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CHARACTER CREATION

“ 7—/7/15 /s a journcy of great sacrifice; life force in c‘xc/mn‘ge for en/{gﬁtc‘nment... 7

Lich States

A Lich State is the evo]utionarg level of an Arcane Lich.
Beginningwith Death Touchc& and cn&ingwith Spectra[,
itis a gcnera] indication of the age and power of a Lich.
Liches of different States take very different hgsica[
Forms; some look almost human while others are not ing but
bleached bones and g]eaming eye sockets.

A Lich may advance their State by casting the next
Avrcane Ritual in the scquence. Casting the wrong Ritual
has abso]utc!g no effect whatsoever (a]though the Ritua[
is Perlcormcd and all materials exPenAch. A Lic!’w can
advance natura]]g between Statcs, but to do so can take
years, decades, or even centuries and is who“g clepenc]ant
on the power and wisdom of the Lich. Evi] Liches, orthose

who]]y concerned with self and power advance much more
s]ow]y than other, more neutral Arcane Lichcs.

Lich Typcs

T!’]e Lich Tﬂpes were created }39 the Guild of Wizards
and represent seven very different Orders of cthFering
& one of the Orders

O

requires a Binéing ritual PerFormecl 59 any hig}%ranking
member of that Order. \While this does not need to be

donein Kethak, the Conc[avc are careful about accepting

powers and Persona( beliefs. Joinin

new members and comPetition is harsh. A Lich may be
E)ouncl to an Order from their Dcath Touched Statc
rovicling ’c!’]eg have a Mentor (see p- 105). Once a Lich is
%oun& to an Order, itis permanent. A mortal or Lich that
jto an Order has no Type or

powers bcyon& those enjogecl through State‘ Known as
Unboun& Liches, those of Sunken LiclLl State and
begoné are considered weak and inferior, outcasts bg Lich
society and the (Conclave. Thc Lich Tgpes start with
Artifex and end with Umbra] Lich and begin on p. 50.

has not 3et been boun
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THE RITUAL OF THE ARCANE DISFLACEMENT - LIVING DEAD
“ stand on the threshold of ife and death. Mﬂ mind is alive with Poss/b///ly,,"’

There is somcthing clistinct[y unnatural about the Living
Dead. They have taken a great stride into undeath and
given up much oFtheirmorta[ity in exchange Forgreatcr

b know]c&gc of the Arcane. Th63 carry the stale airof death
about them wherever tl’wey go.

ave

A pearance: Thc flesh of the Livfng Dead takes on the
coror of Porce]ain. Theg appear gaunt and &espera’ce]
emaciated. Strac]c”ing the border between life and deat
the Living Dead have shadow eyes that g]eam ceﬁ]9 in
darkness. Theg scem to breathe very s]ow]g and cleep[y.
Features are tinted with green or blue and ]ips (when thcg
have any color) take on a &eep sapphire hue.

Thc Living Dead have [ight]g
veined faces and almost —=
skeletalhancls.Theg have very X P

little flesh on their bodies and 7_—:; E
even the most corPu[ent of =~
individuals will have slimmed down to
a mere shadow of their
former selves. Thcg eat
little and quicl([g grow tired
when exerting themselves.
E)ocli]y functions have all
but stop ed; hair and nail
growth slowed to a fraction.
For more information on

- ¢ the appearance of the
> Living Dead that have/ been
&5 bound to a Lich Order, see thsical
Y T ransformation, p- 20. - \':‘_.:%
: - Living Dead characters -

s]ccp in a comatose
state on the ver ec!gc
of death. Tl’wey are easi|9 )

confused for corpses in this

condition. They rare]g dream and many suffer from waking
hallucinations as a result.

Socictgz The Living Dead are less numerous than the
Death Touche&, yet countless numbers exist in Chapters
across the mortal realms or in Kethak where they stuéy
hard to increase their know[edge‘ Many go on ciuests to
increase their power inan attempt to cast the next Ritual
where they may Fina“g become reborn as Arcane Lichcs.

