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inic, leader ofthe Benaved's Tears 

an and Joshua are no more. I guess at one time, the two could 
nsidered one. Those times are certainly long gone 

and it is a shame, really. The death ofJoshua was more than the 
loss o f  a great and important leader, it was the end of an era. 
The Nation still grieves for His loss and I for one, cannot blame 
them. Joshua represented a certain force for change that Vimary 
hasn't seen since His passing. Joan seems to occasionally show 
signs of that energy, which She once shared with Her Brother, 
but those times are too few and far between for my liking. 

Still, since the Inquisition, things have been changing. Maybe 
they have always been changing and I am now only realizing it. 
Regardless, Hom is infused with a new vision for the future. The 
Nation is no longer what it once was and Horn is beginning to 
realize this. Go there, you will see. Then return to  me and try to 
tell me the Fallen are not the successors ofJoshua's Legacy. 

e Tribes will recognize this and the real healing can 

". 

time when the Nation was whole and when spirit 
re one. There was even a time when my Sisters and 

re not needed. Those times, one and same, are long 
we have is ourselves. Where once my Sisters 
a dream as fleeting as freedom, we now stand, 
Goddess's strength. At your side, we have 
birth. Together, we have moved past simple 

xistence to an exploration o f  ourselves. We have become more 
than the World Before ever was. 

Mirroring growth and death is the place you know as the River 
of Dream. This mystical place changes with the physical world, ' 
just as the world changes with Vimary. The River and the spirits - 
that dwell there never cease to amaze me. On one hand, they 
reflect thisphysical world ofthe flesh and recreate what makes 
this reality familiar, while at the same time they retain a vibrancy 
o f  their own, changing things to  suit their own ends. 

The River of Dream will not always be a mystery. I am here to 
ensure that. Soon, we will all look toward the Spirit World in an 
dort to explore the unknown found within our souls. I will be 
here, ready to aid you, as I journey with your souls towards safety. 

, humanity will never understand the Rib 
9, for your mind is of this plane. That i 
___.II_l.._._ L _ _ _ _  J - J  ,Y ,_.__ &LA _ _ _ _  entirt IS why my Sisters 

and I WIII always DC nccueu. wc arc m c  sacred bridge between 
the physical world the Nation knows and the spiritual world they 
can never understand. 

Soon, the time will come for me to guide you on a journey of . L _I n. r -  ..I _ I  I .I I I ,  scovery into [ne niver OT uream, until men, my cniiaren ana I 
ust remain vigilant in our duties. The mysteries of the River are 
any indeed, as are the dangers. 

- -  - - -  - -. _ _  
5 

R C F D  R F V F I  A T I O N  

Priest Jest Speaking to Isaac's Chosen 

The day is coming, have no doubt. Our time is soon at hand. 
Our mothers and fathers had the foresight to seclude them- 
selves from a dying world and we are here today as a testament 
to their wisdom. We are on the cusp o f  realizing their ultimate 
vision, one where society can be rebuilt; free from the monsters 
that hounded our parents' every step. 

Amazingly, we are not alone. These past years we have fallen 
under the grace of an angel, one sent from beyond to pave the 
way for our triumphant retum to the world. We took our first 
few tentative steps into this world as we stepped from the 
shelter that held us for so many years. Now, we are to join the 
world in truth. We will be heralded as heroes, with Isaac the 
Seer, lord of us all, at our van. 

It is our time. It is our love. The world is our inheritance. 

. . . . . . _ _ . . . . . . . . . . . . .  
I N  F L F S H  

I have seen the Fatimas in the River of Dream. To my surprise 
They looked very similar to how the Tribals see Them. The 
Fatimas seem to have a reflection in the River, a shadow o f  Their 
form that mimics Their physical actions. They are as much 
creatures o f  spirit as ofthe physical world, and are due a heavy 
level of respect if, for nothing else, than the havoc this dual 
nature can wreck on the fragile River. 

They know little of Their own spiritual power, content to rule 
here in the physical, ignoring Their dreaming animas. They will 
learn soon enough just how foolish such ignorance really is. The 
Piper is coming and even the vaunted Fatimas will have to pay. 

.r L,< .." 
Joan: Book of the Awakening 

It is time to create a new beginning. I have held myself in check 
by force o f  will, driven by loyalty and fear. It is time to  end that 
legacy and to push away my lingering doubt. For me, there is 
the Nation and none other. I now fear only death. 

Too many spirits have haunted my past and plagued my every 
step. I must begin a new path to quiet my tormentors, one that 
is my own, unencumbered by anything but love for my children 
and what we have created. It is time to forge a new future. 

Some whisper that I have forgotten my duty, that I no longer 
know how to wield my weapons in defense o f  the Nation. Thc 
will learn all too soon how wrong they are. I am a child of the 
r .n r l r l -cc  ~ n r l  with U-r mr- I &I1 -I-=\,- -\.I.,,, +h-;- -m,,+h,, .,.. uvuuc.w agtu vvnlwn rc.1 Bqav- wiit u - - a v L  away L i i c I i i  apariiy atid 
ignorance and leave a stronger Nation in my wake! Fools will 
stand in my way and I will ensure their last living sight is my 
Brother's rage and fury reflected within my eyes. 
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to grow. To find out allyou knew was not all that much. 
The world is a large place, too large for a child. When someone 
forgets their past, they leave the magic of childhood and 
become less worthy ofthe world’s many gifts. The world is 

amazing; we must always, always remember rhat. To forget such 
a thing makes all the hardship and pain ofgrowing useless. 

- The Musings of Agnes 

or Unbound is the first cycle book for the second Tribe 8 
story cycle, entitled Conquest. It is a continuation o f  the 
previous cycle, Children of Prophecy and continues from the 
end ofthe first story arc. Having played Children of Prophecy is 
not necessary to enjoy Warrior Unbound nor the Conquest 
storyline. It should be noted that a number o f  events have 
transpired between the Tribe 8 Rulebook and Warrior Unbound 
that have changed the dynamics o f  Vimary and it will be helpful 
for the Weaver to  familiarize herself with the Children of 
Prophecy story line. Of course, for groups that have run 
through some or all of Children of Prophecy then the transition 
to the Conquest line should be a smooth one. 

The focus o f  Warrior Unbound is twofold, encompassing both 
Joan’s acceptance ofthe Fallen into Her Tribe and a plot that is 
hatched to  destroy both Joan and the River o f  Dream. This book 
is broken up into four Quests with supplemental information 
contained in Weaver’s Resources at the back o f  the book which 
details the River o f  Dream, NPCs and other useful tidbits that 
can be used whole or in part with Warrior Unbound. 

Warrior Unbound centers on the actions ofJoan as She changes 
the course ofthe Nation forever. While a series o f  events unfold 
across Vimary, the PCs are caught up in a Z’bri plot t o  open the 
Fold by slayingJoan. It falls to the PCs to race against the clock 
to uncover the plot, gather the necessary resources to  thwart 
the Z’bri masterminds and then stop the Z’bri from doing the 
unthinkable. If the PCs fail then Joan will fail and the world will 
find itself crumbling at the seams. The PCs, on a mission to find 
a lost Fallen spiritualist named Castor, travel to a Skyrealm and 
thwart a group of Z’bri in the middle of a set of dark experi- 
ments. As they learn more and more about the Z’bri and their 
goals, the Characters then journey across Vimary to gather 
weapons and to undermine the allies ofthe Z’bri in an effort t o  
prepare for a final showdown with the Beasts. 

I. A E a i 7 c t t h E 9 c 1 E: e 

’T ”hE T R U T H  BEHIND W A R R I O R  

B O U N D  

A reconciliation begins between the Fallen and the Sister of  
Joshua at the beginning of the story and by the end Joan has the 
opportunity to prove both Her own and the Fallen’s worth. 
However, Warrior Unbound is more than a story aboutjoan. 
Warrior Unbound focuses on the PCs as they move to ensure 
that Joan’s actions are a success. 

