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Milai of Agrion
   Lady of the Sea

   Bearer of Agan
	Race:
	Sea Elf
	
	Alignment:
	Lawful Neutral

	Sex:
	Female
	
	Height:
	5’7’’

	Age:
	583
	
	Weight:
	125 lbs

	Class:
	Fighter/Mage
	
	
	

	
	
	
	
	
	
	

	Str
	To hit
	Damage 
	Max Wgt
	Enc
	Max Press
	Open Doors
	Bend Bars

	17 (19*)
	+3
	+7
	485
	90
	640
	16(8)
	50%

	

	Dex
	AC
	Miss Atk
	Surprise
	

	18 (20*)
	-4
	+3
	+3
	

	
	
	
	
	
	
	

	Con
	HP Adj
	Sys Shock
	Res Surv
	Poison
	Regen
	

	13 (18**)
	+4
	99
	100
	0
	Nil
	

	
	
	
	
	
	
	

	Int
	Languages
	Spell Lvl
	% Learn
	Max / lvl
	Immunity

	17$
	6
	8
	75
	14
	Nil

	
	
	
	
	
	
	

	Wis
	Mag Def
	Spell Bonus
	% Failure
	Immunity
	

	15 (16$)
	+2
	
	
	
	

	
	
	
	
	
	
	

	Cha
	Henchmen
	Loyalty
	Reaction
	
	Comeliness
	

	18(19#)
	20
	+10
	+8
	
	23
	


*Silmar’s Gauntlets; ** Agan; #Crown; $Gem of Insight (permanent for Int only)
	
	Natural
	(Mithril Scale -5)
	Dex
	Scarab of Protection 
	Ring of Protection
	Total

In Mithril
	With Shield (+2)
	With Agan
(up to +4)

	AC
	10
	1
	-4
	-2
	-2
	-7
	-10
	-10

	
	
	
	
	
	
	
	

	Saving Throws
	Death Magic
	Petrification
	Rod, Stave or Wand
	Breath Weapon
	Spells

	Ftr Lvl 14
	4 (1)
	6 (2)
	6 (2)
	4 (1)
	7 (3)

	Mage Lvl 15
	11 (7)
	7 (3)
	9 (5)
	11 (7)
	8 (4)


Bonuses: Scarab of Protection +2; Ring of Protection +2; Wisdom+2 (if applicable)
NB: Scarab gives save against spells that have No Save and protects against level draining
	Experience:
	Current Level F/M
	Next Level

	1,500,000*/1,795,495
	14*/14(15)
	-- /1,875,000

	 


*12th (14th) lvl Warrior / 15th (17th) lvl Mage is the max levels available to an Elf. (optional rule allows +2 lvls for attribute 16/17)
	Hit Points
	Natural
	Constitution
	Familiar
	
	Magic Resistance: 50%

	184
	88
	56
	40
	
	Amulet 20%; Gauntlets 10%;

Agan 10%; Crown 10%

	
	
	
	
	

	
	
	
	
	


	Contingency Spell
	Conditions

	Haste
	Whenever Milai shouts ‘For Aegir and Agrion’


Weapons (Initiative -2 with Gauntlets in Melee; Initiative -2 with Haste/Speed)
	Item
	Dam
	Speed
	Location
	Enc
	TH
	Dam

	Agan +4/+4        
	d8 / d12
	(5) 1
	Back, Left Shoulder
	6
	+11
	+15

	Agan versus magically summoned evil creatures and undead = Double Damage

	Short Sword +3/+3
	d6 / d8
	(3) 0
	Back, Right Shoulder
	3½
	+9
	+12

	Long Composite Bow +3
	
	(7) 4
	Quiver of Ehlonna
	--
	+9
	+12

	Silk Net +3  Of Entrapment & Snaring
	Worn as belt
	--
	+3
	+3

	Sheaf Arrows +5: 29

	d8/d8
	
	Quiver of Ehlonna
	--
	+14
	+17

	Flight Arrows +3: 18

	d6/d6
	
	Quiver of Ehlonna
	--
	+12
	+15

	Leaf Arrow +3:  40


	d8/d6
	
	Quiver of Ehlonna
	--
	+12
	+15

	Wand of Force

(Bastard Sword +5)
	d8/d12
	0
	Belt
	
	+12
	+16

	Flight Arrows: 18

	d6/d6
	
	Quiver of Ehlonna
	--
	+9
	+12

	
	~10
	
	


Agan +4/+4: Specialist = +1 / +2, Str = +3/+7, Elf = +1 / -,  Gauntlets = +2/+2 = +11/+15    

Short Sword +3/+3: Str = +3 /+7, Elf = +1 / -, Gauntlets = +2/+2 = +9/+12

Long Bow +3/+3: Dex = +3/-, Elf = +1/-, Str = -/+7, Gauntlets = +2/+2 = +9/+12 [add arrow bonus]

	Milai Combat explained:
	
	

	
	Long Sword
	Second Weapon
	
	Long Bow

	Round 1 Initiative
	2 attacks
	1 attack
	
	2 attacks

	Round 1 Re-Attack
	2 attacks
	
	
	

	Round 1 Additional Attack (Gauntlets)
	2 attacks
	1 attack
	
	2 attacks

	
	
	
	
	

	Round 2 Initiative
	3 attacks
	1 attack
	
	2 attacks

	Round 2 Re-Attack
	3 attacks
	
	
	

	Round 2 Additional Attack (Gauntlets)
	3 attacks
	1 attack
	
	2 attacks


13th level Fighter=2/1; Long Sword Specialist = 5/2; Silmar’s Gauntlets = additional attack at end of round
	Weapon vs AC
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Long Sword
	-4
	-3
	-2
	-1
	0
	0
	0
	0
	0
	+1
	+2

	Long Bow
	-4
	-3
	-2
	-1
	0
	0
	+1
	+2
	+2
	+3
	+3




                Range (yards)

Weapon

ROF
S
M (-2TH)
L (-4TH)
Comp. long bow & Flight arrow
2/1
60
120
210

Comp. long bow & Sheaf arrow
2/1
40
80
170
	Armour Item
	AC
	Location
	Enc
	Adjustment

	Mithril Scale +5
	6(1)
	Worn
	0
	-5

	Large shield +2

(Shaped like a fish scale) reflects lightning and ray-based magic including cone of cold and magic missile
	-
	Carried on left shoulder
	0
	-2

	Silmar’s Gauntlets (see below)
	-
	Worn
	0
	

	Ring of Protection +2
	-
	Worn
	0
	-2

	Scarab of Protection +2
	-
	Worn
	0
	-2


Has a Breast Plate +5 (can a mage wear it?)
	Quiver of Ehlonna

	Up to 60 arrows
	Up to 18 Javelins
	Up to 6 Longbows

	Flight Arrows+3: 13

Sheaf Arrows+5: 20

Sheaf Arrows+5: 7
	Flight Arrows: 20

Flight Arrows: 16
	Long Composite Bow

Lanzi's Staff


	Magical Items

	Item
	Loc’n
	Enc
	Notes

	Amulet of Magic Resistance
	Worn
	--
	20% against all spell levels

	Slippers of Spider Climbing
	Worn
	
	From Tuar Chan

	Cloak of Elven Kind
	Worn
	--
	

	Ring of Elemental Metamorposis – water
	LH
	½
	Plain gold band

	Scarab of Protection+2
	Worn
	½
	Absorbs level draining attacks (19)

	Wand of Force
	Belt
	
	58

	Ring of Protection +2
	RH
	
	

	Quiver of Ehlonna
	Back
	
	Over right shoulder

	Lyre of Building
	Backpack
	
	

	Lyre of the Bard
	Backpack
	
	Picked up en route to Ishtur (unknown dweomer)

	Boots of Elven Kind
	Backpack
	--
	

	Wand of Prime Material Pocket
	Coat
	½
	Robe, inside RH pocket (63)

	Wand of Frost
	Coat
	½
	Robe, inside RH pocket (81)

	Spell Book
	Pack
	
	Picture of Warship over Sea Creatures

	Dust of Mind Dulling
	Backpack 
	½
	Black wooden box with coarse black powder

	Decanter of Endless Water
	
	
	

