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By Patrick Lawinger 

I t is very likely that Londar is resurrected 
during the PCs adventure giving rise to a 
possible future villain or long-term ad-

versary. The PCs might also somehow find 
themselves allied with Londar who might di-
rect them into further adventures. Londar’s 
stats and description are given here for the 
DM to use as a friend or foe of the PCs in the 
future.  

Londar Brightrain, male human 
Wiz10/Lor10: CR20; SZ M; HD 10d4-10 
(Wiz) + 10d4-10 (Lor); hp 43; Init +6; Spd 
30 ft.; AC 13; Atk +10/+5 melee, +12/+7 
ranged; SA spells; SQ secrets (applicable 
knowledge bonus feat), dodge trick (+1 AC), 
true stamina (+1 Fort SV), newfound arcana 
(1st-level spell), newfound arcana (2nd-level 
spell)), lore, greater lore, true lore; AL LE; 
Fort +6, Ref +8, Will +15; Str 10, Dex 14, 
Con 8, Int 21, Wis 12, Cha 16.  

Skills: Alchemy +28, Concentration +25, 
Decipher Script +7, Diplomacy +9, Gather 
Information +13, Knowledge (arcana) +30, 
Knowledge (history) +28, Perform +13, Scry 
+28, Spellcraft +28. Feats: Brew Potion, 
Colorize Spell*, Combat Casting, Craft 
Magic Arms and Armor, Craft Wand, Craft 
Wondrous Item, Enlarge Spell, Improved Ini-
tiative, Leadership, Maximize Spell, Scribe 
Scroll, Skill Focus (Knowledge (arcana)). 

*This feat is described in Hall of the 
Rainbow Mage published by Necromancer 
Games. 

A r c a n e  S p e l l s  p e r  d a y 
(4/6/5/5/5/5/4/4/4/4): Spells available to be 
determined by the DM. Londar’s studies give 
him access to all spells of 6th-level and 
lower and a majority of the spells of 7th 
through 9th-level. 
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Possessions: The above statistics are for 
Londar after being first resurrected and do 
not take any equipment into account. Within 
several days of resurrection Londar is able to 
acquire a teleport scroll and teleport to a se-
cret stash of spellbooks and equipment. This 
initial equipment includes +6 bracers of ar-
mor, +6 headband of intellect, +4 amulet of 
health, and a number of arcane scrolls. Addi-
tion of this equipment changes some of the 
statistics presented above (AC 19, hp 83, 
spells 4/6/6/6/6/5/5/5/5/4, and +3 bonus for 
Int-based skills). Londar can be given addi-
tional equipment from the DMG as time 
passes making him a much more formidable 
opponent. 

Languages: Common, Gnome, Dwarf, 
Elven, Ancient Elven, Celestial, Abyssal. 

Description: Tall, thin, and small-boned, 
Londar is often compared to a stretched elf. 
His delicate features and smooth skin suggest 
a touch of elven or fairy blood in his back-
ground. Londar is extraordinarily handsome, 
friendly, and approachable for someone so 
focused on magical studies, making him very 
popular. A strong, commanding presence is 
somehow enhanced by his frail build and col-
orful clothing. Londar exudes confidence, 
even while standing quietly on a street cor-
ner. 

Personality: Londar is extremely friendly 
to almost everyone he meets and goes out of 
his way to maintain a good reputation. In 
truth, Londar is completely focused on him-
self and his own quest for magical knowl-
edge and power. The lives, or deaths, of 
those around him mean very little. He is 
friendly because, in his mind, it costs nothing 
and has potential payoffs in terms of knowl-
edge or rumors. Londar despises weak-willed 
people that are unable to accomplish their 
goals, or unwilling to make the sacrifices 
needed to be truly successful. Fortunately, he 
is able to keep his feelings toward others, 
good or bad, hidden beneath a veneer of 
smiles and good humor. Londar keeps his 

promises, even if made under duress, not 
because he cares about honesty or honor, 
but because he believes an honorable repu-
tation is a useful tool in negotiations of all 
types. 

Although he interacts well with the 
people around him, Londar prefers to be 
alone. He enjoys reading ancient texts in 
the quiet solitude of his own home, and 
sometimes even outside in the forest. His 
frailness combats his overwhelming drive 
to succeed on his own. Londar enjoys solo 
exploration, using all of his spells to keep 
him from harm, but is also willing to con-
vince others to do the work for him. Lon-
dar’s idea of a pleasant day is a quick 
teleport to a distant jungle, the recovery of 
a forgotten text of some sort, and a return 
home to spend the evening reading it. Lon-
dar reads virtually every book that comes in 
front of him, giving him a broad base of 
knowledge that he believes benefits him in 
many small ways. 