A number o f  Cells that believe Joan’s opening o f  Her Tribe is a 
ploy to weaken the already decimated Fallen band together and 
prepare a retaliatory attack. The Cells, led mostly by Herites, 
conduct a series o f  assassination attempts and try to scare the 
Tribals away from meddling in the affairs ofthe Fallen. The 
attempt to assassinate so many individuals in such a short time 
becomes known as the ‘Night of  Crimson Tears.’ Many Tribals 
die at the hands o f  the disenfranchised Fallen, something which 
pushes the Tribes further away from the Fallen and undermines 
Joan’s recent proclamations o f  acceptance. In particular, a 
number of  heroes prevent an attempt on the life ofthe Fisher 
King. The Night o f  Crimson Tears fails to stop many o f  the 
Fallen and Joanites from proceeding with their reconciliation. 
Horn and Haven, after being ravaged in Trial By Fire, begin 
rebuilding in earnest with the newfound help ofthe Joanites. 
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Across the river, Vimary is in turmoil. Elements in both the 
Tribes and the Fallen are outraged and intend to do what they 
can to stop the events from running their course. Tera Sheba in 
particular is adamantly against Joan’s actions and calls for a trial 
condemningJoan’s ‘heresy.’ Tera Sheba demands thatJoan 
prove the legitimacy of Her actions by delving into the Sea o f  
the Lost to recover the souls of dead Tribals. All o f  Vimary 
groans to a halt as Joan is set upon Her Quest. 

Meanwhile, a group ofJoh’an Z’bri, calling themselves the 
Blooded Blades, work diligently to uncover the secrets ofthe 
Fold. Through an alliance with a group of Keepers, the Blades 
uncover what they think is a process that can rend open the 
Fold. The Blades hope to return to the Seed, or at the very least 
have the spiritual world come crashing into the physical. The 
Trial and Quest ofJoan provide a unique and promising 
opportunity for these Z’bri and they put a plan into action to 
destroy a weakened Joan as She returns from Her trial. 

Baba Yaga and Agnes begin to  see some of the Blade’s plot 
and, along with others like Halos the Guide, do what They can 
to  aid the heroes. By and large though, this is the PCs’ mission, 
and the burden of  success or failure falls squarely on their 
shoulders. 

. Y . _ ,  ,! . . . . . . . . . . .  . . . . . . . . . . . . . .  
,I 

.:. y, (.?cb ‘i ... g ;  N T F N T S 
.,::r.,*Y, 

In Warrior Unbound the Prelude presents narrative pieces that 
binds Warrior Unbound t o  the events o f  Word from the North 
and Trial by Fire. Chapter One: Against the Deluge details the 
Herite-led assassinations, called the Night o f  Crimson Tears, and 
the foundations for the Trial ofJoan. Chapter Two: Lostand 
Found begins with the PCs encountering the leavings o f  the 
Blooded Blades and discovering their first major clue about the 
existence of the Blades and their plot. The PCs must then searck- 
out more about the Z’bri and their plans. In Chapter Three: Id, 
Ego and Superego the PCs are prodded by rumors and dreams 
regarding Joan’s quest while at the same time trying to gather 
the resources necessary to defeat the Z’bri. Chapter four: Aegis 
ofthe Protector sees Joan return successful while the Blades’ 
plan erupts in their final strike. Finally, Chapter five: Weaver’s 
Resources contains extra information to aid the Weaver in 
utilizing the River of  Dream and the NPCs found throughout the 
book. 

I,, *.\ ; .-” I 
‘Cha’pter One: Against the Deluge presents the events that 
precede the Blooded Blades’ plot and concentrates on involving 
the P G  in the rest o f  the story. Chapters Two: Lostand Found, 
Three: Id, Ego and Superego and four: Aegis ofthe Protector 
then focus on the Blades’ plot and involving the PCs to stop 
those plans. Chapter Three: Id, Ego and Superego in particular 
is a non-linear plot. The Weaver, ifshe so chooses, may use the 
Quests in Chapter Three: Id €go and Superego in the order they 
are presented, but this is not necessary. The Weaver may also 
delete any o f  the Quests if they become inappropriate for her 
story, such as the PCs missing a series o f  clues or deciding to 

ignore aspects o f  the Quest in favor o f  other subplots. The 
Weaver should also feel free to add Quests into Warrior 
Unbound specifically tailored to her Goup of Players and their 
Characters. 

A number of synopses, tips and resources have been placed 
throughout the book that the Weaver may find useful. Each 
Chapter contains a number o f  Quest Hooks - ideas and short 
synopses o f  adventures that may continue from the events 
unfolding throughout Warrior Unbound. The Hooks are entirely 
optional and should be viewed as the seeds o f  side adventures 
to help spice up the story or to lay the foundation o f  a new 
campaign outside of the Conquest Cycle. 

The attempt on Joan’s life, which is the major event o f  Wm‘or 
Unbound, is easily integrated into an existing campaign. The 
time-frame o f  Warrior Unbound is purposefully ambiguous to  
aid the Weaver in placing the events o f  this book into her own 
Cycle. The key then, is creating a reason forJoan to finally make 
Her break with Tera Sheba. For example, in the Children of 
Prophecy Cycle, this break begins after Tera Sheba goes too far 
in Her persecution ofthe Fallen. WithJoan’s decision to  
distance Herself from Tera Sheba, the Weaver will have little 
difficulty playing through the Quests o f  Wanior Unbound. 

Each Quest contains an Introduction, which helps place the 
Quest as a whole into the larger series of events within Wartior 
Unbound. Each Quest is usually broken down into three Acts, 
which are, in turn, composed o f  the Weaver’s Synopsis and Tips 
and Resources. The Weaver’s Synopsis forms the bulk o f  each 
Quest and presents the appropriate NPG, events and scenes. 
The Tips and Resources sections provide extra tidbits and advice 
on how to play through and manage each Quest. 

The Weaver needs to have passing knowledge o f  events that 
occurred before Warrior Unbound. In Children of Lilii, Lilith 
the Liberator, a pseudo-Fatima, came to Horn and led the 
Fallen. As the self-proclaimed child ofJoshua, She united much 
of  the Eighth Tribe under her leadership and became the focus 
of  a new Outlook, the Children o f  Lilith. Eventually, the truth 
behind Lilith’s heritage, that She had been, in fact, created by 
Dahlia in an effort to test the Fallen, was revealed. In the end, 
Lilith was destroyed and the first signs ofJoan’s rebellion against 
Tera Sheba manifested. 

A couple o f  events from Trial by Fire should be kept in mind 
while preparing to  run Warior Unbound. The devastation on 
Horn left by the Inquisition in Trial by Fire sets the stage for the 
opening acts o f  Warrior Unbound. Horn and Haven have 
recently undergone a concentrated attack by the Pillars and are 
still trying to recover from that devastation. The most recogniz- 
able structures o f  Horn are still standing, though, with most o f  
the damage being localized to those areas closest to Bazaar, 
such as the shores ofthe island. Besides the physical destruc- 
tion, a number o f  prominent Fallen, Veruka the Wraith and Kara 
the Hunter most notably. have perished at the hands ofthe ,. 
Sheban Inquisition. 

a 
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Familiarity with Worb from the North is useful due to its 
concentration on Capal. However, intimate knowledge of Capal 
is not necessary for this campaign. In hct, only the knowledge 
that Capal is a newly discovered city dominated by Z’bri is 
required. From there, the Weaver can feel free to create Capal 

ery, Subtlety and Urgency are all central themes of 

seems quite concerned aboutJoan and the Fallen. The Fallen 
begin to gain a reputation during Joan’s Quest that they never 
before possessed. Instead accepting the labels o f  wayward, 
insane, or simply dangerous given to them by the Nation, the 
Fallen begin to define themselves. The Eighth Tribe is becoming 
more than a reflection of the Nation. Rumors and suppositions 
fly, and it seems as if nothing else could possibly overshadow 

As the P O  encounter the NPCs o f  Warrior Unbound, especially 
if they journey through the River of Dream, many o f  the above 
themes should be stressed. The Z’bri plot itself is a masterstroke , 
o f  subtlety, taking place at a time when all of Vimary is 
concentrating on Joan’s Trial. Similarly, engaging the Z’bri 
known as the Blooded Blades is an action that should be 
managed quickly - should the PCs wait too long, their 
opportunity to  uncover the plot and save Joan will fly by. 

mor Unbound combines a strong sense o f  spirituality with 
one o f  heroism. As loan delves into the spiritual world, so do 
the PCs. A sense oiintangible power and alienation should 
accompany any encounter with the River of Dream. Omens and 
dreams become powerful tools helping to guide the PG, but 
should never give them all the answers they wish for. Similarly, 
the weapons and plans the PCs devise should deal on some 
level with the River o f  Dream. The PCs are working within a 
world few understand, which is exactly why their adversaries use 
that world for their own ends. 

