
For the most part the fa e rie realm is like an altern ate uni-
ve rse in that it ap p e a rs solid to its inhab i t a n t s , although it may
be far more mu t able than the physical wo rl d. Fa e rie re a l m s
a re often port rayed as places of powerful and wild magi c,
filled with all manner of wo n d e rs , f rom plants made of go l d
and glass to talking animals and powerful spirits. The fa e ri e
realm is typically an inner spirit wo rl d, ap a rt from the phy s i-
cal wo rl d, although it often duplicates ch a ra c t e ristics of the
p hysical wo rld and may have similar ge ograp hy.

The fa e rie realm is a highly magical place. It ge n e ra l ly has
a mana level higher than that of the normal campaign wo rl d.
GMs may wish to make the effects of wild mana from G U R P S
Celtic Myth ap p ly to the entire fa e rie re a l m , making magi c
ve ry p owerful there, but the effects of magical fa i l u res poten-
t i a l ly disastrous. Mana in the fa e rie realm may be aspected (see
p. M94) towa rd things like elemental and mind-control spells,
l i fe-aspected (or death-aspected in dark and sinister are a s ) , o r
aspected towa rd illusions and other fo rms of tri cke ry.

Illusion or “ g l a m o u r ” is often associated with the re a l m
of fa e ri e, and GMs may wish to tre at many of the grand 

s t ru c t u res and vistas of the realm as illusory cre ations of its
fa e rie inhabitants. Th ey may be the result of powerful illusion
and cre ation spells powe red by high levels of mana, or sim-
p ly the fa e rie ability to shape the stuff of their realm to suit
their needs. In fi c t i o n , fa e ries are often port rayed as hav i n g
little or no imagi n ation; thus, eve rything in their realm is
m e re ly a copy of something in the physical wo rld (or in the
i m agi n ation of a part i c u l a rly cl ever mortal). This is why
fa e ries have castles, h o rs e s , ve rdant glens, and so fo rt h .

A common tale in fo l k l o re is spending a night “under the
h i l l ” with the fa e rie folk. Usually there is a gre at party with
fo o d, d ri n k , mu s i c, and dancing. Mortals who comport them-
s e l ves well are rewa rded with gifts (although they ’re often
m i xed blessings at best). The visitors wa ke up in the norm a l
wo rld and discover that time has passed diffe re n t ly in Fa e ri e :
the night of merriment may have taken 20 ye a rs in mort a l
t i m e, or months spent in Fa e rie passed in a single night in the
p hysical wo rl d. Such a Fa e rie visitation can start a campaign,
or be a one-way means of “time trave l ” to send the party ye a rs
into the future.
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