Londar enjoys demonstrating his power 
in the form of outrageous displays of pyro-
technics and powerful illusions at perform-
ances in front of large crowds. His first 
performances occurred shortly after some 
of his research turned up some interesting, 
flashy spells. He demonstrated one of the 
spells to a local noble who then requested 
he put on a performance at a wedding. 
Since that time his magical power and dis-
plays of fireworks have grown in style, 
substance, and reputation. Londar easily 
makes enough money from 1-2 perform-
ances per month to support all of his magi-
cal research and his research “expeditions.” 

Londar began his magical studies with 
a drive to succeed that shocked his initial 
instructors. His natural intelligence and 
hard work began a rapid growth in power 
that soon outstripped all who could teach 
him. Londar decided that he would become 
the single most powerful wizard in the 
world, and that he would do this by thor-
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oughly researching the lost spells and 
magic items of the past and using them as a 
tool to create new spells and magic items. 
Anyone being so bold as to hinder his quest 
for power is doomed to find themselves the 
target of a powerful wizard subject to cool, 
long-lasting rages and a taste for revenge. 
Londar is, above all, patient, and re-
searches an opponent thoroughly before at-
tacking them. Sometimes an attack comes 
years after the initial insult that angered 
him. 

After being resurrected, Londar realizes 
how exposed he has been, and concludes 
he has been overconfident in his power and 
reputation. His death at the hand of a poi-
soned crossbow bolt was as physically 
painful and frightening as it was embar-
rassing. If the PCs learn of his plans to con-
quer the area around Hampton Hill and 
spread this knowledge, Londar leaves for a 
distant jungle hideaway where he has more 
magical texts and equipment stored. He 
keeps his new location, and even his very 
existence, a secret until he has gathered 
what he considers enough magical might to 
make himself known again. Once he does, 
the PCs are certain to be targets of his 
wrath. If the PCs are helpful and return 
Londar’s items and equipment, Londar is 
willing to work with them, enticing them to 
explore forgotten dungeons with the prom-
ise of magical items and wealth.  

 

Enjoy! And look for more downloads 
for Hall of the Rainbow Mage coming 
soon! 

Patrick Lawinger 

 

© 2002, Necromancer Games, Inc. 
This download is done under version 1.0a of the Open Game 
License, below, and version 1.0 and/or 3.0 of the d20 System 
Trademark License and d20 System Trademark Logo Guide. 
Some of the Open Game Content used herein comes from a draft 
version of the System Reference Document by permission from 
Wizards of the Coast by and through Ryan Dancey and/or An-
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thony Valterra. Subsequent printings of this work will incorporate 
and comply with final versions of the System Reference Docu-
ment. 

Notice of Open Game Content: This product contains Open 
Game Content, as defined in the Open Game License, below. 
Open Game Content may only be Used under and in terms of the 
Open Game License. 

Designation of Open Game Content: The statistics of Londar 
Brightrain, though not including his name, from “male human 
Wiz10/Lor10” through the “Languages” paragraph is designated 
as Open Content, subject to Product Identity designations below. 

Designation of Product Identity: The following items are 
hereby designated as Product Identity as provided in section 1(e) 
of the Open Game License: 1. The name “Necromancer Games” 
as well as all logos and identifying marks of Necromancer 
Games, Inc., including but not limited to the Orcus logo and the 
phrase “Third Edition Rules, First Edition Feel”; 2. The Necro-
mancer Games product name “The Hall of the Rainbow Mage”; 
3. The name “Sword & Sorcery” and “Sword & Sorcery Stu-
dios”; 4. All artwork, illustration and graphic design; 5. The 
names Londar Brightrain, Baron Kurell, Alfguir K’Eliek, Learah 
Relight, Ander Fierk, Xanthaque, Hampton Hill, Arn’s Mountain 
and Horgrim’s Temple; 

OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. 
and is Copyright 2000 Wizards of the Coast, Inc. ("Wizards"). 
All Rights Reserved.  

