Noteworthy Examples of Smaller Guilds Include: (including a thumbnail sketch) 

Veluna City: The Society of Enlightened Mages (or simply, the Enlightened Society) is a small and erudite lot that includes branches in Verbobonc (where they are known as the Silver Consortium), Mitrik, Devarnish, and a headquarters in the largest city of Veluna. They are highly noted diviners and well regarded scholars, acquiring quite a patronage in the lands of Ferrond (comprising Furyondy, Veluna and the Shield Lands), who seek them out for their sagistry and insight. They are known to have many priests (particularly of Boccob and Rao) and mage-priests in residence. Political involvement is generally regarded to be nil. 

Niole Dra: The National Academy of Wizardry. Small but countrywide, this guild includes a chapter in every Keoish city and town of consequence. These chapters are organized to be fairly independent of each other, save in name. Their power has waxed and waned over the centuries and they are currently in decline. At one time the National Academy regulated nearly all magic in the nation, save that in the hands of the Silent Ones (see, A History of Keoish Aggression). They granted licenses to practice magic and sanctioned the production of magical items. Now, they exert no such influence, barely even able to sway their own membership. In most respects they are a middling group of middling mages, with all too middling ambitions. Lashton, the court wizard and close councilor to the King of Keoland ([in]famous for leading the recovery of Istivin during the unfortunate incident of some years ago), has recently assumed the presidency of the Academy. This may herald some interesting changes, but we must watch and wait, since the Archmage is believed to be extremely ambitious. 

Gradsul: The branch of the National Academy of Wizardry in Gradsul is unusually weak, given the large size of this Keoish port city, as is the local enclave of the Silent Ones. The group calling themselves "The Sea Mages", however, are the truly fashionable guild of this city, and by far, they are the most active. Aside from the common functions of this guild, they also work to keep the Scarlet Brotherhood and their Sea Prince conspirators in check and have so far met with some good successes. Their members work closely with the royal navies and mercantile companies to ensure Gradsul's security and free access to trade across the Azure Sea. Many have pledged themselves to act as a bulwark to the southern menace, so all hope may not be lost. 

Exag: An ancient and little known society calling themselves simply "The Illuminated Ones". They play almost no role in the current politics of Perrenland. In fact, Exag is often treated as a city unto itself, and is said to be far more ancient than anything within a thousand miles of it, including in the Lands of the Bakluni. Nothing short of a direct investigation is liable to reveal more. 

Rel Astra: A smaller, more recent organization, calling themselves the "Scholars of the Arcane", sits quietly beneath the shadow of the Sorcerer's Nexus. They interact little outside of their own circles (requiring little it seems, save the free exchange of magic and information) and are thought to be quite skillful and wizened old men who plot little but their own research. 

Rookroost: The once keen and able Warlocks of Rookroost organized (and to great extent still do) a large network of agent-mages in the former Bandit Kingdoms, providing all the trappings of a guild. While not by any means a charitable or scholarly organization, the mages that found themselves amongst the Warlocks simply had no place in the more civilized and law-fearing South. It is thought that many of them despise Iuz and pay paltry lip service to his stewards. Others of course, have embraced their new Master wholeheartedly, finding his tastes to their liking. It is certain that some of the Warlocks even work towards the Old One's downfall, whereby in an ironic twist of fate, the one time oppressors become the oppressed. 

Molag: The Necromancery was, before the war, a "thriving" guild in the City of Shadows. Its current status remains unknown, as is their disposition towards the Tyrant of Dorakaa, that is, should they even have survived the night of the Blood Moon massacre. Nonetheless, it is known that the guild often opposed the Hierarchs in the past, save perhaps, certain priests of the Dark One, Nerull. Their role in current matters remains entirely clouded, though rumors persist of strong resistance in the undercity beneath the stinking streets of Molag. 

Sefmur: The abstruse "Order of the Inner Flame" continues to exist in the old capital of Tusmit, side-by-side more traditional yet less distinctive guilds. They practice a variety of magic nearly totally unheard of (and little understood) in modern times, namely, manipulating the ambient energies of the multiverse with the powers of their minds. 'Look to Zuoken' is a common catch-phrase amongst this group. 

Nevond Nevnend: "The Keepers of the Flan" were largely a ceremonial congregation until the fateful beginning of the Great War. Supposedly guarding the magical secrets of the Flannae (less erudite scholars insist there were none to guard), they have now turned to attempting to liberate their homeland from the hordes of Stonefist and the grip of the Dark Lord of the Howling Hills. The Keepers were able to escape as the uncertain darkness came, but refused to abandon their homeland for the hated Pale and the ineffectual Nyrond. They fight for the freedom of their nation, and are thought to do so from hidden enclaves in the Griff Mountains. The mage, Nystul, is thought to be their greatest benefactor. 

Seltaren/Leukish: The Wizardholme of Urnst finds it's primary headquarters in the large inland city of the Duchy, far away from the lakeward bustle of the capital, Leukish, although the latter sports a sizable chapter, as well. A traditional group, their eyes have usually looked south and east, to the Abbor-Alz and the Celadon Forest. Their most luminous member is currently the Archmage Warnes Starcoat, Chief Sorcerous Councilor to the Joint Courts of Urnst (who rose to the post after the mysterious disappearance of the Seer of Urnst). At one time the legendary mage Keoghtom numbered among them, before he retreated to the depths of the Celadon, where it is whispered he remains to this very day. Today, the Wizard-holme grows increasingly concerned about the activity of the archmage calling himself the "Emperor of the Bright Desert", from whom one spy has already been necessarily dispatched after he was uncovered in their very sanctums. 

Monmurg: A group calling themselves the "Wizards of the Coast" is the most infamous gathering of mages in the former lands of the Sea Princes. Never scholarly, or even all that politically inclined, they have always benefited greatly from their position at the gateway to the unknown worlds lying opposite their shores (which the Sea Princes have never been reticent to explore). With influence in both Westkeep and Port Toli, the Wizards are (or at least were) a force to be reckoned with which has however, seen better times. The Scarlet Brotherhood's agents have thus far found it difficult to outmaneuver them, albeit, the persistence of the Scarlet Ones will no doubt eventually break these stalwart mages unless some kind of succor is soon to be forthcoming. 