Fcrsonalitg: The Living Dead are deep[ﬂ affected }33
the forces of Arcane and necromantic energy that flow
through them. Many grow distanced from their mor‘ta[ity,
mind and bo&y twisted bg the Arcane into new and often
inhuman forms.

I you fit neitherin the world of the livin

}?ﬂi e - < e

Thc Great War: T!’]C Living Dead are great(3 Prize&
]93 the Void. Tl’)cir increased powers and readiness to
become Sunken | iches make them desirable to the Powers
of Darkness. Thosc Living Dead that remain in the mortal
realms must be excec&ing]y careful to avoid detection or
be corrupte& into the ranks of the Void. Thc Living Dead
are amongst the greatest number of Liches that make war
with the (ireat Corruptcr in the mortal realms.

LiFesPan: The Living Dead age Ff]ctg percent more slowlg
than mortals. At the end of their extended lives they simply
pass natura”y into death and are Icorgotten bg the universe.

Role Flaying the Living Dead: You are Living Dead;
J24 nor the realm of the

. dead. You have sacrificed much of your mor‘ta]itg

+ in search of know]c&ge and power and you have
been given a choice: to continue down the

o rcane path, orto remain in safety, certain that
A path, u,

=, you will live out the rest of your Aays, ]i)arclg

2 more than a scrap of life withjust cnough
1_ ? breat}w to see you through eac!’l clay.

_ : LiFe or uncleath, whatcvergou &ecic!c:, the
ol N\\/oi& will a[ways be searchfng and the greatest

L ._I: powers will Iicjust beyon& your reach...

ey |
| Crcating a Living Dead Charactcr: A Living

M Decad character has all the base character’s

oy . statistics and spccial abilities except as noted
! | here.

A "\ Tgpc: The character’s ’che changes to
[ Living Dead. Do notrecalculate base attack
] bonus, saves or skill points.

d Hit Dice: |ncrease all current and future rﬂft
3 Dice to dés.
Spccd: Same as the base character.

Armor C!ass: +2 natural armor bonus or the base

character’s natural armor bonus, whicheveris better.

Attack: Saves against Living Dead characters have a
DC of 1o+ r’ia]}c HD + ]nte“igence modifier unless
noted otherwise.

Spccial A’c’caclcs: None.

Spccia] Qpalitics: A Living Dead character retains all
the base creature’s specfa] qua]ities and gains those
described below.

Damagc Reduction (Su): Living Dead characters gain
Damage Rc&uction 5/5!6556&, magjc.

Death’s I ndowment (Su): Thc Living Dead need Fith
percent less sustenance and four fewer hours s]eep per
day to function effectively.

Drain Arcane (Su): As the Death T ouched power,
Drain Arcane.




PRIME LICH

«The greater good. /\/o, not your paltry mortal concept of good and ev/é / mean the greater good - for the Arcane.
S S K4 {/ﬁ Y P S S 8

c must 8// NIBAC 5<?Cf‘/ﬁC(;‘5 to ensure /,f/DI‘CVBI,/S...”

Prime Lic!’]es (or tjigh Lichcs) are those Liches given to

learning and c]iscoverg. The are the loremasters and

a ~
sages, scholars and tutors; the guarclians of the 5Pcctra|

sainst the rising shadow.

and the Protectors ag

APPearance: The most starthng tl’wing about Prime Liches

PUFP]C CHCS t]’1€ co|or OFAFCGHC

is that theg have shimmeﬂ'ng
energy. Thcir bodies
have a silver sheen to
t!’]em, as if touched bg
moon]ig}wt. Theg can
be found

wearing the ornate

Purp]c robes of their

Orclcr.

alwags

Prime Lichcs stand
taller and straightcr
than othcrLichcs and
have visible auras of
glcamingco|or. |mbued
with potent Arcane
energy, many Prime
Liches leave Arcane
Footprints when thcg
walk that g|immcr for a
few moments before

clissiPating.

Socie’cg: Prime
Liches form the basis
of Lich society and
arc scen as its leaders.
T he
made up of a large

&
number of Frimc

Liches and the Order

sPcncls much of its time

Conclave is

recruiting Potcntia|
Lic!’]es from across
the mortal realms.