	Gem of Insight
	Backpack 
	½
	Obtained in Ishtur

	Pearl of Power
	Belt Pouch
	
	2nd level spell recall (if memorized)

	Lanzi's Staff
	Quiver
	(4 spell levels -casting 1 Seg) - power word: ‘Kanji’.   Default=Ice Storm(L4-40’ diam;4d10+4;no save)

	Ioun Stone
	Floating
	
	vibrant purple prism (stores 8 levels of spells)

	Qualls Feather Token
	Pack
	
	2”x1”x1.5”, model boat made from balsa wood 

	Potion of Extra Healing
	Pack
	
	3d8 + 3 HP; 1d8 / swig x 3

	Potion of Heroism
	Pack
	
	

	Keen Edge
	Pack
	
	

	Potion of Speed
	Pack
	
	

	Powder of the Hero’s Heart
	Pack
	
	

	Oil of Timeliness
	Pack
	
	

	Draught of Healing
	Pack
	
	5 x Heal spell

	2 x Wineskin of Sylvan Water
	Pack
	
	Resists the influence of Inwe

	Keoghtoms (10)
	Belt
	½
	d4+8 / application

	
	
	8
	


	Silmar’s Gauntlets:
	10% Magic resistance
	

	Enable Missile Deflection as if the wearer were an equivalent level Monk (Save vs Paralysis)
	When worn
	
	Improves TH and DAM by +2
	When worn

	
	
	
	Adds an additional attack (at the end of the round)
	When worn

	Increases Strength and Dex scores by 2 points
	When worn
	
	Grants first strike (as per scimitar of speed)
	1/day

	Subtracts 2 points from initiative dice rolls
	When Worn and in melee
	
	
	

	Cast Magic Missile as Mage
Range: 60 yds. + 10 yds./level

Damage: 5d4+5
	3 times/day
	
	 ‘laying on of hands’ healing capability of equivalent level Paladin (2hp/lvl) = 24hp
	3 times/day

	Number Used:
	
	
	Number Used:
	


	Agan:
	Agan is intelligent and can speak common andSea Elf

	Pimary ablities/powers:

Detect traps 10’ radius.

Detect evil 10’ radius

Detect invisible objects 10’ rad’
Heal
	At will

At will

At will

1/day
	
	Death: evil creatures with 3 or fewer HD, that come within 5’ radius of Agan (when drawn), die instantly.  Undead & extraplanar creatures immune.
	Permanent

	Enables Extension 1 to be cast 
	1/day
	
	Raises Constitution to 18
	if carried

	Transfer of spell energy from a victim struck by Agan to its wielder for use in following round
	Permanent
	
	Agan provides 10% Magic resistance to the wielder
	Permanent

	Inflicts double damage against magically summoned evil creatures & undead (not treated as edged weapon vs undead)
	Permanent
	
	Some or all of the TH bonus(+4) can be converted to AC adjustment each round
	At will


	Gundleus’ Indigo, 6-pointed Crown of Kings
	

	Water Breathing and free action for wearer
	Each Crown increases Psionic ability by 10 points

	Additional die of damage to all water/cold based attacks
	+1 to the Morale Modifiers for all friendly forces with sight of the crown or within 100 yards.  Increase the wearer’s charisma by 1 to a maximum of 25.

	Not affected by the elemental Plane of Water
	

	Immune to Cold based attacks
	

	The owner has the ability to understand the speech of Humans, Humans can be influenced to conduct some deed as per suggestion spell with no saving throw – racial modifiers do not apply – unless it would go against their natural alignment.
	If psionic, the wearer gets an additional random mental ability.



	Immunity to fear, poison and disease
	Increases magic resistance by 10%/crown.

	

	Per day
	Per week
	Per month

	Ice Knife
	Cone of Cold (13d4+26:sv=1/2)
	Summon Water Elemental

	Cloudburst
	Ice Storm (4d10+4-no save)
	Lower Water

	Still Water
	Wall of Ice
	Part Water 

	Water Protection
	Water to Poison
	Ice Blight* - Not reversible
* Only affects the weather in an area, slow to act and not a combat spell

	Water Breathing
	
	


Milai asked Ingrem about the Crown, as she was renowned for her lore in such matters.  She brewed a warming leaf tea in an ancient copper kettle over an open fire.  As she worked – poking the fire, stirring the tea, fetching the cups – she talked.  “The first piece was created by Balem in Zundar with the aid of the Orodruin Dwarves and the use of Ishtur’s Ring of Fire; Lastar added a single diamond and blessed it with potent dweomer.  Balem named it the Crown of Light.  After Balem proved its worth in the battle of Hama’Las, Lastar made the other pieces at Sutur with the aid of Orodruin’s folk and the Rings of Power.  These he gave to the Kings of the day, keeping the 7th and binding piece for himself.  Each piece was made with white stones – diamonds I am told; however, the stones took on a colour after the parts were separated – light broken into 7 parts – by Orcus’ Wand.  It is rumoured that the Crowns were made to bring the unique power of the inner planes to the Prime.  That is except for the last and most powerful piece – the binding piece.”

Milai sat near the fire and accepted a cup from Ingrem, listening intently.  “That piece will control all the others should they come within range; even the bearer’s mind is subject to the will of the binding piece…Perhaps that’s how Lastar controlled the races?”
	
	1st Age
	2nd Age
	3rd Age
	4th Age
	5th Age
	6th Age
	7th Age
	Now

	1pt – Violet
Negative
	Balem / Lastar
	
	
	
	
	Zundar?
	Elerienne
	Elerienne

	2pt – Orange

Radiance
	Findor / Lastar
	Findor

Frastor

Kalasar
Ezollach
	Ezollach 

Imrahir

& Eomere?
	Iki-Moko
	Iki-Moko Ythanos Renash 
	Aran?
	Dulan
	Dafydd

	3pt – Yellow
	Maedus / Lastar
	Inuik

Erowin

Ezollach
	
	Hasfast Grobdur
Hasfast
	
	
	Minas Maedus
Hasfast
	Hasfast

	4pt – Red

Fire
	Gelmir / Lastar
	Girith 
	Marilliath
	
	Tagnuts & Rantor
	Lai Ku
	Lai Ku
	Lan Zi

	5pt – Green 
	Nenya / Lastar
	Kallon

Balor
	Winged demon
	Dordraug to Elven Queen
	
	
	
	Queen Mandur?

	6pt – Indigo

Water
	Gundleus / Lastar
	Rantor
	Dordraug
	Gloun
& Iki-Moko?
	White Council?

Rantor
	Tuar-Chan
	Tuar-Chan
	Milai

	7pt – Blue 
	Lastar
	
	
	Dordraug to Queen to Dordraug
	Dordraug

(Guerin)
	Guerin
	Guerin
	Guerin


	Equipment:
	Location:
	Enc:
	Notes:

	Backpack
	Back
	2
	See Magical items

	
1 Flask of Oil
	Backpack Middle
	3
	40 turns/flask

	
Iron Cooking Pot
	Backpack Bottom
	2
	

	
Iron Rations, 1 week
	Backpack Bottom
	5
	

	
Silk Rope
	On Backpack
	8
	50 ft

	
Wineskin
	Backpack Bottom 
	1
	Empty

	
Waterskin
	Backpack Bottom
	1
	Full

	
Sack
	Backpack
	
	

	Gipser
	Up Sleeve
	1
	

	
5 Fishhooks
	Gipser
	-
	

	
1 Whetstone
	Gipser
	1
	

	
Flint and Steel
	Gipser
	-
	

	Torch
	
	
	

	Pouch
	Up sleeve
	1
	See Money

	Metal Scroll case x 3
	Girdle
	½ 
	See Scrolls

	
19 parchments
	Scroll case
	-
	

	
Writing Ink and Quill
	Scroll case
	-
	

	Black polished wooden scrollcase with patterned teak and mother-of-pearl inlay
	Backpack
	½
	See Scrolls

	A Metal scroll case studded with small fancy stones 
	Backpack
	½
	See Scrolls

	Ceramic tube painted with an oriental dragon. 
	Backpack
	½
	See Scrolls

	Small Ivory Statue of Milai
	Backpack centre
	½
	For Contingency Spell

	
	
	27½
	


	Clothing 
	(total enc = 5)

	Girdle 
	Worn
	Thick turquioise silk, clasped with a silver buckle and embroidered with an image of an oriental river dragon  

	Hose 
	Pack
	Silk and satin mix, coloured sea-blue

	Riding Trousers
	Worn
	Leather chaps and Jodhpurs (cream, blue and green)

	Silk Shirt 
	Pack
	Pale yellow, with emeralds for buttons

	Silk Shirts 
	Pack
	Spare shirts of various shades – mostly blue/green

	Ermine Robe
	Held by court entourage
	Thick ermine, including hood, with large deep pockets and wide sleaves.  The inside is blue silk.