1. Definitions: (a) "Contributors" means the copyright and/or 
trademark owners who have contributed Open Game Content; (b) 
"Derivative Material" means copyrighted material including de-
rivative works and translations (including into other computer 
languages), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridgment or other 
form in which an existing work may be recast, transformed or 
adapted; (c) "Distribute" means to reproduce, license, rent, lease, 
sell, broadcast, publicly display, transmit or otherwise distribute; 
(d) "Open Game Content" means the game mechanic and in-
cludes the methods, procedures, processes and routines to the 
extent such content does not embody the Product Identity and is 
an enhancement over the prior art and any additional content 
clearly identified as Open Game Content by the Contributor, and 
means any work covered by this License, including translations 
and derivative works under copyright law, but specifically ex-
cludes Product Identity; (e) "Product Identity" means product and 
product line names, logos and identifying marks including trade 
dress; artifacts; creatures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, language, artwork, sym-
bols, designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or audio repre-
sentations; names and descriptions of characters, spells, enchant-
ments, personalities, teams, personas, likenesses and special abili-
ties; places, locations, environments, creatures, equipment, magi-
cal or supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark clearly 
identified as Product identity by the owner of the Product Iden-
tity, and which specifically excludes the Open Game Content; (f) 
"Trademark" means the logos, names, mark, sign, motto, designs 
that are used by a Contributor to identify itself or its products or 
the associated products contributed to the Open Game License by 
the Contributor; (g) "Use", "Used" or "Using" means to use, Dis-
tribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content; (h) "You" or "Your" 
means the licensee in terms of this agreement.  2. The License: 
This License applies to any Open Game Content that contains a 
notice indicating that the Open Game Content may only be Used 
under and in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms may be added 
to or subtracted from this License except as described by the Li-

cense itself. No other terms or conditions may be applied to any 
Open Game Content distributed using this License.  3. Offer and 
Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License.  4. Grant and 
Consideration: In consideration for agreeing to use this License, 
the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, 
the Open Game Content.  5. Representation of Authority to 
Contribute: If You are contributing original material as Open 
Game Content, You represent that Your Contributions are Your 
original creation and/or You have sufficient rights to grant the 
rights conveyed by this License.  6. Notice of License Copy-
right: You must update the COPYRIGHT NOTICE portion of 
this License to include the exact text of the COPYRIGHT NO-
TICE of any Open Game Content You are copying, modifying or 
distributing, and You must add the title, the copyright date, and 
the copyright holder's name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute.  7. Use of Product 
Identity: You agree not to Use any Product Identity, including as 
an indication as to compatibility, except as expressly licensed in 
another, independent Agreement with the owner of each element 
of that Product Identity. You agree not to indicate compatibility 
or co-adaptability with any Trademark or Registered Trademark 
in conjunction with a work containing Open Game Content ex-
cept as expressly licensed in another, independent Agreement 
with the owner of such Trademark or Registered Trademark. The 
use of any Product Identity in Open Game Content does not con-
stitute a challenge to the ownership of that Product Identity. The 
owner of any Product Identity used in Open Game Content shall 
retain all rights, title and interest in and to that Product Identity.  
8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you are 
distributing are Open Game Content.  9. Updating the License: 
Wizards or its designated Agents may publish updated versions of 
this License. You may use any authorized version of this License 
to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License.  10. Copy of this 
License: You MUST include a copy of this License with every 
copy of the Open Game Content You Distribute.  11. Use of 
Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You 
have written permission from the Contributor to do so. 12. In-
ability to Comply: If it is impossible for You to comply with any 
of the terms of this License with respect to some or all of the 
Open Game Content due to statute, judicial order, or governmen-
tal regulation then You may not Use any Open Game Material so 
affected. 13. Termination: This License will terminate automati-
cally if You fail to comply with all terms herein and fail to cure 
such breach within 30 days of becoming aware of the breach. All 
sublicenses shall survive the termination of this License. 14. Ref-
ormation: If any provision of this License is held to be unen-
forceable, such provision shall be reformed only to the extent 
necessary to make it enforceable.  

15. COPYRIGHT NOTICE  

The Hall of the Rainbow Mage, Web Supplement 1: The Re-
turn of Londar Brightrain Copyright 2002, Necromancer 
Games, Inc.; Author Patrick Lawinger.  

The Hall of the Rainbow Mage Copyright 2002, Necromancer 
Games, Inc.; Author Patrick Lawinger.  

Open Game License v 1.0a Copyright 2000, Wizards of the 
Coast, Inc. System Reference Document Copyright 2000, Wiz-
ards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, 
Skip Williams, based on original material by E. Gary Gygax and 
Dave Arneson. Creature Collection Copyright 2000, Clark Peter-
son. Creature Collection 2: Dark Menagerie Copyright 2001, 
White Wolf Publishing, Inc. 