Prime Liches are known as the most maniPu|ative of the Lich
Tgpes as they will do whatever theg must to ensure the
Void is clcstrogcc]. They have a reputation for bcing

J24 and ruthlcss and for trcating mortals

cxceptiona”g cunnin
as unimPor’cant pawns in ’c!']cirgrcat strugg]c.

T!’]e Prime Liches have the 1argest !C>u|'|cl|'ng in Kcthak; the

great spraw(ing Arx Ma‘g/*ter, a tremendous structure of

crgsta] and stone that is home to thousands of Lic!’]es, all
in various stages of their clcvc]opmcnt.

Prime Lichcs do much to assist other Lichcs onthe Arcane
Path. Theg have formed man Chapters across the mortal
realms where Lichcs can gather in relative saFctH, and do
much to seek out and destrog corruptcd Void Rituals.

Rituals: The Bincling rituals of the Prime are without a
doubt the most simP]e. T!’]c aspirant Lich is simplg [’)ouncl

o to the Arcanc in a
ceremonial ritual that
lasts twcnty fourhours
and requircs much
c!’]anting and use of
Arcane might from the

heads of the Arx
Mag/::-ter.

]nsanity: Frimc
LiclLlcs most
clceplg affected I’)g
the apot/7eo5/}5 and

arec

/[uguc |nsanities.

Thc Grcat War:
Prime Liches are the
clcac”g enemies of the
\/oicl.They represent
the forces of the
Arcane, the army of
Possibiiitg. Gat!’]cring
in the mortal realms
thcy recruit suitable
mortals in the largest

&
cities and watch for the

rise of the Void. Prime
Liches are known to
have a very heavg
hanc], Pu”ing mortals
into the War without
any comprehcnsion of
their Fcc(ings.

Rolc F]aying a Prime Lich: You are one with (Creation.
You can feel its Pain; understand that all it wants to do is
s]ccP. T!’]e Voidis a dark coal that burns in your un!ﬁ)cating
heart. ]t needs to be sto
You have ascended to the next level, [eaving your mortal
shell far behind. Death was inevitable and you have taken
the next lo

ed - no matter what thc cost.

gica] stcP towards greatness. You are seen as

aloof and arrogant, yet there is no time for mortal sentiment;

you must face your clesting and bring balance to rca|it3.
You and 9ourOrc]crarc allthat stand between the Arcanc
and the destruction of evergt}wing...
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The Lords of the Night: Liches

Bottlcd ]mP Games
Titlc: The | ords of the Night: Licl’ves
5tocl< Codc: B”Dlool

i Retail Price: $21.99

Fub]ishcr:

Forget cvergthing you know about Lichcs, there’s a new power in town...

The eagerlg awaited follow up to the critica”y acclaimed Darkness Kising series, Tlﬂc | ords of the
Night: Lichcs allows P]agers to become Arcane Liches, creatures older than mountains with the abilitg
to shapc the very fabric of realitg itself.

With the emp!’]asis on ro]c~P!a3ing, Thc | ords of the Night: Lichcs allows Plagers to take up arms
against the \/oicl, the force of madness and corruPtion that threatens to clcstroy the mortal realms.
Fu”g compa’cible with Thc | ords of the Night: VamPircs, the nigh’c may never be the same again.

Thc Lorc]s of the Night: Liclﬂcs contains:

chcn new and exciting Lich TﬂPCS from Ar‘chccx to Umbra].

Comprel’tensivc rules enabling F( sto create and Play undead Arcane | iches from 15t level.
Gorgcous art }39 a team of talented clesigncrs.

ComP]ete]y new rules for Sorcerac: the power to alter the universe bg tlﬂouglﬁt alone.
]nsanit9 rules. [Jarness the power of the Arcane, but at a terrible Price ~ your own sanity.
Thc 5 ectral Flanc; the realm of dreams and imagination.

Exp!ore Kc’chak: the City of Lost Sou]s.

* & & & 6 oo

Coming i 9t November 200%.

The night will never be the same again...