	Gipser & Pouch
	Worn
	On cord inside sleeve.


	Gems (in pouch)
	Money (Gipser)

	2 Diamonds (clear blue-white)
	10,000 GP
	PP: 
	

	
	
	GP: 100
	

	6 Emeralds (deep bright green)
	6,000GP
	SP: 18
	

	3 x Acquamarines
	2,500GP
	CP: 15
	

	2 x Gem Pouches
	Morkoth treasure
	
	

	
	
	Enc: 20½
	


	 Jewellery

	Silver and gold earrings studded with diamonds, fashioned into the shape of sails blowing in the wind (one sent to Tirus with 2nd drop earing below)
	Worn

	2 platinum braclets finely carved into the shape of writhing water Nagas 
	Worn

	A small, narrow platinum tiarra studded with sapphires, emeralds and rubies
	Pack

	Platinum Drop earings with diamonds (from Tun Mi Lung) – one with Tirus of Gos
	Pack

	2nd drop earing sent to Tirus with norse in plains around Gos
	

	Tapestry of Taneth (Tun Mi Lung hoard)
	Court entourage

	
	Enc: 2


Psionics: (+10 points for each crown worn)
Attack: 125 (130)
Defence: 125 (130)
	Physical Activity
	Psionic Strength Recovered

	hard exertion
	none

	walking and like activity
	3 pts/hr

	sitting and talking or reading
	6 pts/hr

	resting and meditating
	12 pts/hr

	sleeping
	24 pts/hr


	Attack
	
	
	
	Defence
	
	
	

	A
	Psionic Blast
	20
	
	F
	Mind Blank
	1
	Ind’l

	B
	Mind Thrust
	4
	
	G
	Though Shield
	2
	Ind’l

	C
	Ego Whip
	7
	
	H
	Mental Barrier
	3
	Ind’l

	E
	Psychic Crush
	14
	
	J
	Tower of Iron Will
	10
	3’ rad


Disciplines (use costs 1 attack AND 1 defence point):
	Sensitivity to Psychic Impressions
	Energy Control

	Animal Telepathy
	Body Equilibrium

	Suspend Animation
	


Energy Control

Range: 0 

Saving Throw: None

Duration: Special 

Area of Effect: 1O' radius of individual

Explanation/Description: This science allows the possessor to channel energies directed at or in the presence of his or her body so as to make such energies harmless or dissipate them. If a spell or energy weapon (fiery breath, lightning, cold, etc.) is directed towards the psionic individual's area, it will not harm him or her provided the individual expends 1 strength point per spell level (or die of damage normally delivered by the energy).

Body Equilibrium

Range: 0 



Saving Throw: None

Area of Effect: Individual
Duration: Time of concentration 

Strength Point Cost: 1/round
Explanation/Description: This discipline allows the user to adjust the weight of his or her body to correspond with the surface upon which he or she is. Thus, the possessor can walk upon water, quicksand, mud or whatever. With respect to falling, this discipline has the effect of the magic-user spell, feather fall (q.v.).
Sensitivity to Psychic impressions

Range: 2"sphere 


Saving Throw: None


Area: 1" to every side
Duration: 1 round 

Strength Point Cost: 1/round

Explanation/Description: Deaths and other highly dramatic events leave a "psychic residue" in the very earth and stones where they occur which may last for centuries. The possessor of this ability can sense emotions, perhaps see momentary visions, of those who have died or suffered some powerful emotion in a place just by standing in it for a moment.

Gundleus’ Crown imbues with one extra discipline:

Mind Bar

Range: 0

Duration: As set by individual

Area of Effect: Individual

Explanation/Description: The science of constructing a mind bar protects the individual from such magical attacks as charm confusion, ESP, fear, feeblemind, magic jar, sleep, suggestion. It prevents the possessor from suffering telepathic influence or possession by such creatures as demons or devils. Psionic (or magical) powers of domination (any form), empathy, hypnosis, or telepathy do not work against an individual with a mind bar; and he or she can see a psionic trying to use the discipline of invisibility. A mind bar can be placed upon the physical body while astrally projecting. The chance for success of a mind bar is 10% per level of mastery, i.e. 100% at 10th level. At 11 th level of mastery and beyond, there is a 10% per level chance that the possessor of this power will be able to locate the source of any attack upon his or her mind the instant it is made, and this includes psionic attacks, as well as attempts to magic jar or possess him or her (in the two latter cases this means identification of the magic jar or amulet of the being attempting the attack!).

	Class Abilities
	Gained Abilities

	Followers and Guard of Honour
	

	
	

	Race Abilities

	90% resistance to Sleep and Charm Spells



	Infravision 60ft

	+1 th with short or long swords, +1 th with bows

	1 in 6 chance of detecting a secret door just by passing within 10ft.  2 in 6 chance of detacting a secret door by actively searching for it.  3 in 6 chance of detecting a concealed door.

	May surprise opponent if not wearing metal armour, alone with elves or halflings, or 90ft ahead of the group.  Opponents will suffer -4 on surprise rolls, -2 if a door is in the way


Non-weapon Proficiencies (13 including languages)
	Proficiencies
	Cost
	Ability
	Mod
	Proficiency Check

	Swimming
	1
	Str
	0
	19

	Fishing
	1
	Wis
	-1
	14

	Navigation
	1
	Int
	-2
	14

	Running
	1
	Con
	-6
	12

	Riding
	1
	Wis
	+3
	18

	Seamanship
	1
	Dex
	+1
	21

	Weather sense
	1
	Wis
	-1
	14

	Direction Sense
	1
	Wis
	+1
	16

	Lyre (still learning)
	1
	Dex
	-1
	19


Weapon Proficiencies (8)
	Weapon
	Cost
	Notes

	Long Sword
	2
	Fast draw;  2/1 

	Short Sword
	1
	

	Composite Long Bow
	2
	Fast Draw; 

	Net
	1
	

	Trident 
	1
	

	SPARE
	1
	


 
	Spell Level
	Number
	
	Spell Level
	Number
	
	Languages

	1
	5
	
	5
	5
	
	1
	Sea Elf
	
	
	

	2
	5
	
	6
	2
	
	2
	Common
	
	
	

	3
	5
	
	7
	1
	
	3
	Gnome*
	
	
	

	4
	5
	
	8
	
	
	
	
	
	
	


Mistress of Water - When a wu jen learns all the spells of a single element up to the highest level of spell he can cast, she is considered a mistress of that element. Thereafter all spells of that element cast by the wu jen have a -1 saving throw modifier and +1 bonus/die to all damage done. The wu jen himself gets a +1 bonus on all saving throws versus spells of that element.

*Milai started learning Gnome in Ishtur but still needs 6(?) more months of study.
	NB:  Milai’s owes a debt of honour to the Plane of Air; to repay it she needs to advocate with Hatori for his support to Air vs Fire.

	Tuar Chan’s Wakizashi+3 (made small by LanZi’s sheet of smallness) is with Milai.  Wakizashi is an oriental short sword but d8 damage vs all sizes.

	Milai was shamed by her death in combat outside Ishtur (where she also lost a leg).  She wears an eye of Odin on her sword hand to always remind her that she was resurrected by Odin’s Grace after she was failed by her own God (as she sees it).

	Milai was dishonoured by Lan Zi Bao in his making of a deal with the Sultan of the Effreet against her counsel and contrary to her obligation to Air.  This broke the teacher-student bond and was her first glimpse of Lan Zi placing himself in command.


