ANTHONIAS (an-tho-NĪ-us)
The Great Mage, The Hidden One

North Icengale: The Mystic, Arcane Lord

South Icengale: Arcane Lord


Greater Power
God of Magic
Aspects: Wizardry, wizards, magic items
Neutral Good
Natural form: Human male
Symbol: Open blue book with two blue runes (Magic and Power).

NOTES:  Anthonias is a tall figure with thin black hair and a physique believed to be anywhere from rail thin to heavy.  The Arcane Lord’s bright blue robes seem to have a mind of their own and change their shape frequently.  They also sometimes hang limply on his frame or billow as if being blown in a strong wind.  The eyes of The Mystic are of indeterminate color as he forever has his face buried in a great blue spell book.  The shape of the book changes from time to time but it is always a relatively large book with sky blue covers that completely hides Anthonias’s face.  Whether he is sitting down, standing, walking, flying or even eating or bathing, his face is always behind his spell book.  Whenever he talks to anybody one of his hands becomes very animated, punctuating the air with various gestures.  One rare occasion, such as when he is very angry or presented with something new and interesting, Anthonias will lower his book and look directly at the person he is talking to.  Those who have seen his face never speak of what they saw.  Despite having his face forever buried in a book, Anthonias is aware of everything that goes on around him.  The book in no way hinders any of his senses.  No one knows what is contained within his book, yet some suspect that it allows him to see anything that he so desires, especially the workings of magic.


Normally unconcerned with his surroundings Anthonias is not to be trifled with.  His repertoire of spells is without equal and it is said that everything magical is under the control of the Arcane Lord.  While he normally does not interfere he is fully capable of halting any spell that is cast, of erasing spells from a mage’s mind, or even of stopping a magic item from working.


The Mystic is aware of all magic that happens within the world.  A spell cannot be cast without his knowing of it.  Despite this awareness Anthonias has never been known to answer a call for direct intervention by one of his priests.  No priest of Anthonias will ever call out to his Lord for assistance.  To do so is considered to be one of the greatest sins imaginable.  It is said that a priest who cries out for help will find himself bereft of spells.  Anthonias will, on rare occasion, offer unrequested help to a follower who shows great promise and is in great danger.  This help will always take the form of a spell enhancement.  The most common types are maximum damage, extended duration, or a penalty to a spell’s saving throw.  In very rare situations the Arcane Lord will assist in the creation of a magic item.  This item must be something new, unique, or an item of noble purpose.  When crafted the chance of success is 100%, and on even rarer occasions will include an enhancement, such as an additional bonus to hit, extra charges, additional powers, or possibly imbuing the item with intelligence.  


Anthonias is also a bit fickle and quite proud.  He will tolerate almost anything that is said of him, except for insults.  Users of magic or magic items who insult Anthonias will often find themselves without magic or with an item drained of power.


The realm of Anthonias is a great, sprawling collection of buildings hundreds of square miles in area.  It is a collection of buildings of all types, but especially those types favored by wizards.  Within this complex are thousands of libraries and untold number of laboratories.  Wizards are constantly studying, doing research, or just idling around surrounded by numerous spells designed to make life easy and enjoyable.  Many buildings are floating freely in the air above the complex, or part of the many subterranean levels hidden beneath.  Surrounding the complex of buildings is a great, magical wilderness inhabited by all manner of magical creature as well as those worshippers who prefer the wilds to buildings.  Witches are very common in this wilderness area.

Very few people travel by mundane means, but instead rely on various types of magic for locomotion.  Those who travel by normal means are guaranteed to draw the attention of those around them.  Anthonias is often to be found wandering through his realm, talking with wizards and inspecting various research activities.  Each night he holds court where anyone can come to speak to him and afterwards presides over a great feast of thousands of his followers.  Every new soul to his realm will be invited to at least one of these feasts.  Favored followers can expect to attend feasts on a regular basis.

Duties of the Priesthood

The duties of the priesthood of Anthonias are to promote the use of magic, either on their own or through cooperation with mages, and to provide guidance and knowledge.  Priests of Anthonias are prone to view magic from a neutral standpoint.  They are fascinated by magic and encourage the practice of magic everywhere in the world.  However, this does not mean that they will not interfere with magic or those who use magic.  For example, a lawful good priest will have no problem stopping an evil wizard from experimenting on innocent people or an adventuring priest of the Arcane Lord will see it as being perfectly acceptable to assault the tower of a powerful wizard, kill him, and take his magic items.  At the same time, though, they would probably not interfere with an experiment to cross breed two non-compatible species of animals and would give away some of the lesser magic items that they found while exploring a dungeon.  Multi- and dual-class mage-priests are relatively common among the worshippers of Anthonias.