~ 

The plot uncovered is one with implications that have been 
almost inconceivable since the Fall. Many Dreamers consider 
tampering with the Fold an impossible and deadly task, yet the 
Blooded Blades invent a way to do the unthinkable. Besting the 
Z’bri using the PCs’ wits, strength and a hdty helping of 
Synthesis is no mean task. They must slink in the shadows while 
the rest of humanity is enraptured with the events o f  the day. 
With the conclusion o f  Warior Unbound the P G  will be heroes 
known throughout Vimary. 

1 . A E a i q c t  t h c  3 c l v ~ s  

The‘events of Warrior Unbound take place a number o f  weeks 
after Chantalle’s return in Word from the North. As was stated 
earlier, Horn and the Fallen are occupied with recovering from 
the ordeal of the Inquisition. After the attack by the Joanites and 
Shebans it takes the Fallen a good deal oftime to regroup and 
begin the rebuilding process. As such, the reconstruction o f  
Hom is just starting to  gain some momentum as Chapter I: 
Against the Deluge opens. 

The Weaver can feel free to play with the amount ofgame-time 
that Warrior Unbound actually requires. It its original format, 
Warrior Unbound requires only a short amount of in-game time, 
covering only two weeks from the beginning of  Chapter 1: 
Agarnst the Deluge until the end of Chapter 4: Aeg~x of the 
Protector. If the Weaver does decide to modify the timeline then 
she should keep in mind the sense of  urgency that is central to 
Warrior Unbound. if the Characters are supplied too much time 
then the immediacy o f  the threat presented by the Blooded 
Blades declines sharply. Of course, the Weaver can give the 
Characters more time, havingJoan take longer in the River of  
Dream, but the PCs should still believe they have only a few 
short days of preparation before combating the Z’bri. 

. .... . . . . . . . . . . . . . . . . . . . . . . . . 
I A D F S ’  G O A L  

, : ,: ; .-j;,v,, 
The Blades have the ambitious goal o f  rending a hole in the 
Fold and disrupting the River of Dream, to then use that portal 
to catapult them back into the Seed. The Blades were once loyal 
subjects o f  the Baron in the H’I Kar, but a series of social 
blunders forced each o f  them to seek asylum as a Joh’an in the 
Skyrealms. Due to their ‘unjust’ banishments, their ultimate 
revenge over their brethren, they reason, is to do what none o f  
the other can accomplish but what all Z’bri desperately desire. 

One of the reasons the goal of  the Blades is so dangerous is that 
it tampers with forces the Blades barely understand. Their 
research has been as much based on intuitive leaps as it has 
been actual investigation into the nature of the River of  Dream 
and Synthesis. Due to their ignorance in a number of  metaphysi- 
cal areas, they put into motion forces that they can barely 
control and instead of opening a hole in the Fold, they may 
destroy the River o f  Dream for all time. 

To create the portal the Blades plan to create a catastrophic 
imbalance in the River of  Dream. Since the Spirit World and the 
Physical World are images o f  each other, connected to the River 
of Dream and maintaining a delicate harmony, something so 
devastating will have ramifications in all o f  reality. As the two 
realms try to reach a new equilibrium, the Blades expect a time 
o f  imbalance that they can then harness to ‘break’ the Fold and 
open a passage back to their own realm. This is whereJoan fits 
into the picture. DestroyingJoan will allow them to control and 
channel immensely powerful energies to effect their imbalance. 

The P G  must stop the Blooded Blades, or the world as they 
know it may very well be shattered beyond repair. 

igor stepanovic (order #2203414) 212.124.174.7



\\ *>/ 

Wartior Unbound begins with this Quest and by the time of  Act 
One: The MeetingJoan occasionally wanders the streets o f  
Horn. Though She says nothing, nor acknowledges anyone, the 
Fallen pray Her intentions stay away from the militaristic. At 
times the Fatirna silently aids the rebuilding process. After a few 
weeks Joan breaks Her silence and calls for a meeting with some 
of Her followers and the leaders ofthe Fallen. Her fateful request 
for the meeting begins the process of  opening Her heart and 
Tribe to the Fallen. 

Following Joan’s announcement, Act,?: The Sreaking Darn 
brings the PCs into a violent confrontation with a Cell known as 
the Trashman’s Bane. Joan’s actions carry unintended conse- 
quences and the belligerency o f  the Trashman’s Bane is one of 
these. The Herite-led Cell is part o f  a growing conspiracy that is 
revealed to the PCs following the brawl; as a violent minority of 
Horn is uncomfortable with the unfolding events and is 
preparing to take matters into their own hands. 

In Act Three: The Raidthe PCs track the Trashman’s Bane to 
the Sunken City and prevent the other Cell’s night attack on the 
legendary Fisher King. The Quest closes with the PCs returning 
to Horn and hearing about the results o f  the Night of Crimson 
Tears. The Characters also return with a sense that the Night of 
Crimson Tears may only be the beginning o f  what is to come, 
that they are now witnessing history. 

The first real obstacle for the Weaver to overcome in order to 
run Warrior Unbound is connecting the PCs to the plot. To this 

end, a number of resources are at the Weaver’s disposal. 
Dreams and omens, a staple o f  Tribe 8, are invaluable for 
passing crucial information to the P G  without directly revealing 
what the future holds. 

The Weaver may precede Acr One: Against the Deluge with a 
session or two dealing with the dreams, hopefully creating the 
idea that something major regarding the Pillars will happen in 
the near future. When Joan does speak and calls for Her 
meeting, the Characters should already have an idea ofthe 
importance of the events and that somehow they are intertwined 
with Joan’s intentions. With a bit of preparation on the part of 
the Weaver, the P G  can undergo a number o f  dream sessions 
and vision quests well before Warrior Unbound begins, making 
it easier for the Weaver to introduce Warrior Unbound into an 
existing cycle. 

Similarly, generating rumors that are associated with the plot 
conveys a considerable amount of information while leaving 
enough ambiguity to keep the PCs wary. Specifically, rumors 
regarding the coming ofthe Night o f  Crimson Tears (afterloan 
makes Her announcement) can bring the PCs into initial 
confrontation with the Herites or possibly to  the rescue of  the 
Fisher King without ever encountering the Trashman’s Bane. 

of the events unfold in proximity to the PCs can also serve as a 
useful device to involve the Player Cell. 

NPCs can also be a great help in Warrior Unbound; the Guide 
Halos, in particular, can be an asset. Halos’ extensive knowledge 
of the River of  Dream and his formidable precognition ability 
make him ideal to help bring the Characters into the plot and to 
aid their endeavors as they continue. Finally, simply having some 

,,,. .... .. ... ... ........ ... ... .. .............._ ... .... ......._........ .... ........... ... ............... ... ....... ... .. ... .. ... .. ... .... ... ...... ........ .. .. .... ..... 
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number of plots few, if any, in Vimary are prepared for. The 
events put in motion are not totally unexpected, however. Many 
people across Vimary noticed that Joan was acting strangely 
following the failure of  the Inquisition. 

The events ofthe Children of Prophecy story line, and Trial by 
Fire in particular, leftJoan searching Her soul for answers. A 
living god in many senses ofthe word, Joan’s philosophical 
exploration has a number o f  effects on those close to Her, 
particularly Her Tribe. Prior to the events in Quest One: Against 
the Deluge many Joanites wake from particularly intense dreams 
ofJoan walking with Her brother. Other Joanites are wracked by 
dreams where their bodies convulse and change into an array of  
colors and shapes, not unlike shattered stained glass. Joan is 
going through emotional and mental changes and Her followers 
share Her dreams, unaware of  the reason behind these visions. 

