a spell maker with the required magics were to 
open a portal. They may then step through that 
portal  and walk out of the corresponding portal at 
the next major node upon that key line. The magics 
used automatically open the portal at the destina-
tion to avoid thesx spell maker becoming stuck in 
limbo. Often the spell maker should make a skill 
roll for navigation to correctly assess which portal 
they need to open in the circle before casting their 
spells as there can be up to six portals in a circle and 
opening the wrong one will take them to an entirely 
different location than that intended. To travel 
through several nodes requires the portal spell to 
be cast at each node to open the desired portal to 
reach the next one. Once the spell establishes the 
link between two nodes, the caster and any others 
with them may pass back and forth between them 
as many times as they wish whilst the spell remains 
in effect. 
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Megaliths
 Each major node is marked by a ring of ancient 
megaliths carfully arranged to form the portals with 
two upright stones and one horizontal stone placed 
on top to frame the portal. Such a configuration is 
referred to as a trilithon. Most trilithon are of similar 
construction, made with a hard wearing blue/grey 
stone of unknown origin. Each of the three stones 
of a trilithon is heavily engraved with ancient glyphs 
and symbols. The two upright stones are normally 
about 3Sd high with only 2Sd showing above ground 
and up to 1Sd wide, most are squared off but some 
are more cylindrical. The cap-stone is usually 2-3Sd 
long, up to 4Lk high and as wide as the stones that 
support it. The portal between is normally slighly 
wider than 1Sd and about 2Sd high. Some of the 
larger portals can be up to 2Sd wide and 3Sd high. 
When several such trilithons have been arranged 
to form a ring on one of the major nodes, the gap 
between the trilithons is also sometimes capped to 
complete the circle. These gaps are not true portals, 
but most spell makers with any knowledge of such 
things may easily distinguish the true portals by the 
pattern of carvings upon the stones.

The Risks
Many of the rings in exposed areas are worn and 
some have even collapsed. Using such portals if they 
will work at all can entail a greater risk, often trans-
porting the character to an unexpected location 
or even leaving them suspended in the limbo that 
exists between portals. 
  Because the space between portals is through 
a dimension closer to the greylands there is an 
inherent risk that using them may allow supernat-
ural creatures to attack the character or even to slip 
into the living world. This risk can be quantified as 
02% chance each time a portal is used.
It is also recorded in the Book of Celn that Rigeth 
was able to use a ring of portals to create a bridge-
head between the Greylands and Tefr. Whilst this 
was subsequently closed the risk of something 
similar occurring again is real.

The Root
 Although a number of major key lines converge 
at The Root, there is no circle upon that site. It is 
believed that to attempt to travel to the root through 
a mystical portal will send the traveller straight to the 
spirit lands, it is unknown if it is possible to return 

from such a journey as no-one is willing to try. The 
trilithons that mark the portals that lead directly to 
the root have grand and distinctive carvings upon 
them with a representation of the tree of life upon 
each cap-stone.
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