Requirements:  AB Standard, but minimum Intelligence of 14; AL Any; WP Dagger, knife, hand crossbow, sling, staff; AR None, no shield; SP Major All, astral, charm, creation, divination, elemental, healing, protection, summoning; SP Minor Animal, guardian, necromancy, plant, wards, weather, sun; PW Can use wands that can normally only be used by mages; Can cast mage spells from a single school of magic.  Only one spell per level can be learned, and this spell can never change.  For example, a character might choose the evocation school and magic missile for his first level spell.  He can never cast any other first level mage spell except for magic missile.  This spell must be prayed for and takes up one spell slot.  At third level the priest would gain a 2nd level mage spell, but only an evocation spell, a 3rd level spell at fifth level, etc.; Multi-classed mage-priests use d4 for hit dice, they do not take one-half of each appropriate hit die from each class; TU No, unless the chosen mage school is necromancy, then Turn or Command depending on the alignment of the cleric.

Specialty Priests

Requirements: 


Wisdom 14


Intelligence 16

Granted Powers:

· Access to all mage spells from a single school of magic.  These spells must be prayed for and each mage spell takes one of the priests spell slots.  The spell level progression is normal (i.e. a specialty priest must be 3rd level in order to cast a 2nd level mage spell).

· May use any magic items normally only used by mages.

· Bonus non-weapon proficiency in spellcraft.

· 5% chance per level that spells cast in a wild magic area will function normally.

· 2% chance per level that spells cast in a dead magic area will function normally.

· May cast detect magic once per day.  This is a bonus spell and must be prayed for.

· 1st level may cast a single mage cantrip 3 times per day.  This cantrip must be chosen at character creation and can never change.
· 1st level +2 saving throw against all spells.

· 3rd level +2 saving throw against magic items such as rods, staves, and wands.

· 5th level may cast the chosen cantrip at will.

· 5th level +2 saving thrown against all magic and magic-type effects.
· 8th level once per day may cast a spell in a wild magic area and the spell will function normally.  This is in addition to the 5% chance per level. 

· 10th level once per day may cast a spell in a dead magic area and the spell will function normally.  This is in addition to the 2% chance per level.

Other Notes: Specialty priests use a d4 for their hit dice.  Specialty priests are allowed to be dual classed, provided that their first class was mage.  If they then become a specialty priest of Anthonias they retain their 4d hit die.  Multi-classed mage-priests cannot be specialty priests.


On rare occasions a specialty priest may be a wild priest.  This is the same as being a wild mage with the same chance of spells to surge.  Wild priests are easily identified by their choice of non-blue clothing and are treated with the utmost of respect and caution (as well as a bit of fear) by all worshippers of Anthonias.  It is said that wild priests have looked upon the eyes of their Lord and that the wild touch is the result of that look.

Specialty priests are allowed to wear armor and use a shield, but use of each requires a non-weapon proficiency slot, thus one proficiency slot is required to wear armor and another is required to use a shield.  However, while wearing armor and/or using a shield the specialty priest is not allowed to cast any spells, priest or mage.  All clothing and armor of specialty priests must be sky blue in color.  With rare exception they may not hide the color of their clothes and/or armor.  One such exception would be while polymorphed as someone else, but even then the priest would try to have some visible piece of blue clothing.


Among specialty priests there is a strict hierarchy.  Every specialty priest wears a small yet visible sigil that identifies a mage spell from the highest spell level that they may cast.  When a specialty priests encounters another who has a sigil of a higher level spell they must show respect and deference to their superior.  They are not required to obey any orders from a superior ranking priest, but they are expected to listen to their advice and/or help them if they are able to do so.

Priest Wild Magic Surge Table:
D100

Roll 
Result 
 01 
Blade barrier appears in front of caster. 

 02 
Caster smells like rotting flesh for spell duration.

 03 
Swarm of flying insects spew forth from caster’s mouth.  This takes one full round and 
target of spell will be subject to the swarm, as per the spell, for 2d4 rounds. 