Joan’s frequent forays into Horn and Haven also affect many o f  
the Eighth Tribe. Many Doomsayers have dreams much like 
those ofthe Joanites. Additionally, most of  the Fallen who were 
once part ofJoan’s Tribe begin to show signs of uncontrollable 
depression and even a few cases of  multiple personality disorder. 
Joan, o f  course, had removed Her love and protection from 
those fallen from Her grace and thus their reactions to Her soul 

bit more erratic. This is an excellent opportunity 
to begin introducing seeds of  Warrior Unbound 
I before actually running the cycle. Talk ofJoan’s 
m and rumors of intense dreams can serve to  

A few ofthe Fallen are prepared forJoan’s announcement. 
Halos the Guide, for one, is able to interpret many o f  the 

realizes that the mental and spiritual p 
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Outcasts are experiencing are not at all normal, and that 
something is deeply wrong with Joan. 

Should the PCs already have a relationship with Halos or 
another Guide (such as Den-Hades) then they may be asked by 
that Guide to watch Joan as the Fatima wanders Horn and 
Haven. Halos (or an NPC taking his place) asks this ofthe 
Characters to  see ifthey begin to have intense dreams like those 
o f  the Joanites, possibly due to the PCs’ physical proximity to 
Joan. This way, the Weaver will have an excellent reason to have 
the Cell present atJoan’s announcement in Act One: The 
Meeting. 

Another NPC that can help guide the Characters into the plot is 
Dominic, a Black Marian and leader o f  the Bereaved’s Tan. 
Dominic has been concentrating on healing the rift between the 
Joanites and the Fallen, in hopes of bringing the Tribes and their 
destined successors into a stronger relationship. Dominic has no 
particular knowledge o f  or insight into the events of  Quest One: 
Against the Deluge, but he has worked his entire life for this very 
event. He has played each scenario out in his head and he will 
spring into action when he hears ofJoan’s announcement. 

Prior to Quest One: Against the Deluge, Dominic can be 
brought into contact with the PCs as an NPC in the Weaver’s 
own cycle, creating a link between the Bereaved’s Tears and the 
PCs’ Cell. Dominic can serve as a strong ally with abilities to heal 
and purify as well as serve as a font o f  information on more 
esoteric and hidden aspects o f  Vimary. On the other hand, 
Dominic and his Cell can become excellent adversaries. One 
way to use Dominic in an adversarial role is to have the 
Bereaved’s Tears learn of  artifacts held by the Blooded Blades at 
the same time as the PG. It then becomes a race to see which 
Cell can reach the prize first. Such a race can help maintain the 
sense o f  urgency that features prominently throughout Warrior 
Unbound. 
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Eighh Tribe, Children ofthe Nation, listen to me. My Sisters 
and I have made a grave mistake. You are not trash to be 
discarded, nor are you bad memories that should be forgotten. 
You are the successors of wha t My Sisters and I began. Many 
here today were once My children until I blindk turned them 
away. I am sorry. Truk, I am sorry. It is time to make amends, to 
correct some ofMy past mistakes. My Tribe and My destiny will 
supportyou in your future. I now open My Tribe up to the 
Eighth Tribe. lfyou choose, My love will be yours. Deny me and 
I will still be here, forever repentant. 

: ' c x  tfTl -Joan's speech to the Fallen 
I ,  

.. , 
'+. \...... .: .$< 

loan wanders through Horn as She has done a number oftimes. 
This is a fairly common sight on Horn by this point, but the 
locals are still unnerved. The Characters are in the area at some 
point, attending to their own business. Joan passes through the 
square, sits down and announces the names o fa  number o f  
Fallen and Joanite leaders. When most o f  those who were called 
for are gathered, Joan announces Her intent to renounce the 
outcasts' banishment and accept them into Her Tribe, ifthey 
wish. The P G  are all present for this occasion, as is a huge 
throng o f  the Fallen. 

. . . . . . . . . . . . . . . . . . . . . . .  
O L V I N G  T H F  P I A Y F R S  

vents o f  Act One: The Meetingrequire that the P G  be in " 

the right place at the right time. To this end, the PCs need to b e -  
in Horn or Haven, preferably near a square or other open area 
conducive to the gathering o f  a large crowd. Joan's announce- 
ment can take place anywhere on Hom. One suggestion is to 
have the P G  on Horn, helping to repair any number o f  
structures or items destroyed in the Inquisition ofTrial by Fire 
(or another similar violent event such as a fire or Cek'roh 
attack). Specifically, an NPC the P G  are particularly close to  
may ask for their aid in repairing a house or workplace. 

An option to set up future events for the P G  is to use dreams 
and visions taking place in or emphasizing the importance o f  a 
specific gathering place on Hom or Haven. The dream should 
keep reoccurring until the PC is convinced that something 
important will occur in the area, possibly driving the PC to  
obsess about the location or event. 

... "... . . . . . . . . . . . . . . . . . . . . . . . .  
R D  
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bni'plot hook that may have ramifications later on in the story 
is to have a burdened old man in tattered rags approach the P G  
while they are a bit busy with an errand. The old man, almost a 
cliche himself, asks the able-bodied P G  to help him put his 
home back together. He does not have anything to offer the 
Characters besides his boundless gratitude. The homeless old 
man, who introduces himself as Erhard. is a charitv case. his 
house little more than a decrepit shack even before it was 
destroyed. Should the P G  endeavor to help the man they will 
be rewarded later for their actions. They will have made a very 
valuable and powerful friend in the old man. 

The Weaver should make the work to help Erhard taxing, but 
not overwhelming. Since the old man has no home to speak o f  
it will take resources on the PCs' part to actually build him a 
shelter. Erhard is very demanding on the specifics o f  repairing 
his home, since it was his one worldly possession. He wants 
everything perfect and is not afraid to badger the P G  into 
capitulating with his demands. In the end though, the Weaver is 
left to her own devices on making the encounter - and Erhard 
- a challenge for the PCs. 

Should the PCs play the role of Good Samaritan, they will in fact 
be helping the Hunter known as Herne. Erhard is simply a cover 
used by the Hunter to discover if the PCs will aid him, regardless 
of what form he takes. Should the Characters help HemelErhard 
he will reward them with weapons later on (see p. 50) that will 
be effective against the Blades even while the Z'bri are within the 
River o f  Dream. 

. 

an strides through Horn the P G  are involved in other 
activities. They take note of Her passing and are possibly 
affected at that time by any psychological disturbances that the 
Weaver has associated with Joan's growing depression. As the 
excitement of Her arrival begins to  fade, Joan takes an uncer- 
emonious seat. The outcasts nearby that are able to see this act 
immediately stop what they are doing, tools dropping to the 
ground and errands forgotten. Soon whispers and veiled glances 
fill the air as the people try to figure out what exactly is about to  
happen. Joan eventually makes Her intentions known in a 
commanding voice. 

Joan calls the names o f  Hal Ninva, Mek, Kymber Reva, Emulaan 
the Poet, Deus, Havark, Troy Fenris, Vivian Luther'on (the 
Watch Commander patrolling the South Tier Bridge) and 
Castor the Seer. Stolidly, Joan speaks no more. Whispers again 
rip through the crowd and many ofthe Fallen gathered scramble 
off to find those whose names were called. Many ofthe Eighth 
Tribe that remain drop to their knees, visibly shaking. Quiet 
weeping is heard over the hushed whispers ofthe stunned 
crowd. A couple o f  outcasts begin to pull away from the group 
that is gathering to see the spectacle. If the P G  pay these Fallen 
any mind, they will see Herite tattoos across their exposed flesh. 
The Herites slowly and warily retreat from the presence ofthe 
Fatima and disappear into the shadows. 

1') 
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An hour later, when the nine leaders are gathered and seated 
around Her, the Fatima begins a speech in which She asks for 
tolerance between the Fallen and the Tribes. Beyond the small 
circle of Fallen and Joanite leaders withJoan, a huge throng o f  
people gathers in the clearing in anticipation. Joan continues Her 
announcement by stating that She feels compelled to act on 
Eighth Tribe’s behalf. She has stayed silent too long, watched 
too much and has finally decided to act. She wishes to use Her 
rediscovered voice to champion the Eighth Tribe as well as Her 
own children. She knows what it is to be without a voice, and 
She will rectify their forced silence with the Eighth Tribe’s 
ermission and support. 

ses to allow the members ofthe Eighth Tribe to 
join the Nation. In an act offaith, She opens Her 
ow the Fallen to rediscover Her love. Immediately, a 
roar by the gathered Fallen drowns out any further 

announcements byJoan or the gathered leaders. Patiently, the 
Fatima waits for the questions and side-conversations to die out 
and then continues with Her speech. When things quiet, She 
describes a series of trials, mental and physical, that members o f  
the Fallen may undertake to prove their wish and worth to rejoin 
the Nation. Should they pass the tests then they will enter into 
the ranks of the Joanites and once again be a full member ofthe - 
Nation. 