Comeliness: + 22 to + 25: The stunning beauty and gorgeous looks of a character with so high a comeliness will be similar to that of those of lesser beauty (17-21), but individuals will actually flock around the character, follow him or her, and generally behave so foolishly or in some manner so as to attract the attention of the character. The reaction adjustment is double the score of comeliness: ie., 23 comeliness equals + 46%. Fascinate-like power will affect all those with wisdom of less than two-thirds the comeliness score of the character (Milai = 23 => 15.6).   If an individual of the opposite sex is actually consciously sought by a character with comeliness of 22-25, that individual will be effectively fascinated unless his or her wisdom is 18 or higher. Rejection is as above.
Fascinate (IllusionlPhantasm)

Range: 3“


Saving Throw: Neg.

Duration: Special 


Area of Effect: One creature

Explanation/Description: By means of this spell the illusionist attempts to captivate the subject creature’s attention and gain its love, friendship, and/or obedience. The spell creates an illusion around the spell caster so that he or she becomes, in the eyes of the subject, a trusted and/or desired companion. Unless a saving throw versus spell is successful, the subject will follow the illusionist wherever he or she goes, if possible without undue risk to life and safety. If the illusionist is able to converse with the fascinated creature, the subject will obey requests from the spell caster as long as a roll of 3d6 per request

does not exceed the comeliness of the illusionist. (Requests which are obviously against the better interests of the creature add + 1 to the dice roll, and the more hazardous and unreasonable of these requests will add from + 2 to + 6 to the dice roll.) The spell is shattered whenever comeliness is exceeded, and the subject will certainly be filled with rage and hate. Creatures of normal sort with animal intelligence will remain fascinated for only a short period of time (1-4 days), but if the illusionist has been careful to treat the subject well, attend to its needs, and feed it, there is a 2% chance per point of comeliness of the illusionist that the subject will willingly choose to befriend and follow him or her. Otherwise, the creature will attack (if it

was not cared for) or leave (if it was cared for) when the spell wears off. Non-intelligent creatures are not subject to a fascinate spell (cf. charm person).
Pen Picture

Milai’s divine beauty transcends anything normally found amongst mortals.  Her fine, elfin features are framed by long flowing dark hair, held back in an intricate plait tied with a band of bright blue silk; her hair flows under and around a golden Crown with 6 Points, each containing an indigo gem.  She has an imposing, regal presence, is taller than average with a firm athletic figure and moves with incredible grace.  Her silver and gold earrings are fashioned into the shape of ships sails and set with diamonds; and she also wears a thick silver and gold necklace holding a broad platinum disk into which is pressed a massive diamond.   She wears a blue eye of Odin on her sword hand (to mark the battle outside Ishtur where she died and was resurrected by the Grace of Odin).
When travelling, Milai is normally dressed in a finely woven cloak that reflects the predominant colour of her surroundings.  Her hood is thrown back to reveal the hilts of 2 swords, one over each shoulder; a single quiver is slung across her back but no bow is visible.  Under the cloak, you catch the occasional glimpse of a scale mail vest beautifully crafted from the finest mithril with a skirt that appears to be little more than a fisherman’s net wrapped carefully around her waist.  Her hose, boots and thick leather gloves fit perfectly and are clearly exceptionally well made.  The shield on her left shoulder is in the shape of a fish scale and is embossed with the symbol of a black ship against a silver moon.
When adventuring Milai will normally have a vibrant purple prism in a circling orbit of her head (Ioun Stone).

Ancient History:

The Elves currently in Eriador and Amorsland are the descendants of the crews of an exploratory fleet that came from the Elven Kingdom of Ceriana (long since lost). The fleet consisted of seven ships that were blown badly off course. Some suspect that the storms that caused this were not of natural origin.  The ships were adrift for several months, with only the dweomer of the elven lords and occasional forays onto small islands for foodstuffs to keep them alive, before the shores of Eriador came into view. The ships anchored a few miles off-shore while the elves tried to decide what their next move should be.

After some days of observing the dense growth near shore the elves were fairly certain that the area was uninhabited and the seven ships decided to try for the shore. Once there, the first schisms began to appear. Some of the elves thought that, after plotting where they were, they ought to rebuild the ships and attempt to return home. Others thought they should settle where they were and live off the sea as they were all accustomed and a further group had had enough of the sea altogether and suggested going inland to make a new life.

The groups argued for days before it became apparent there would be no reconciliation. Those who wanted to live by the sea and those who wanted to try to return stayed by the shore and set about making new ships. Eventually, those who wished to return boarded their ship and left, they were never heard from again.

The group that stayed near the shore called their first settlement Celin, and it is today the largest concentration of the Sea Elves. The group that went inland either followed the Ishurias deep into the Oldeart or followed the White Wash into the Vikriain.  As Celin grew it became obvious the surrounding coast could not support a growing population. So, the first Council of Elders was called and it was decided that rather than cut down part of the Forest, two groups would leave Celin and set up villages to the north and south – Malen and Celinas.  With aid from Celin both settlements prospered.
As might be expected the sea-going nature of these Elves led them to be the first to encounter the other races in their new homeland. A fishing ship was the first victim of a young red dragon, rumoured to live in the high mountain ranges between Malen and Celin.  Dwarves were also discovered fairly quickly, but since the Sea Elves of the time were uninterested in trade and the Dwarves disliked fishing immensely, these encounters were far from friendly. 

It wasn’t until the second settlements had been established that the Sea Elves first encountered Orcs, Goblins, Gnolls and other such evil beings allegedly driven to the surface by the relentless mining activities of the Dwarves (something the Elves took great exception to). The Sea Elves felt that their claim on the territory surrounding their settlements was legitimate and did not take kindly to trespassers.  They realized that they were likely to face threats from their land border as well as the water. The Elders discussed the matter at great length, with the ‘Forest Chieftains’ (Elves of the Oldeart and the Vikriain).  Alliances were made, which still exist today, binding the elven races in a common defence of their growing lands.  This expansion brought the races into contact with the Sylvan Elves to whom these treaties were extended.
The rivers became key to trade, commerce and, as the land was heavily forested were the main sources of food.  All elves of the 1st age had skill with boats.
Social Structure:

The Sea Elves live in mutually supporting villages that are, for the most part, self-sufficient. Villages are expected to take care of their own - any matter affecting the entire village is brought before a Council of Elders, made up of the three eldest female inhabitants of the village. It is expected that their decision will be respected.

Inheritance of wealth among the Sea Elves is matrilineal. Sea Elves are more involved with outside trade than their Forest cousins and, over time, became interested in material wealth (mainly in order to acquire ocean-going vessels). However, any village that fails to support a member of the community incapable of fending for him or herself will find itself ostracized very quickly.

Most Sea Elves can sail, fish and dive. This is not surprising considering that their living comes from the sea and most of their trade goods as well. They also often make a fair profit salvaging from ships less able than the shallow hulled Elven vessels to navigate the rock-strewn coastline.

Until recently, there have been few career warriors amongst the Sea Elves, Milai changed much of that.  Though the Sea Elves are less violent than their Forest dwelling cousins it was common for villages to pay one or two Champions, trained swordsmen or women, to keep an eye on the merchants, and make sure quarrels between the young people did not reach dangerous levels. This role – Champion defender - often remained in one family for a long time.

If a matter came up that affected the entire Coast, which until recently was rare, a Council of Elders was called. One representative of each village would travel to Celin, where the matter was argued out thoroughly and decided upon democratically.

The Five Laws

The Elves expect guests to know and abide by their laws. Elven laws are simple:

1) Theft is forbidden
2) Murder is forbidden
3) No treasonous acts
4) Warriors shall obey the Laws of Honour in warfare
5) One does not harm or threaten other elven races
These Laws are not harshly enforced; instead Elves bring any violation to the Council. The accused and all witnesses are allowed to speak before the Council discusses the matter and comes to a decision. It is more informal than trial and members of the village often interrupt with their own opinions, but it works. The punishment for breaking any of the Laws is banishment, although this is extremely rare. 

The Elven Gods

The Sea Elves have no organized religious practices but most of them look to one of four principle gods for support. Those gods are: Sif, Aegir, Frey and Freya.  Milai’s preferred deity is Aegir although she has an increasing preference for Odin.
History - 1st Age
The reign of the Elves is confined to Vikriain (much bigger than today) and the Sylvan Lands. The Dwarves occupy a series of mountain ranges which bordered the Elven realms; these mountains run southwards from Fangor Rodrus to Findor and encompass Kaled Zem, Balem and Hama’Las.  