 04 
Caster's clothes sprout thorns for 1 turn (+2 to AC against unarmed and natural attacks).

 05 
Caster glows bright blue.  Treat as a light for brightness and duration.

 06 
Spell effect has 60' radius centered on caster.

 07 
Next phrase spoken by caster becomes true, lasting for 1 turn. 

 08 
Caster grows 1’ long beard, if caster already has a beard it increases in length by 1’.  If caster is of a sex or race that normally does not grow beards it will not grow back if shaven off but will continue to grow until it is shaven.

 09 
Caster levitates 2’ off the ground for 3 turns. 

 10 
Burst of blue paint in front of caster’s face.  The paint will not wash off but will fade after 2d4+4 days.  Save vs. spell or be blinded by paint.  Can take one full round to clear eyes and negate blindness. 

 11 
Caster develops allergy to cloth. Character cannot control sneezing until all cloth is removed. Allergy lasts 1d6 turns. 

 12 
Caster's head shrinks to size of apple for 1d3 turns. 

 13 
Caster reduced or enlarged for 1d3 turns.  50% chance of either.

 14 
All metal within 30’ of caster subject of heat metal spell.  Save vs. spell to be unaffected. 

 15 
Spell cannot be canceled at will by caster. 

 16 
Flesh to stone spell centered under caster.  Area of effect: 20-foot cube/level.

 17 
For 1 turn caster cannot speak.  If he opens his mouth a 60’ beam of blue light shines forth and is accompanied by the sound of harps.  The music is very loud.

 18 
Reversed tongues affects all within 60 feet of caster. 

 19 
Wall of fire encircles caster. 

 20 
Caster's feet turned to lead for 1d3 turns.  Caster is treated as if under the effects of a slow spell.  Walking is also extremely noisy. 

 21 
Caster suffers same spell effect as target.

 22 
Transmute wood to metal on caster’s possessions.  Each item gets a save.  Randomly determine type of metal (all items turned to same type of metal).

1…….Mithril

2-5…..Silver

6-10…Electrum

11-30..Bronze

31-50..Steel

51-70..Iron

71-90..Lead

91-95..Copper

96-99..Gold

00……Platinum

 23 
Cause fear with 60' radius centered on caster. All within radius except the caster 


must make a saving throw. 

 24 
Caster speaks in a squeaky voice for 1d6 days. 

 25 
Caster summons an air, water, fire, or earth elemental.  Determine randomly. 

 26 
Caster ages 10 years. 

 27 
Silence, 15' radius centers on caster. 

 28 
Everyone within 20' of caster receives the benefits of a heal. 

 29 
Confusion on caster, no save, 1 round/level. 

 30 
Blue streamers pour from caster's fingertips for 2d4 rounds, 20’ per round.

 31 
Caster melds into stone, as per spell, for 2d4 rounds.  Cannot voluntarily leave stone. 

 32 
Caster becomes immune to the spell he just cast for 1d3 days.  If the spell was cast upon the caster it has no effect.   

 33 
Faerie fire on caster and all within 20’. 

 34 
Caster hit in the face by large, dead fish.  Suffers 1d3 points of damage.  Fish is fresh and edible.

 35 
Caster leaves cat-shaped and sized footprints instead of his own until a dispel magic is 


cast. 

 36 
3-30 gems shoot from caster's fingertips. Each gem is worth 1d6 x 10 gp. 

 37 
Music fills the air. 

 38 
Create food and water 

 39 
All normal fires within 60' of caster are extinguished. 

 40 
One magical item within 30' of caster (randomly chosen) is permanently drained. 

 41 
One normal item within 30' of caster (randomly chosen) becomes permanently 


magical. 

 42 
All magical weapons within 30' of caster are increased by +2 for 1 turn. 

 43 
Smoke trickles from the ears of all creatures within 60' of caster for 1 turn 

 44 
One magic item within 50’ of caster permanently drained of all power.  One non-magical item within 50’ of caster takes on properties of item just drained.  New item is treated the same as the previous item (i.e. a weapon makes a weapon, a protective item makes a protective item, a wand makes a “wand,” etc.).  This can result in some interesting items (such as a shirt that can cast fireballs) or some useless items (such as a +1/+2 sock vs. lycanthropes).
 45 
All creatures within 30' of caster begin to sneeze (+1 to casting times, -1 to 


THAC0). 

 46 
All normal doors, secret doors, portcullises, etc. (including those locked or barred) 


within 100' of caster swing open. 

 47 
Caster and target exchange places. 

 48 
Spell affects random target within 60' of the caster.  If area of effect spell it is centered randomly at some spot within 60’ of caster.  Roll d8 for direction and d6 for distance. 