Joan then falls silent again, a satisfied smile across Her pale face. 
The crowd is stunned into silence, the only noticeable move- 
ment is that ofJoan’s eyes slowly and methodically surveying the 
crowd. 

The Fallen leaders respond by asking for some time to make 
their decision. Joan agrees by serenely nodding Her head and 
standing in preparation to leave. She summons Vivian Luther’on 
to Her side and asks the Watch Commander to spread the word 
to the otherloanites. Joan then turns and announces She will 
return in a week‘s time to see ifthe Eighth Tribe has decided on 
their destiny. If they have not, then She will return to this place, 
at this time, each week until they have. 

Well‘after most o f  the crowd has drifted away from Joan’s 
speech the Characters notice that they are being followed. A 
lithe and well-muscled man dogs their every step. If they enter an 
establishment, he waits patiently outside. If the PCs travel from 
one side of Horn to  the other, he is always within sight. Even if 
the Cell travels into Bazaar, they still find that they are followed. 
It is particularly easy to pick out their pursuer since he is dressed 
in strange and archaic garb, proudly showing his status as a 
Keeper. 

Sooner or later the Characters are going to either try to  lose the 
Keeper or accost him. If they try to evade his pursuit, he is 
remarkably resourceful in finding their new location. He is armed 
with a number o f  devices (like binoculars) that allow him to  scan 
crowds much more quickly than normal. It is possible to get 
away from him eventually, but it is very difficult. 
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Instead, ifthe PCs confront the man, he does nothing to avoid 
them. In fact, this is exactly what he was hoping for. His name is 
Danyeal and he is indeed, a Keeper. The first thing the 
Characters notice is a strong acrid smell, from the large amounts 
o f  gunpowder he handles. He is part o f  a withdrawn, isolationist 
sect of Keepers that call themselves Isaac’s Chosen, and their 
Priest, Lord Jest, sent Danyael to scout the Fallen lands. When 
he saw the amazing sight ofJoan he was enraptured. Unfortu- 
nately, he has little idea of  the significance o f  Her words to the 
Fallen and wishes to know why She said what She did. Danyael 
saw that the PCs were present for most o f  the speech and 
decided that they would probably know what was going on, so 
he followed them. 

Danyael is an excellent tracker but is not too socially adept, 
which is why he followed the Characters for so long; he did not 
know if he could approach them. He is attentive to whatever the 
PCs share. If they decide to  ignore him, he will follow them for 
as long as possible. He is nothing if not persistent and with any 
luck he will finally get the PCs to talk to him. If they continually 
rebuff his questions, Danyael will become angry and, consider- 
ing the large amount of weapons and explosives Isaac’s Chosen 
have access to, it will not be hard for him to exact revenge. 
Besides being nice but socially inept, Danyael is also a fanatic. 

The PCs will probably ask Danyael about himself and his group. 
He is quite open about Isaac’s Chosen, sharing the fact that their 
leader is a great and powerful man by the name of Isaac. Isaac 
can perform all manner of  miracles for his ‘chosen,’ and plans to 
lead them to a great a powerful destiny, one !hat is linked to the 
Nation in some way (though Danyael is not sure how). Danyael 
will not reveal that he believes (erroneously) that Isaac is a 
Fatima, nor that they plan to  become part o f  the Nation. Isaac’s 
Chosen is truthfully less of  a Keeper group, and more a religious 
cult. 

Once Danyael has learned about who Joan is and why She made 
Her announcement, he will be on his way. He is charged with 
watching the Outcasts and to see how they fit into the Nation. 
At this point, the Characters may remember having seen 
Danyael or other similarly-dressed Keepers standing about on 
the streets of Horn as though they were street prophets with 
nothing to  say (simple test using WIL vs. a Threshold of 4). 
Apparently, Danyael and his people have been watching the 
Fallen for some time. 

The Cell should be left with a feeling that Danyael was after 
more information than he got, and that, despite his outgoing 
attitude, his intentions were not the most benevolent. 
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Theweaver should have a good idea ofJoan’s speech before 
beginning the Quest. Joan is a Fatima, a living god, and as such 
should not have trouble with Her words. It is highly suggested 
that the Weaver prepare the speech Joan will give before the 
Players sit down for the game. The Weaver should feel free to 
use the quote at the beginning of this Act for inspiration. Joan is 
apologetic for the current situation the Fallen find themselves in. 
She is partly to blame for the state of affairs, and wishes to take 
the emotional burden upon Herself. Joan wants to bring closure 
to the death ofJoshua, and this is Her first step. 

Joan will not tolerate any questions and should things get out of 
hand She will simply rise up and remove Herselffrom the 
situation. Should things get violent, then Joan will leave with 
Vivian cradled in Her arms and later send emissaries to the 
leaders ofthe Eighth Tribe with a request to see them in a 
private audience. The meeting will still be conducted, this time 
outside of Hom and outside ofthe sight of the Eighth Tribe. 
Tensions will be higher, but no worse than they have been 
through such events as the Corning of Lilith and the Inquisition. 

Joan is powerful and the Weaver should convey that power. This 
may be the first time the PCs have been close to a Fatima, and 
the wonder and excitement o f  such an encounter is an excellent 
role-playing opportunity. The Weaver should stress the 
shimmering effect that plays across the steel that makes up 
Joan’s resilient form. Even the air around Joan seems to throb 
and occasionally sparkle with the implication of both physical 
and spiritual strength. Joan’s face is like a mask, except the one 
time She smiles after Her speech. Her sword is the greatest 
weapon anyone has ever seen - possibly even imagined. It is as 
large as a man and unnaturally sharp. Joan makes sure no one 
comes near to the blade, claiming it is for their own safety. 

Statistics for Danyael the Keeper (Member o f  Isaac’s Chosen) 
should follow the template found on p. 94 ofthe Weaver’s 
Resources. Add Sneak 210 and Notice 2/+1. 

Character write-ups for the Fallen Elders can be found: 

Hal Ninm Rulebook p. 101 

Mek: Rulebook p. 95 

Kymber R w a  Rulebook p. 105 

Emulaan the Poet: Book of Legends p. 51, or use bus, with 
KNO +3. 

DCUS: Rulebook p. 106 

Havark: Virnary Sourcebook p.106, or use Mek with ACI +2 and 
PSY -1. 

Troy Fenys: Rulebook p. 96 

Vivian Luthcr‘on use Shcra Uhan’on from Rulebook p. 56 

Castor the Seer: use Malachai from the Companion p. 63 or 
Den-Hades from the Rulebook, p. 100 
Castor the Seer: use Malachai from the Companion p. 63 or 
Den-Hades from the Rulebook, p. 100 
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hope we make the right decision and that we see the truth 
behind Her intentions. If we jump into this before thinking of the 
consequences, well, there are sure to be repercussions. 

Characters encounter a Fallen Cell called ‘The Trashman’s 
Bane’ making the none-too-subtle point that they are quite 
unhappy with Joan’s recent offer. Before long, the Trashman’s 
Bane starts a brawl after hearing someone speak well ofJoan. 
The Trashman’s Bane is itching to start a fight and to release 
some pent-up anger and unfortunately, the PCs provide that 
release. The brawl draws to a close and the Characters are 
presented with a number of clues which can lead them to 
become involved in the impending Night o f  Crimson Tears. 

The Trashman’s Bane is encountered in a public place often 
frequented by the Characters. The place can be a bar, like junks, 
or a heavily traveled street, or any convenient location. If the 
PCs do nothing to quiet the Trashman’s Bane as they boldly 
announce Joan is a farce and no better than the fraud Lilith was, 
a passerby or patron (depending on the location) makes an 
offhand remark to a friend that returning to the Nation is an 
intriguing possibility. A member o f  the Trashman’s Bane 
overhears this statement and picks a fight with the patron/ 
passerby with the P G  directly in front of the brawl. 

