
The Khuselb Grimore 
 
The deserts and badlands of the Khuselb province are notoriously infested with bandits, monsters, and 
pilgrims to the Golden Shrine. However, there is one tower of wizards that has not only survived, but 
flourished. While rulers have repeatedly requested that the Khuselb Tower wizards contribute to the 
public good by curbing lawlessness, the requests are ignored as the wizards follow their own peculiar 
agenda. 
 
If a wizard can gain favor with these strange hermits in the badlands, then the secrets they jealously 
protect may be accessible. 
 
Book Property (As talent “Book of Power”) 
 
The book owner can automatically find one useful fact about the Khuselb province by looking in the 
book. The book owner can also find useful information on animating rocks and sand. In addition to spells, 
the book contains tantalizing hints to what the Archmages of the order have accomplished with Runes of 
Permanency, imbuing stretches of desert with a strange intellect, and forming monsters out of sandstorms.  
 
Grimore 
 
• Animate Sand Minion. Constant ability. Focus action. As long as there is enough sand nearby to 

form a figure about knee to waist high, you can infuse magic into it and form a gleefully protective 
little minion that will do whatever you ask. The minion will last for about a day. You can generate 1 
per day per Charm rating. You can communicate with them telepathically. The minion is AC 8. 

 
• Animate Stone Guard. Per arena. Focus action. As long as there are enough rocks around to form a 

figure about waist high to human sized, you can infuse magic into them and form a sternly protective 
guard that will do whatever you ask. The guard will last for about a day. You can generate 1 per day 
per ½ Charm rating. As a talent, the guard can generate a “light shield” if you spend an awesome 
point (or its caster—if an NPC, an AP goes into the bowl.) You can communicate with them 
telepathically. The guard counts as AC 12 with a Heavy Weapon. 

 
• Animate Rock Monster. Rested. 1 hour. As long as there are enough rocks around to form a creature 

at least human size and preferably twice as big, you can infuse magic into them and form a rock 
monster that will do whatever you ask. You can communicate with them telepathically. The monster 
will last for about a week. You can generate only 1 per day. The monster counts as AC 14 with a Very 
Heavy Weapon, and it has 2 wounds +1 per awesome point spent on it at the time of creation. 

 
• Sandstorm. Rested. Focus action. There must be a decent amount of sand in the arena, or an adjacent 

arena. The sand animates, whirling and whipping like a sandstorm, dropping visibility to a handful of 
meters. Those in the sandstorm are -2 to attribute tests (including Commitment) and must pass a 
Commitment test difficulty 4 or take 1 wound per round in the storm. Those wanting to move through 
the storm can move half an arena if they pass a Daring test difficulty 4. It lasts about 10 minutes or 
until released by the caster. 

 
• Animate Staff. Rested. Focus action. You can animate a staff with a specially prepared headpiece to 

move on its own, using a Protect action each round to guard you. It can protect you through one fight. 
The staff has 12 AC and 2 wounds. 