Other races emerge, Gnomes in Ishtur, Halflings on the borders of the White Wash, and the Sylvan Lands team with many other new races. These races are known as the Second Born. The Dwarves spread west to reach the Bay of Ashore inhabiting Dor.  Here the elves witness the building of the first Minas (tower), which the dwarves call Tiris.  It overlooks the Bay of Ashore 
Witnessed by the dwarves of Tiris, Men, borne from the sea, arrive at Celin and Ashore, where they are greeted by the Sea Elves. Sensitive to the needs of the elves, Men travel up the White Wash spreading their lands far to the north and east away from the elven nations.  Elves and Men live in harmony together and half-elves emerge. Eventually they decide to settle in their own lands and the Council of Elders agrees to their request to annex part of Vikriain (Numenorea).

Lastar is born to a Half-elf woman (Sylvan) and a man called Eorand.  As he grows up, Lastar befriends all elf races and learns their unique skills. He becomes wise and knowledgeable in the ways of all races and often provided sound counsel at their meetings.  Unfortunately, the Dwarves of Kaled Zem unearth a great evil power – Dispater - who lays waste to the low-lying mountains between Minas Aarda and the Ruby Mountains and so is able to attack into the Vikriain destroying all living things.  Lastar travels the lands uniting Elves, Dwarves and Men, in an effort to arrest the progress of the Devil’s armies.
If Dispater were not enough to contend with, a Demon named Orcus, decided to visit the Prime and to attack the Dwarves in Rodrus, flattening the mountain range between Fangor Rodrus and Kaled Zem. Elves enter the battle under Lastar’s command and use their magical gems against Orcus’ army. The gems belong to the following Elves: Gelmir of the Silven Lands, Aerandir of Numenorea, Nenya of the Old Forest and Elwe of Lorial.  The Gems were obtained from the Gnomes of Ishtur in early trade. It is at this time that the Sea Elves start to lose their fishing vessels to a young Red Dragon who they name Rantor- the destroyer.  Blaming the Dwarves, the Sea Elves stay away from the fighting in the east, despite Lastar’s pleas for aid, and are therefore not included in the first council of Sutur.

However under the expert leadership of their recently crowned King, Taranack, the Sea elves assist Dwarves and Men in the defence of Minas Tiris from Dispater’s sea-borne assault.  Gundleus discovers the Plane of Fire, deep within Tiris, and becomes Lord of Minas Tiris and the dwarf lord Dor moves back to his Vale.  The Sea Elves form a respect for the powerful King Gundleus and one of their most beautiful daughters, Elmirrien, marries him and they beget Gondoloin - their half-elf son.  Consequently, the elves are deeply saddened to learn of Gundleus’ death in the battle for Alon.  However, they (Taranack) think it better to stay away from the wars against Dispater. 
2nd Age

The 2nd Age arrives with the return of Rantor, this time much older and wiser and with the ability to travel on the Inner Planes.  From the Plane of Fire he emerges in Tiris and he discovers a Palantir and Gundleus’ 6th part of the Crown. Gondoloin, Gundleus’ son retreats to Ashore with his mother and is well looked after in the house of Taranack.  A short while afterwards, the Sea Elves find themselves powerless to stop a vast army of evil landing in the Bay of Ashore - a force of strange creatures never seen before. Gondoloin defends Ashore with a mixed army of sea-elves, dwarves from Dor and men from Ashoria and Gorgoroth.  Rantor sides with Demogorgan and attacks from Minas Tiris. However, Dor uses his Ring of Water wisely and turns the battle; though Ashore does not fall many good men die.  Rantor the Red terrorizes Dor and Ashoria throughout the 2nd Age. It is understood that the Dragon is in league with Demogorgan, who is annoyed by the failure to gain Ashore.
Having been warned of an imminent assault by his patrolling vessels, Taranack sends his vast fleet into the Bay of Ashore where Gondoloin provides more warships and a strong force of sea-elves. The first assault on Celin lasts for many weeks but has little impact on the defending garrison. Unable to land and cut off from retreat by Taranack, Demogorgon’s last marine battle is a complete failure.  Buoyed by his success, Taranack becomes increasingly involved in battles beyond the coast; indeed, he is instrumental in the ‘Glory of Malor’, where Demogorgon’s forces, trying to cross the White Wash near Malor, are cornered by Bavarik’s army and an expeditionary force sent by Taranack up the river. 
Following his father’s lead Taneth son of Taranack becomes embroiled in the failed defence of Olga and just manages to escape with his life.  However Taneth later answers Erowin’s call and helps the allied nations defend Sutur against the evil Demon Prince.  Throughout, the Sea Elves keep the lines of supply open (particularly the Ishurias), ensuring that embattled allies are ale to continue the fight. 
3rd Age
At the beginning of the 3rd Age the elves continue to battle with Rantor and are chiefly concerned with maintaining supply routes into the deepest parts of Eriador.  Without the elves’ knowledge, the dwarves of Dor come to a truce with Rantor who, in the absence of Demogorgon, had become less powerful.  Many leave Dor Vale through the port at Malen, heading west to the New Lands (Amorsland).  Dor himself dies without an heir and his brother Barass (married to Mandur from the house of Findor) takes up the Kingdom.  Such is the apparent closeness of the dwarves and the dragon that Dragor, born to Barass and Mandur, earns the dubious title Dragon Friend.   

During this time of relative calm, Imrahir, with the help of Orodruin’s folk, makes three swords, each containing a part of Bavarik’s Holy Avenger.  He takes one for himself (for men) and gives one to the Dwarves and one to the Elves, cementing the old relationships.

Agan (the deliverer) – Given to Taneth (Sea Elf) for his part in the Battles of the 2nd Age.

Rakos (the destroyer) – Given to Hangar, Lord of Findor (in exile at Balem).

Fastlor (flame) – kept by Imrahir (later named Brandt in common).
After years of searching, Imrahir’s forces discover the hiding place of Balor (a great Balrog) and Taneth volunteers his sword in support of Garag’s (Lord of Minas Emras) wish to free his home.  They descend upon Kaled Zem and, with the full might of their armies, they break into the labyrinth.  After a lengthy siege and a tumultuous battle, the last of Demogorgon’s powerful demons is banished.  

Leaving from Malen, Dwarves from the House of Dor led by Prakast, use Taneth’s ships to travel to the north of Amarsland and soon discover a suitable home in the Mts.  They name it Keffendir (land of echoes) and a healthy trade commences between Amorsland and the Eriador Dwarves – all made possible by Taneth’s fleet. 
Rumour had it that Barass, Lord of Dor, had part of the Sarnim Stone and when Barass died of old age that the shard was left to his grandson Kagrash, currently residing in Keffendir.  However the Ring of Water, used so expertly by Dor, is passed to Dragor, Lord of Endor.  Dragor was ill equipped to take on the responsibility and Rantor’s demands become more taxing in exchange for safe passage to Malen.
Whilst it was not known at the time, Milai has discovered that in the 3rd Age Kagrash, perverted by the shard, killed his uncle, Prakast, and took control of Keffendir.  Aware that other parts of the Gem may lie within the other great Dwarven and Elven Houses, and without access to either Palantir or Gate from Keffendir, Kagrash set about discovering their secret entrances.  Imprisoning and torturing many of Orodruin’s folk he has keys made which not only grant access to the Minas and the halls beneath but also point out their location.  He was surprised to discover that Gulcar, one of Orodruin’s descendants, had been commissioned to assist with the construction of a great Drow city – Nagrad.  Kagrash gained a Key to Nagrad and used it to open up very lucrative trading routes with the Drow.  

4th Age

The Sea Elves travel routinely between Amorsland and Eriador and learn much of both lands.  They discover that the Keffendir dwarves’ deep excavations unearth a mighty Demon - Incharan.