If the Characters hesitate to  intervene, then a patronlpasserby 
will be beaten to within an inch of her life by the belligerent 
Trashman’s Bane. lfthe P G  still refuse to intervene, then 
eventually, another group will step in and try to save the victim. 

When an outside force intervenes and begins to gain the upper 
hand over the Trashman’s Bane (whether it is the Characten or 
another group), the Cell will run off, hoping to cut their losses. 
The Trashman’s Bane is looking for a stress release, not a 
knock-down-drag-out fight, and when things go sour they have 
little motivation to stay. The Trashman’s Bane will soon be 
involved in the Night of Crimson Tears and a bad brawl here 
seriously reduces their available manpower. Jonas, the leader of 
the Trashman’s Bane will signal for his Cell to leave as soon as 
one o f  his members looks to be losing the battle. lfthe PCs 
move quickly and decisively they can gain information about the 
Night of  Crimson Tears as the Trashman’s Bane scrambles to 
escape. 
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.;..* 
The Trashman’s Bane has recently been contacted by a number 
o f  other Fallen Cells in order to arrange a number o f  assassina- 
tions on key Tribal leaders. The goal ofthese assassinations is to 
anger the Tribes enough that they will pull away from any 
possibility o f  a reconciliation. Leaders ofthe Sheban Tribe are 
particularly sought out in hopes that Tera Sheba will lash out 
against the Fallen in response to the killings and force Joan away 
from the Eighth Tribe. The Trashman’s Bane’s mission is to 
sneak into the Sunken City and kill the Fisher King, once Tera 
Sheba’s favorite follower. Jonas knows that The Fisher King is 
still an important symbol to the Nation, and that his death will 
be a great affront to Tera Sheba. Jonas’ goal is nothing short o f  
terrorism. 

The best thing for the Eighth Tribe, with the impending Night of 
Crimson Tears, is to take upJoan’s cause. The Nation is 
beginning to change and without allies like theJoanites, the 
Nation’s wrath will devastate the Eighth Tribe. The extension o f  
Joan’s favor towards the Fallen means She is no longer going to 
follow Tera Sheba blindly, which can be nothing but good for 
the outcasts. Even in the short term, aidingloan and Her Tribe 
will greatly benefit the Fallen. Right nowJoan and Her Tribe are 
all that stands between the Fallen and an enraged and confused 
Nation. With Horn and Haven still recovering from the 
Inquisition, the outcasts can little afford another invasion. 
ConsideringJoan’s past She may not be the most ideal ally for 
the Fallen, but Her Tribe’s favor could be instrumental in helping 
the Fallen to build their own lives. 

The P G  need to learn about the assassination plot, but just 
enough to get them on their way towards the Fisher King and 
intervene on his behalf. This information can be imparted in a 
number ofways and the Weaver should pick the one (or ones) 
most appropriate to her PCs. 
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- Molly, one of  the more recent inductees into the Trashman’s 
Bane, becomes fed up with the belligerency ofthe Cell and 
runs to the PCs during the fight. She asks that they get her 
out o f  the area so that she can separate herself from her 
former Cell. She will plead with the PCs, emphatically begging 
for her life. IfJonas or any o f  the Trashman’s Bane notice 
what Molly is up to, they will stop what they are doing and try 
to forcefully remove her from the scene. lfthey accomplish 
this, Molly will find herselfthe recipient ofJonas’ rage. If, on 
the other hand, the PCs take Molly up on her request and 
spirit her to a safe haven she will impart to the PCs what she 
knows about the Night o f  Crimson Tears. Molly knows that 
the Fisher King is the target and that the Trashman’s Bane will 
attempt to cross the river the following night at the height of 
the moon. However, Molly has no idea how the Cell will 
arrive or their plans to break into the Fisher King’s tower and 
kill him. 

Molly is in the throes of  a spiritual dilemma and sees the PCs’ 
Cell as an avenue to correct her past sins. By helping the PCs, 
Molly hopes to take her first step along the road towards 
salvation. If, by some slim chance, the PCs are successful in 
saving the Fisher King’s life due to her aid, then maybe when 
she dies Baba Yaga will take pity on her soul and lead her 
across the Fold. 

The Characters may require more tangible encouragement 
and, if so, Molly can provide it. Fancying herself a spy she has 
poked through all ofthe members ofthe Trashman’s Bane’s 
belongings. She knows the Cell as a whole has a number of 
Tribal Amulets and the leader, a gruff Doomsayer by the 
name ofJonas, constantly brags that his sword has been 
blessed and can cut through Cek’roh hide like butter. Molly 
claims to  have held the sword and felt energy creep up her 
arm as she held the blade. She has no doubts as to the power 
ofthe sword. It is up to the Weaver to decide whether the 
blade actually is blessed with Synthesis, if it is cursed, or if the 
sword’s powers are just the musings of a braggart 
Doomsayer looking for respect from his unruly Cell. 

Should the PCs prove kind and helpful, Molly may even 
consider joining their Cell. Otherwise, Molly will make her 
way back into the Eighth Tribe where she can serve as a 
contact for the Characters. 

. ........ 

The PCs may kill one of  the Trashman’s Bane during the 
brawl. Once the other members ofthe Cell see this they 
immediately leave the scene. The death o f  the member o f  the 
Trashman’s Bane releases his spirit and the Character who 
slays the Cell member feels a chill pass through her body. As 
the chill feeling passes the PC receives a blurry image o fa  
tower half-submerged in a murky river, blood in a pool of  
water and a sense of  immediacy. As the spirit of the slain Cell 
member finishes passing through the PC, the images fade. 

Similarly, a roughly drawn map ofthe Sunken City with an 
area circled roughly corresponding to the Fisher King’s 
Tower may be found on the body, or dropped as the other 
members flee. 

If a Character has encountered the Fisher King before then 
they may succumb to a number o f  recurring dreams and 
visions involving the Sheban and the Trashman’s Bane. 
Before encountering the opposing Cell, the PC is wracked 
each night by visions of a man battling with the Fisher King. 
Slowly, the Fisher King’s resolve fails and the young stranger 
strikes him down. The killer then falls across the dead body in 
a cannibalistic orgy. Other angry faces emerge from the 
surrounding shadows and partake in the foul victory. 

When the PG’  Cell meets with the Trashman’s Bane, the 
Character that has experienced the dreams will immediately 
recognize the leader, Jonas, as the one who strikes the Fisher 
King down and begins eating the Sheban’s remains. 

If accused of such an act Jonas will nervously dismiss the 
accusations, but observant PCs (Human Perception, 
Threshold 4) will notice Jonas’ discomfort and may follow up 
on the questioning. Eventually, Jonas will be driven to end the 
conversation, probably through violence. The Characters will 
know something is wrong and may follow up by checking on 
the Fisher King or tracking down the Trashman’s Bane. 

Either way, the Trashman’s Bane’s presence should give the 
Characters an idea that there are many groups within the 
Eighth Tribe that are violently opposed to  the reconciliation 
between the Tribes and the Fallen. Joan’s offer is not without 
a price and that price seems to be the blood ofthe Nation. 

- ’h 
yhis encounter, instrumental in getting the PCs caught up in the 
Night of Crimson Tears, can be played out in just about any 
environment. lfthe PCs find themselves in Tribal lands, then the 
Trashman’s Bane can easily be converted by the Weaver to a 
circle of Tri bals that is also opposed to the reconciliation. If this 
option plays out, then the Weaver should be prepared to deal 
with implications ofTribal and Fallen cooperation in undermin- 
ingJoan, possibly implying a larger plot. The PCs may be 
burdened with a considerable responsibility, particularly during 
the Night of Crimson Tears, as elements of the Fallen and the 
Tribes try to keep Joan from growing closer to the Eighth Tribe. 
Instead o f  having only to deal with a few Cells, the PCs will now 
have to  prepare for conflict with Tribal circles as well. 