 49 
Spell fails but is not wiped from caster's mind. 

 50 
Sticks to snakes on wood item of caster’s choice. 

 51 
Weather summoning spell. 

 52 
Deafening bang affects everyone within 60'. All those who can hear must save vs. 


spell or be stunned for 1d3 rounds. 

 53 
Caster and target exchange voices until a remove curse is cast or until one is dead.  

 54 
Gate opens to randomly chosen outer plane; 50% chance for extra-planar creature 


to appear. 

 55 
Spell functions but shrieks like a shrieker. 

 56 
Spell effectiveness (range, duration, area of effect, damage, etc.) decreases 50%. 

 57 
Spell reversed, if reverse is possible.

 58 
Spell takes physical form of a spear.  Spell is discharged when the spear strikes a target.  The spear remains behind.  Caster can use spear without penalty one time if normally not able to use spear and then only to deliver spell.  Delivery of spell does not cause damage from spear.

 59 
All weapons within 60' of caster glow blue for 1d4 turns. 

 60 
Spell functions; any applicable saving throw is not allowed. 

 61 
Spell appears to fail when cast, scroll of same spell, readable by anyone, appears in possessions of random target within 100’. 

 62 
All magical items within 60' of caster glow blue for 2d8 days. 

 63 
Caster and target switch personalities for 2d10 rounds. 

 64 
Target's feet turned to lead for 1d3 turns.  Caster is treated as if under the effects of a slow spell.  Walking is also extremely noisy.

 65 
Target appears to vanish in burst of flame and cloud of smoke.  Target instead subject to improved invisibility spell and is completely silenced, lasts 1d6 turns.
 66 
Call lightning spell against target, even if no clouds or underground.  Only a single bolt. 

 67 
Target enlarged.

 68 
Darkness centered on target. 

 69 
Target's clothes sprout thorns for 1 turn (+2 to AC against unarmed and natural attacks).

 70 
1,000 lbs. of non-living matter within 10' of target turned to flesh. 

 71 
10'x10' pit appears immediately in front of caster, 5' deep per level of the caster, 10% chance of level of caster blade barrier spell is centered over the pit, 1” beneath target.

 72 
Target blindfolded, gagged with cloth, and wrapped from head to toe in heavy steel chain. 

 73 
Spell is cast; material components and memory of spell are retained. 

 74 
Everyone within 10' of caster receives the benefits of a heal. 

 75 
Target surrounded by 4 spiritual hammers. Hammer’s attack or do nothing at caster’s will. If attack they require no concentration on part of caster.

 76 
Wall of fire encircles target. 

 77 
Transmute rock to mud beneath target.

 78 
Target suffers blindness. 

 79 
Target is charmed as per charm monster.

 80 
Hold person on target.  Works even if target not human. 

 81 
Reverse gravity beneath target.  Area of effect is circle the same width of target.

 82 
Flame strike on target.

 83 
Target polymorphs randomly. 

 84 
Target falls madly in love with caster until a dispel magic is cast. 

 85 
Target changes sex. 

 86 
Small, black raincloud forms over target for 2d4 rounds.  Target subject to minor call lightning spell at will of caster, one bolt every round for 1d6 points of damage.

 87 
Stinking cloud centers on target. 

 88 
Heavy object (boulder, anvil, safe, etc.) appears over target and falls for 2d20 


points of damage. 

 89 
Target begins burping. No spells can be cast until fit passes (1d6 rounds). 

 90 
Spell effect has 60' radius centered on target (all within radius suffer the effect). 

 91 
Target's clothes grow thorns on the inside for 2d4 rounds (1d6 points of damage when thorns form, -2 to all actions and AC for duration, 6d6 points of damage if clothes removed).

 92 
Temperature in 10’ radius around target lowered by 10 degrees per level of caster until dispel magic or remove curse cast on target.

 93 
Target subject of Bigby’s crushing hand spell.

 94 
Target completely covered in 1’ long hair. Unless trimmed target is effectively blinded. No damage caused, hair can be cut off.

 95 
All cloth on target crumbles to dust. 

 96 
Target teleported to random location 1d100 miles away. 

 97 
All metal on caster turns to paper.

 98 
Spell effectiveness (range, duration, area of effect, damage, etc.) increases 200%. 

 99 
Spell effect is permanent. 

100 
Target turned into metal.  (Use above chart to determine type of metal.)