Encouraged by Demogorgon and bored of the bargain struck with the dwarves of Dor, Rantor decides to attack Endor.  Once again, Dragor attempts to reason with the Dragon, bribing him with treasures found in the Mts of Keffendir in Amarsland.  Instead of peace, Rantor kills the King and takes the Ring of Water as a prize.  Malanor, the new King and Lord of Dor lays siege to the ancient tower but is unable to avenge his father’s death.  Moreover, Taneth dies in the Battle with the Red Dragon in the Bay of Ashore and his son Agrion takes up the Sword of Agan.  A few years later Milai is born.
Milai understands now that, during one of Rantor’s sorties, Iki comes to Minas Tiris.  Believing it to be his destiny, Iki finds and takes the Ring of Water without Rantor’s knowledge.  Discovering that his Ring is missing, Rantor destroys the army that is laying siege to Tiris and wreaks vengeance across Dor.  Many more dwarves now flee to Keffendir and, with Agrion’s blessing, many of the Sea Elves move to Amarsland and take up home near Findorsveldt.  Much of Milai’s life is spent travelling between Findorsveldt and Celin, often conducting diplomatic activity on her father’s behalf.  
Milai learns that Dragor II and Kagrash collectively attempt to create an Orb of the Dragon Kind to control Rantor; however, Milai believes that the Gem corrupted the magic, turning both dwarf and orb to evil.  Later Incharan killed Kagrash deep within Keffendir and took his Gem.  Many dwarves took the Keys that they discovered in Kagrash’s belongings without knowing their true value.  (However, one key – to Nagrad – finds it way into the hands of the Sea Elves nearly 90 years after Kagrash’s death. And another – to Balem – finds its way into the hands of Elerienne after the battle of Eriador.) Battling with Incharan for control, Dragor II created the Dragorald in Keffendir.  As yet unable to use the Orb to its full potential, he concentrated on finding darker powers within Keffendir and retrieving his brother’s Gem.
The elves learn of Imrahir’s death at the hand of an emergent evil – Dordraug.  Believing that the time had come to move away from Everinstar, many elves leave their ancient woodland home bound for Amarsland.  Nevertheless Dordraug was eventually put to flight, arriving in the Sylvan Lands where he attempted to bargain Lastar’s artefacts for his freedom.  Much later Milai discovered that he slipped the Sylvan Elves’ bonds escaping to Olga.  Here, Marilliath smuggled Dordraug to Ashoria, disguised as a wealthy human warrior, where he was able to get passage to Amarsland.  Dormarie, eldest daughter of Lucielle (Queen of the Sylvan Lands) learned of Dordraug’s flight to Ashoria and requested the help of the Sea Elves to locate him.

Having defeated much of the evil in the land, Eomere, his son Ythanos and his grandson Silmar (just 15) turn their attention to the plight of the dwarves of Dor.  Believing Dordraug to have fled north, it is easy for Eomere to enlist the help of the Vikriain, Numenorean half-elves, led by Haemrandir, men from Gorgoroth, Pelanor and Alon, the dwarves of Rodrus and Ishtur, and Sea Elves of Ashoria, led by Agrion.  Together they lay siege to the Great Wyrm’s lair and scour the land for the evil mage. Rightly fearing that the Army is looking for him, Dordraug hid in Ashoria waiting for his passage.

Believing that he could make Rantor help retrieve the Gem from Incharan, bane of Kagrash, Dragor II travelled to Tiris.  In exchange for assistance, Rantor convinced the dwarf to use his Orb to summon the aid of many ancient dragons from the inner planes.  These flocked to Rantor and struck out at the huge force surrounding the Minas, decimating it.  Renash, by now a powerful Mage, saved Eomere’s life during one monumental battle with an ancient Green Dragon.  Hillock of Ishtur and Grobdûr of Rodrus are both killed by dragons.  Dormarie is killed by Dragor, despite having received protection from Haemrandir who Milai believed to have wielded the Staff of Lastar.  Milai’s first exposure to combat on this scale shaped her future.  She proved to be an exceptional swordswoman, a skilful sailor and an outstanding leader. 
Fearing for their lives, many fled to Amarsland on Agrion’s ships.  Haemrandir, the Half-Elf Druid, lead the exodus, keeping peace amongst the nations in Amarsland through skilful diplomacy.  Full of guilt for what he had done and fearing retribution, Dragor II returned to the Dragorald on the back of an ancient Black Dragon.  Kagrall, Dragor’s older brother, discovered what had happened and took many of his folk north, becoming the first of the ‘lost souls’ – those who turned their back on Hel.
Having witnessed the battle, the subsequent exodus and the flight of Dragor, Dordraug, believing he could turn the mortals to him, travelled to Amarsland.  Changing his name to Guerin, he drew the disillusioned men to his side and rallied them in an unsuccessful rebellion against Haemrandir.  Guerin then fled deep into Keffendir.  Recognising the artefacts, Haemrandir is convinced that Guerin is Dordraug and tells the Sea Elves as much.
5th Age

Having seen what his father, Dragor II, had done, Enrodire, like his uncle before him, took many of his kindred deep into Keffendir, establishing his own clan and distancing himself from his father.  Mandur II calmed her brother Enrodire and established an uneasy truce between the factions of the House of Dor.  She was given the honorary title of Queen of Amarsland Dwarves and her father retreated to the Dragorald with the few that follow would him.

Open warfare with the Dwarves of Keffendir provided Guerin’s first victory.  He destroyed all but a few of the Enrodire Clan and took their ancestral home for his own.  Enrodire escaped with and had little to do with the House of Dor.  Mandur II joined her father in the Dragorald.  Here she managed to use the Orb to summon a Great Golden Dragon to protect her.  Guerin took part of the Dragorald, killed Dragor II and took his Orb.  Mandur II escaped to the northern halls of Keffendir with the Crown, where she set about creating vast defences.  Covertly, Mandur II let Haemrandir know of Guerin’s second rise to power.  Guerin captured two of the three mountains that made up the Dragorald that Queen Mandur had occupied and used the Orb to imprison the Dragon in one of them.  The Amorsland Dwarves managed to hold part of their realm and the Crown - a stale-mate developed.

Haemrandir asked Ythanos for help in Amorsland.  Believing that Guerin was indeed Dordraug and that Iki Moko may have followed the evil mage into Amorsland, Ythanos agreed to send what force he had at his disposal, under Silmar’s leadership.  Concerned for his son’s safety, Eomere entrusts Silmar with Fastlor.

Milai discovered that, dressed as a disciple of Loki and able to hide his artefacts, Iki was taken by Calios, the King of the Cloud Giants, to the mountains in the far north of Amarsland.  Iki quickly aligned himself with Guerin and learned his true identity.  Managing to convince Guerin that he was a powerful Priest of Loki, Malor was accepted into the fold and quartered in Keffendir.

Secretly, Silmar lead a combined force of Elves and Men, from across Everinstar, to Amarsland on Agrion’s ships.  Unfortunately, Rantor discovered the plan and harried the ships killing many, including Agrion himself.  Luckily Milai was left in Celin, otherwise she might have met a similar fait to her father.  Nevertheless, this was the first real loss that she had suffered and it was to define her personality for the rest of her life.  
Having no-one to entrust it to, Silmar took Agan.  He arrived at Fontainver and set about assembling a large combined force to fight for Haemrandir.  The Second Rebellion, the War of Levolyan asserted Guerin as a major power in the land. Haemrandir was severely wounded and forced to flee with what remained of his army.   Guerin took the Staff once again.  However, Guerin’s advance was forced into reverse by the intervention of the Men of Farass.  Their leader, Silmar, rallied the combined armies of elves, dwarves and men and threw back the assault at the pass of Infallion.