If the Players decide to ignore the clues left about the upcoming 
Night o f  Crimson Tears, then so be it. Instead of  being on the 
cusp of the adventure, the PCs can hear of the events second 
hand. The PCs may have a harder time being associated with the 
rest of the story later on, but the events will not be unrecover- 
able. 
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t h e  Trashman’s Bane is composed o f  Herites, but is led by a 
Doomsayer. The Weaver should tweak the abilities o f  the 
Trashman’s Bane according to the power o f  the PCs. The 
opposing Cell should number just less than the Characters at the 
time o f  the encounter, hopefully encouraging the PCs to 
intervene in the brawl. Any number o f  members of  the 
Trashman’s Bane can be absent from the encounter doing other 
errands in preparation for their mission if the Weaver is 
concerned with the numbers involved in the tight. 

Statistics for the members o f  the Trashman’s Bane, Jonas and 
Molly can all be found in Weaver’s Resources, page-92. There 
are normally eight members ofthe Cell, includingjonas and 
Molly. The members ofthe Trashman’s Bane fight with their 
fists, even though each of the members is armed with an array o f  
short swords and daggers. However, unless weapons are pulled 
by others, the Trashman’s Bane will not resort to their weapons. 

Trashman’s Bane plans to gain entrance to the Fisher King’s 
ower by taking a number o f  rowboats across the Great River 

and into the Sunken City. Jonas plans to shove offjust before 
midnight. As the twilight dwindles, it turns out that there is a 
decent amount o f  cloud cover hiding the crescent moon, 
masking the traitors’ approach. A total ofthree boats are ready 
transport the Cell, with a Child of Lilith guide hired by the Cell 
leading the way. Callista’s job is to maneuver the three boats 
past the few lookouts and guards posted around the Sunken 
City and approach the Fisher King’s tower undetected. 

Once the boats are close enough to the Tower the Cell plans to 
use grappling hooks and climbing equipment to  scale the walls 
up from the water. Climbing the walls on the far side of the 
Tower, away from the Sunken City, is more difficult and much 
darker than using any ofthe other sides, butjonas is very 
concerned with detection from the shore and gauges the risk 
worth staying away from wayward eyes. 

The Cell plans to gain entrance through the first window they 
come to, assault the lone Fisher King and escape back across 
the river. Jonas is relying on the Fisher King’s isolation in order 
to prevent any premature detection or the timely arrival of  any 
curious lookouts. 

After the assault, to add insult to injury, Jonas intends to  scrawl a 
number o f  Fallen sayings and slogans across the Tower’s walls 
using the Fisher King’s blood. He hopes the shock and horror of 
the act will be enough to incense Tera Sheba into orderingloan 
away from the Eighth Tribe. 
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The PCs can arrive at the Tower in a number ofways. However, 
their timing does not have to be exact, and a rough approxima- 
tion will do. Whenever the P G  do arrive, the Weaver can have 
the raid on the Tower at any stage o f  completion she sees 
appropriate. 

One way for the PCs to reach the Sunken City is for them to 
acquire the aid o f  a willing and able guide. Callista, the Child o f  
Lilith helping the Trashman’s Bane, is a member of a small 
‘guild’ (more a loose association) o f  individuals knowledgeable 
in the Great River. Many ofthe ‘River Walkers,’ as they call 
themselves, were once Sheban Stiltwalkers and specialize in the 
environs o f  the Sunken City. Callista’s and the Trashman’s 
Bane’s recent journey into the Sunken City and towards the 
Tower is common knowledge to the River Walkers, though no 
one knows the exact route taken. The PG, should they use their 
contacts to find an appropriate guide, can be directed to this 
group. lfgiven enough in barter, a member ofthe River Walkers 
may share knowledge o f  Callista’s destination and those she was 
guiding. 

lfthe PCs have any contacts within the Shebans they may well 
try to bribe a Stiltwalker or guard into smuggling them into the 
Sunken City, possibly hiding in the City during the day to 
emerge at night. Bribery will only get the PCs so far though; the 
Fisher King’s Tower is normally given a wide berth by the 
Shebans and being smuggled into the Sunken City will still leave 
the PCs with a considerable journey to the Tower (over swift 
and cold water as well as rooftops, no less). 

The PCs may simply acquire a boat and navigate their own way 
to the Sunken City. Should they do so, a number of  Notice, 
Sneak and Navigation tests are appropriate. Should the PCs lack 
any sort o f  Water Navigation skills then the Weaver should feel 
free to penalize the Players -2 on their rolls. 

it falls to the PCs to settle on their method ofapproach and to 
stage any plan they may have for ambushing the Trashman’s 
Bane. The Fisher King will not tolerate the PCs anywhere near 
his Tower before the night o f  the attack. To  frustrate any would- 
be intruders the Tower itself is normally locked up tight, with the 
windows only open at night. It should also be noted that 
tensions between the Tribes and the Fallen are once again 
increasing and the PCs should be wary o f  traveling about Tribal 
lands on their own, particularly after dark. The Fisher King lives 
on the outskirts of  Sheban controlled lands and the Shebans are 
currently very unhappy with both theloanites and Eighth Tribe. 
The PCs may need a reminder about the danger of wandering 
about the Sunken City. 
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Befole the PCs leave, they may hear a number of  rumors about 
the Tower. The seclusion ofthe Fisher King and his Tower has 
prompted a number offanciful stories over the years. Many o f  
the rumors talk o f  the Fisher King’s Tower having long been 
haunted, particularly by the serpent Z’bri that the Fisher King 
slew many years ago. Others whisper that it is the resting place 
o f  a number of  Z’bri spirits and that they still seek to torment 
humanity and that the Fisher King is the only person strong 
enough to endure their spiritual onslaught. Different ghost 
stories talk of  the Tower having been built with the bones of  
many Tribals embedded into its walls. The bones are supposedly 
the remains of  those innocents executed by the Fisher King. 
Other tales tell o f  Mary’s fractured body held in a vault below 
the water level, the Fisher King charged with protecting the 
body until his dying breath. Supposedly the residual Synthesis o f  
Mary’s body will keep the Fisher King alive forever, though he 
may never leave the Tower or his body will crumble into ashes. 

t is assumed the PCs will take up the cause ofthe Fisher King 
(for whatever reason) and intetvene in this part of  the Night o f  
Crimson Tears. lfthe PCs ignore the clues or decide that 
helping the Fisher King (a complete stranger, after all) is just not 
worth the danger, then the Weaver may wish to change the 
targets ofthe assassinations. The Weaver can remove the 
Trashman’s Bane from the plot and replace it with any number 
o f  other Cells, or use the statistics for the Trashman’s Bane 
while changing targets. The new target can be a loved one o f  
the PCs, a plot that they barely get wind o f  before the plan is put 
into motion. Similarly the new plot may involve a Fallen leader 
the PCs respect, which will encourage their involvement. 
However, the more accessible the target is t o  the PCs then the 
less time the PCs should have to plan. 

For Statistics on Callista the Weaver should use the Herite 
template from page 96. 

All these rumors are untrue, though the stories referring to the 
Fisher King being tormented by the souls ofthose he has slain 
are the closest t o  the truth. Of course, any one ofthese rumors 
can become as true as the Weaver finds necessary or interesting, 
with a little work and forethought. 

Sheba andJoan are two different creatures. Yes, once they 
ed for similar causes, butJoan has given up that cause. 

Now, only Tera Sheba understands what true sacrifice requires 

another, everyone in the Nation has been forcedinto actS 
we later regret, butJoan cannot allow that regret to consume 
Her. Nor can Joan allow that regret to prevent Her fiom doing 
Her duty to the Nation. Joan is weak and that weakness must be 
purged for the safety ofus all. 

The Weaver should feel free to make any Other legends Or 2nd only Tera Sheba maintains the Pillars. Atsome time or 
stories, particularly ifthose rumors may entice the Characters 
into taking the journey to  the Tower and encountering the 
Trashman’s Bane once again. 
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he attack on the Fisher King commences, and, to the surprise 
o f  the Trashman’s Bane and Jonas in particular, the Fisher King 
is not the defenseless old man that they were expecting. Spiritual 
defenses warn the Fisher King about the upcoming assault and 
the venerable warrior lays his own trap. Powerful spirits soul- 
linked to the Fisher King tear through the cramped hallways of 
the Tower as the Trashman’s Bane gains access, ready to attack 
the invaders. Surprised and bewildered, the Trashman’s Bane 
fights the Fisher King to a stalemate. The arrival ofthe PCs turns 
the balance o f  power and, with the PCs’ help, the Fisher King 
expels the attackers from his Tower. 

