Necromancy Overview

Bells

Ranna, the sleepbringer, the bell whose sweet sound brings silence in its wake

Mosrael, the waker, which restores to the Dead the alertness of the living

Kibeth, the walker, whose sound is like a pendulum, casting the ringer further into death even as it brings the hearer further into life.

Dyrim restores the voice that the Dead so often lose, and also serves to still the tongues of those who speak too much

Belgaer, the bell most necromancers shun, restores conscious thought to the Dead who lose it – or, slipping in a careless hand, erases conscious thought

Saraneth, the binder, shackles the hearer to the ringer’s will

Astarael, the sorrowful, when properly rung casts all who hear it – including the ringer – far into Death

Whistle & Clap – a weapon of last resort for necromancers who become trapped in death without their bells.  All necromancers learn to whistle

Death


There are nine layers of death, separated by various gates.  To pass safely from one layer to another requires a special necromancer’s spell, but the jump can sometimes be made by powerful dead creatures seeking reentrance into life.  The ninth gate represents the final boundary of the First Realm, and nothing that passes it ever returns.

Necromancy works most effectively on Dead creatures, although some spells have a limited effectiveness on the living as well.