Guerin killed Incharan a demon from the lower planes of the Abyss and discovered a Jewel in his Hoard.  Recognising it as a shard of Lastar’s gem he guarded it carefully, and, realising that some of the artefacts may have come to Amarsland he started his search anew.  Now trusted by Guerin, Malor was made aware of the discovery and resolved to have it for himself. Guerin used the Jewel to control this new evil and assembled a vast army.
Haemrandir passed on the duty of Protector of the three nations to Silmar.  Having never recovered from his wounds, Haemrandir died.  Word is received that the war in Amorsland does not go well.  Aran, son of Ythanos (Castellan of Sutur) sends Milai and a large army of elves and men to rescue his elder brother Silmar.  Astorin, with many Sylvan Elves, accompanies Milai.  Using the Key of Kagrash, discovered 89 years earlier; Astorin and Milai found Nagrad, surprised the Drow and killed their mortal enemies.  (Astorin killed Craciss, Lord of Nagrad).  The key is discarded its worth no longer understood.
Silmar, warned of Guerin’s new powers assembles his own vast army.   He sieges and destroys the Ratorain Tower and positions his armies around the Pikes of Arnur.   The loss of the Ratorain Tower caused Guerin no real difficulties as his power base had shifted to Keffendir. The poor weather and the long wait for battle cause Silmar to withdraw from the Pikes of Arnur and return to the forests of Efforendil. Guerin strikes south retaking the ruins of his old tower.  He assembles his forces and bypasses the forest of Efforendil, making for the ford at Haverel.   He takes the fortified bridge and presses his advantage east to cut off Silmar’s retreat at the bridge of Girenshon. Skirmishing occurs along the banks of the Cloof.   Silmar constantly seeks a place to cross, which Guerin denies him. The bridge of Girenshon falls and Silmar retreats deeper into the Efforendil forest. Guerin, strengthened by his success, turns away from the pursuit of Silmar and pushes deeper into the Amarsland
Sea Elves rescued what was left of Silmar’s army and smuggled them across the Cloof.  Surprising the occupiers, they retook the bridge of Girenshon.  It was here that Milai destroyed one of Guerin’s greatest demons, Maleb - a giant Squid - for which Silmar presented Milai with her Father’s sword - Agan. Silmar, with the assistance of the sea elves, creates the Castle of Fontainver.   Guerin dominates Amorsland up to the western edges of Merloy.  Here many valiant defensive manoeuvres are conduct by sea elves, men of the coast and the dwarves of Yarlug. Guerin’s armies are defeated at the ford of Haverel, cutting his armies in two. Despite numerous counter attacks, Silmar’s wedge holds for the next 5 years.

Silmar confronts Guerin’s armies in Amorsland at Jorliksen, a small fortified town.   Guerin sorties and tries to drive a wedge into Silmar’s forces aiming to cut him off from the sea.  The wedge holds until Milai’s Sea Elves counter attack from the natural harbour at Findorsveldt.   Silmar retreats to higher ground at Vorsaykarai.   Here his army is surrounded and even the relief offered by Milai comes too late.  Besieged and without re-supply, many of Silmar’s men desert.  Silmar himself suffers a mortal wound and, in his dying moments, passes his command, not to his son, but to a man named Valourin.  Silmar judged his son to be fickle and not ready for such a grave responsibility.  Valourin was a battle-hardened warrior who had won the respect of all nobles.

Silmar’s sword, split into three when it struck the Staff, passed to Valourin along with command of the Army.  Valourin, a battle hardened warrior from Levolyan, gave the hilt of Fastlor to Mercantire Carass, Silmar’s standard bearer.  One other part he gave to Yorinksen, Silmar’s son, the other he kept.  His intention was to re-forge the sword once he had learnt how.  
6th Age

Valourin breaks out and joins up with Milai’s Sea elves and battles Guerin back to the Pikes of Arnur.  (qv Amarsland History). Like Fastlor, Silmar’s armour was similarly distributed to those Valourin perceived to have done well in the battle and Milai received his gauntlets; however, she never discovered who else received similar gifts and presumed Valourin to have kept much of it himself.
Valourin rallies Silmar’s waning forces and succeeds in counter-attacking in order to join Milai’s elves.  In so doing he divided Guerin’s over-stretched army and succeeded in opening a much-needed supply chain.   Trapped, Guerin had no choice but to withdraw. He could go no further north, so he retreated into the hostile heart of Amarsland.

Yorinksen, son of Silmar, became increasingly annoyed with Valourin’s caution and began taking his own guards into battle against Guerin’s forces scattered throughout Amarsland.   Valourin repeatedly counselled against hasty skirmishes and, preferring open warfare turned his forces north.  He made swift gains, securing all of the forests of Efforendil ultimately encircling the Pikes of Arnur.  Yorinksen was captured by Guerin at Locklustar, deep in the south of Amarsland.  Having vowed to protect the house of Silmar, Valourin marched south again.  Valourin personally rescued Yorinksen.  Unfortunately, Yorinksen, perverted by the smooth tongue of Guerin, betrayed him.  Valourin’s army was routed and he was decapitated, his head placed on the gates to the Barbican at Locklustar.  Having no further use for him, Guerin assassinated Yorinksen.  He then marched his army across Amarsland virtually unopposed.

Guerin’s forces clash with the Sea Elves against the Castle of Fontainver.  A l0-year siege ensues that is only broken by the intervention of Walorin. Walorin was a little known wizard more attune with nature than the world of men.  In his pollution of the river Cloof and his destruction of the neighbouring forest, Guerin made an enemy of Walorin and the Sylvan folk.  Guerin’s forces are harried all the way to Keffendir.  Having freed Amarsland and driven the evil back to its home, Walorin returns to his forest.   At home, Guerin had not reckoned with the power his acolyte, Malor, had amassed.  Far from being welcomed back, Guerin had found himself skilfully out manoeuvred and in fear of his life.   Malor built up his evil empire, enslaving Guerin’s armies and turning their leader into a Lich-like creature.   Nenye of the Sylvan Folk was sent by Walorin to become the Protector.

Unaccustomed to the ways of the other races, Nenye struggled to retain control and the United Nations fell apart.   Irresolvable squabbles broke out and skirmishes between elves, men and dwarves occurred across the land.  The influence of Malor was felt in every incident and anarchy spread like wild fire. Milai subsequently learnt that at this time Malor possessed the Staff of Lastar, the Jewel of Incharan and the Gem of Mischief and Strife.  He found many treasures in Guerin’s Hoard, including the Book of the Effrain (Book of the Plane of Fire) and the Orb of Dragor.  
In Amorsland chronology the year 225/1070 (according to the eastern Elves) Yagitamo is born to Yushiki noh Minawara and would have a significant impact on Milai’s life.

With the Orb of Dragor, Malor summoned Ranak, an adult Red Dragon, to keep safe his gate to the Plane of Fire using the Jewel of Incharan as a bribe.  He also entrusts the Staff of Lastar and the Book of the Effrain to Ranak’s keeping, whilst striking a bargain with the Effreet.  Malor also discovered the Book of Elorand (a Drow Elf) that controlled the gate to Hel.  Malor gained much from his consultation with Hel and, in exchange for assistance, pledged to send ‘the lost souls of the North’ to her.  He is shown how to create undead and raised Guerin as a Lich to do his bidding.  Malor gave Guerin back his Crown and also gave him Rakos.  Guerin remained Chaotic and will always strive to depose Malor (something that is not lost on Malor or Milai).  Hel sent Malor a huge Gith army to ransack the Prime and a powerful undead force to guard Keffendir and the Dragorald.

Judging the time was right, Malor sent forth his armies and captured all of the north including the Castle of Fontainver.   The noble seat of the Protector was sent south into Milai’s protection at Findorsveldt.  Here she petitioned for help from all nations and Gods who would listen.  Despite having his own troubles, Astorin, Elven Lord of Helfellin came to Nenye’s rescue just as the siege began.   Malor outnumbered and defeated heavily at sea, withdrew his forces to Vorsaykarai, bane of Silmar.  Here he remained building a huge defence of the high ground commanding all the lands to the north.  Findorsveldt is besieged.  Milai keeps open the vital sea lanes and Astorin commands the armies in and around the castle.

At the bidding of Nenye, and Hirumatsu, Yagitamo travels to Amorsland with an army of Samurai, supplied by Yushiki, and frees Findorsveldt.   Yagitamo’s disciplined army of Samurai crush Malor’s poorly disciplined evil host.  Securing Findorsveldt, Yagitamo marches north and lays siege to Vorsaykarai.  After 25 years of siege, Vorsaykarai is abandoned by Malor’s force which, demoralized, flees back to Dragorald.   
Yagitamo throws down the walls and builds a temple on mount Vorsay and embarks on many construction projects throughout the land including his vast castle, Oshika.  The land heals and free trade begins. The nations are joined and are content.  Milai plies the seas and provides the vital bridge between East and West.  Some significant detail that she becomes aware of (not through direct involvement) is as follows:

	1120-1145
	Peace in Amorsland
	A time of peace in Amorsland, that sees the birth of Lanzi Bao and Hintsu.  As well as Yishmay, daughter of Yagitamo, now living in Oshika.  Hirumatsu and his family move to Vorsaykarai.  Toranaga marries Lie Mi in 1114 and has a son, Tuar Chan (the elder); unfortunately, Lie Mi dies in child birth.  Toronaga has a second child, Lai Ku, by his concubine Marsui 18 months later.  Toronaga sends his sons to Nega to learn the art of Bushido.  Lanzi Bao was born to Marsui in Vorsaykarai; Marsui, fearing she would fall from favour, kept the child hidden from Toronaga, later giving him to the monastery.


	1140
	Tuar Chan and Lai Ku defeat Rantor the Red
	When they defeated Rantor at Minas Tiris, Tuar Chan and Lai Ku discovered the shards of Lastar’s stone that sent Semaj Recklaw mad in the 5th Age. Tuar Chan takes the 6th Part of the Crown and Lai Ku the 4th.  Lai Ku sees the change in his half brother and takes his army away from the Minas fearing the worst.

	1141
	Minas Tiris
	Tuar Chan takes over Minas Tiris and rebuilds the fortress.  He dominates Ashore and stretches his power into Endor and Gorgoroth.

	1142
	Rantor becomes the Dracolich
	Using the artefacts that he discovers, and Lei Kung’s powerful magic, Tuar Chan raises Rantor from the dead making him a Dracolich.  He goes on to kill most of his family, becoming Lord of the Field and possessor of many of the 1st Age Artefacts.  Now truly perverted to Chaotic Evil, Tuar Chan uses the artefacts to summon help from the planes of the Abyss through the gate in Minas Tiris.

	1142
	
	Aran has a son – Dulan - and Renash a daughter – Gwendolyn.  

	1142
	Battle of Endor
	The last of Lai Ku’s forces retreat to Endor where they are encircled and destroyed.  Lai Ku survives and flees into the Oldheart.  From here, Elerienne smuggles him south.

	1142-1145
	Battle of Dor Vale
	Elerienne builds up strength in the Vikriain and harries Tuar Chan’s forces around Ashore and Dor Vale.

	1145-1147
	Battle of Pelanor
	Skirting the Oldheart forest to the north, Tuar Chan’s forces attack Gos and drive men from Gorgoroth.  Gos withstands the onslaught; however, Tuar Chan’s forces make contact with the ancient Drow and send an invitation to Inwé, their Queen, to have council in Minas Tiris. 

	1147
	Of the Drow
	Glad of the opportunity to drive good from Everinstar, Inwé starts to send forces, via the sea, to Ashore.  Initially they re-supply Tuar Chan’s Armies by land and sea.  Having ceded much of the North to the Drow, Tuar Chan begins to use them directly in battles.

	1147
	Of the Vikriain
	Keen to spread anarchy, Tuar Chan commences a protracted parley with Elluvator, King of the Vikriain, to secure his non-participation in the forthcoming wars.  The Drow start to form alliances with the followers of Dronan, Elluvator’s youngest son and begin to occupy the banks of the Ishurias.


Milai believes that during this period Malor might have entered Zundar looking for artefacts.  She believes he travelled widely unnoticed but found little except knowledge of where the artefacts were not.  However, his most discernable act struck at the very heart of the allied powers.  Malor sent an Efreet, Frayseer, to capture the beautiful daughter of Yagitamo - Yishmay.  Frayseer captured her and fell in love with her.  He put her in a bottle for her own protection and took her to the Planes of Fire.

Yagitamo sent his most loyal men to find Yishmay, to no avail.  Eventually, he gave up and returned across the Andelovian Sea.  Senforn, son of Astorin, leader of the first guards of the temple of Vorsaykarai, heartbroken at the disappearance of Yishmay embarked on his own quest to find her.

7th Age

Milai learns of Senforn’s rescue and becomes aware of the Party; they tell of Senforn’s captivity and the possible involvement of Hel.  She also learns that this Party has killed Ranak, Malor’s summoned Red Dragon; she knows nothing of the Orb of Dragor or the Book of Effrain.  During this time Milai has made several trips to both North and South Everinstar and across Amorsland becoming aware that:

a. Lai Ku escaped his brother and had become the Steward of Nega, in Yagitamo’s absence. Malor sent Guerin to learn of the new power at Minas Tiris. 
b. Keen to seek revenge on Yagitamo, Malor offers Tuar Chan support from Guerin and his armies.  These are brought through the gate at Minas Tiris
c. Guerin’s Gith army, led by Grasgal, put siege to Minas Emras and gain many footholds in Kaled Zem.  Both Nashg and Helmfor fight valiantly to keep their seats.  Renash and Aran lead a force from Sutur and Gos to assist the House of Zem.  Aran is killed by Guerin; however, his artefacts are retrieved by Dulan, now 18, who takes over as castellan.  Renash and Dulan retreat to Sutur.
d. For his part in the battle, Guerin gives the Sword of the Dead to Grasgal.
e. Aided by Tuar Chan and his Dracolich, Guerin’s forces, again led by Grasgal, breach Hama’Las and kill all within.  Brolgan and much of his family die, caught unawares in the mountains away from Minas Aarda.  The throne passes to Barash who leads his family into the Minas.
f. Both Demons send forces to Amorsland.  Orcus appears in Findorsveldt and quickly establishes a foothold.
g. Demogorgon enters through Yarlug sending Yeanoghu to capture Vorsaykarai. 
h. Minas Emras Falls and Guerin makes it his base.  Nashg and Helmfor fight through to Hama’Las.  Nashg is killed by Grasgal but Helmfor escapes and joins what is left of the House of Hama in Minas Aarda.  Dulan and Renash having retreated to Sutur consider their next move
i. Lanzi, Merc, Hintsu and Morwath defeat Yeanighu, the Gnoll Demon, one of Demogorgon's lieutenants at Vorsaykarai.
j. Renash disappeared after he returned to Olga, leaving Gwendolyn distraught.
k. Orcus sends a force west from the forgotten lands.  Led by Malfor, a huge Balrog and Lord of all Tanar-ri, the army skirts past the mountain ranges and crosses the river Ishurias and into Pelanor.  The evil host encounters little resistance and takes Gos easily.  Using it as a base, Orcus’ forces descend on Sutur from the North
l. Lanzi, Merc, Hintsu and Morwath travel to the Plane of Fire and rescue Yishmay
m. Both Guerin’s vast Gith army and Malfor’s Tanar’ri attempt to encircle Sutur – Malfor from the North and Guerin from the NE and E.  Gith Pirates re-supply both armies from the Astral Plane.  Elerienne’s elves keep the castle from being entirely encircled holding vital supply routes open.
Milai helps the Party bring Yishmay to Nega in Everinstar where she assumed the throne from her elder cousin Lai Ku.  Apprised of the evil that is Tuar Chan, the Party decide attack is the better form of defence and immediately strike north.  Later in the year the Party breaks through to the embattled castle of Sutur.  Milai coordinates Nega’s river defences including persuading Si Lung to help patrol between Nega and Ochi. Shortly after the Party leave Nega, Guerin asks that the Tanar’ri of Olga attack the Samurai stronghold.  They are held at bay in the Madur mountains and the few that get to Nega are destroyed by Si Lung.   Milai discovers that, aided by the release of the Gold Dragon –Dracor Augusta – from Olga, the combined armies of Elerienne and Merc break the Siege of Sutur.  

Milai learns that Tuar Chan gained support from Inwé, Queen of the Drow, by offering her Gorgoroth in return for assistance along the Ishurias, against Sutur and further south.   Orcus’s Tanar’ri surround Ochi but fail to stop Milai from re-supplying the old town.  Dispatched by Yishmay in an attempt to rally forces, Lai Ku manages to break through to Ochi from Nega and take over command of the guard.  Whilst returning from Celin – a city increasingly besieged by Drow and undead- with supplies for Ochi, Milai’s fleet is attacked by Drow and an enormous dragon – Tun Mi Lung…