Not surprisingly, the Fisher King is grateful but a bit suspicious 
o f  the PCs’ aid. They must explain their involvement in the - 
evening’s affairs to the Fisher King’s satisfaction before he allows 
them to leave. Otherwise, he is more than ready to turn the P G  
over to the Watch. 

\ 

Theattacking Cell approaches in the night, quietly rowing up to 
the Tower under the cover o f  illusion and Shadow Eminencies 
as well as the more mundane cloud cover that blankets Vimary. 
They slip by the few Sheban guards posted around the Sunken 
City and prepare their attack. With barely the sound o f  the metal 
o f  the grappling hook against the cold stone, the Trashman’s 
Bane makes their way towards their bloody goal. 

twill be quite possible for the PCs to intervene at this point, 
nstead o f  later while the battle is already raging. The PG, if 
sharp-eyed and well prepared, may try to  stop the Trashman’s 
Bane from breaching the Tower. lfthis happens, the Weaver 
should be prepared to have the PCs and NPCs duel using 
distance weapons like bows, blowpipes and the occasional 
firearm. Ofcourse, iffirearms are used then it will certainly alert 
the Watch and any nearby Shebans that something is happening 
at the Tower. On the other hand, should the PCs engage the 
Trashman’s Bane while the Herites scale the Tower then the P G  
have an excellent chance o f  striking the other Cell at a vulnerable 
time. The Trashman’s Bane is ill-prepared for fighting with 
ranged weapons, as they are presently armed with weapons that 
are more useful for fighting in corridors. 

ifthe PCs eliminate the Trashman’s Bane before the assassins 
breach the Tower, then the Weaver should find another 
opportunity for the Fisher King to encounter the PCs. Due to 
his spiritual host (see below), the Fisher King will be alert and 
watching the battle, but will not participate. After the fight, as 
the victors are recovering from their exertions, the Fisher King 
will enigmatically emerge from the fog rising off the river to 
thank and question the PCs. Alternately, he may secret himself 
into Horn the day after and proceed with his questioning there. 
Either way, the Fisher King will know the PG’  faces and will 
want to know more about them. 

if the P G  do not intervene early, the scene will unfold according 
to Jonas’ plan, except that the Fisher King is better prepared to 
defend himself than Jonas originally thought. As the last member 
ofthe Trashman’s Bane crawls through the window, the Fisher 
King’s attack begins, and a spirit ravages the last Cell member to 
enter the Tower. Jonas scrambles to quiet his Cellmate, who is 
screaming horribly and flailing at what appears to be nothing. 
Confused and worried that his surprise has been ruined, Jonas 
then gathers the rest o f  his Cell in order to strike as quickly as 
possible. As the Cell navigates the unfamiliar halls, they see wisps 
o f  movement and flickers at the corners of their vision. The Cell 
becomes distracted and harried even before encountering the 
veteran Fisher King. 

. . . . . . . . . .  .-. ,\ , ~. . . . . . . . . . . . . . . .  
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If thk P G  fail to stop or engage the Trashman’s Bane before 
they begin their assault, then this scene opens with a description 
o f  the Fisher King’s Tower and the surrounding ana. The Tower 
itself is composed offour moderately tall buildings that form the 
points o fa  square. Each building contains six to eight stories 
total, with only three to four above the water line. The buildings, 
in close proximity to each other, have a number ofwooden 
passageways crisscrossing between their crumbling walls. The 
passageways serve to  connect the buildings to each other 
forming, in effect, one large tower. There are only a few 
openings into the Tower, the largest and most noticeable one 
lying just at the water level. 

This is the main entrance, where food and supplies are delivered. 
There are a few moorings for boats (the Fisher King has one 
tied up at the time ofthe attack) and a rickety wooden stair 
crawls up the side o f  the Tower from the moorings to the 
entrance, a few meters up from the water line. The lower 
windows o f  the four buildings that compose the Tower have 
long ago been mortared up or boarded over. The walkways 
between the buildings are completely covered and it is nearly 
impossible to tell when someone moves between the different 
parts ofthe Tower. It is dark, cold and foreboding. Moreover, it 
is a very lonely place. The Tower is not terribly large, but is more 
than any one man could ever hope to defend on his own. 
Around the Tower, smells of algae, decaying fish and assorted 
water plants permeate the air. The only sounds are those ofthe 
occasional bird disturbed from its nest or the lapping o f  water 
against the ages-old concrete. 

When the PCs themselves breach the Tower on the evening o f  
the Night o f  Crimson Tears they will encounter a couple o f  the 
Trashman’s Bane members who have been separated from the 
rest of the Cell. These poor souls have been battling with visions 
and hallucinations brought about by the spirit host, and are 
quite near an emotional breakdown. One member, a fairly 
young Herite named Miki, becomes separated from Jonas and 
the rest ofthe Cell and, horrified by the screaming spirits and 
unfamiliar surroundings, pushes herself into a corner and curls 
up in the fetal position. Miki’s eyes stare off into nothing as her 
mind frantically tries t o  cope. She may become violent ifthe PCs 
do not approach her calmly and confidently, otherwise, she 
does not communicate with the PCs at all. 
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Another member the PCs encounter is just as distraught, since 
he has become similarly lost from the Trashman’s Bane. laky is 
relieved to see the PCs and he runs to them despite not 
knowing who they are. Even if he recognizes the P G  from the 
brawl earlier, he reasons they are safer than the spirits haunting 
the Tower. Jaky refuses to be left alone, demanding that the PCs 
go nowhere without him. 

The large group ofthe Trashman’s Bane is fighting the Fisher 
King. The Fisher King utilizes the bottlenecks created by the 
corridors and rooms o f  the Tower to his advantage, doing battle 
with one Cell member at a time. The PCs timely arrival comes as 
a shock to Jonas and the Trashman’s Bane, who are now stuck 
between the PCs and the Fisher King with little chance of escape 
(though the Weaver can create a convenient window if she 
would like to use any ofthe surviving members ofthe 
Trashman’s Bane later). 

The Fisher King, with the PCs’ aid, forces the Trashman’s Bane 
to surrender. The Fisher King binds and gags the surviving 
members and announces they will be promptly turned over to 
the Watch. Because o f  the PCs, the Fisher King is still alive and 
at least this portion of the Night o f  Crimson Tears is a failure. 

‘Once the Trashman’s Bane has been run off or defeated, the ’ 

Fisher King will keep his distance from the PCs. He questions 
them, asking the PCs why they are in his Tower, how they got in 
and how they knew ofthe raid. The Fisher King requires 
convincing, since his home and sanctuary was just violated by a 
number of armed strangers, some o f  whom claim to be helping 
him. it is very appropriate for the PCs to have to roll as well as 
role-play their way into the Fisher King’s confidence. If the PCs 
are successful, then the Fisher King asks for their immediate aid 
in cleaning up any ‘undesirables’ (blood, body parts, etc.) and 
then invites them for some tea. Whether they accept his offer or 
not, he makes a kettle for his nerves and sets about to learn a 
little about the PCs. The Fisher King has not had guests recently 
and would like t o  carry on a bit o f  conversation with the PCs. 

The Fisher King can act as a font of information on Joan, Tera 
Sheba and the history ofthe Tribes, as well as to help galvanize 
the PCs for their coming trials. Throughout the conversation, he 
remains wary o f  the PCs and questions their stories in as many 
different ways as possible, using his own stories to prompt the 
PCs t o  tell their own and simultaneously reveal information 
about their background. 

Occasionally throughout the conversation, the Fisher King 
grimaces in pain. This grimace is the only outward sign of the 
Fisher King keeping his tormentor spirits in check and prevent- 
ing the ghosts from attacking the PCs. Should the PCs inquire 
about the pained looks or anything else that refers directly to the 
Fisher King’s spirits, he prevaricates, seeming to explain away 
much o f  the phenomena while quickly changing the subject. His 
refusal to talk about the spirits is in deference to Tera Sheba and 
Baba Yaga (see Weaver’s Resources for more details, p. 91). 

Characters with high Synthesis ratings or who are closely 
attuned to  the spirit world will notice that the spirit world is 
particularly close in the Tower, modijling any Conjunctional 
Synthesis attempts by +1, as long as the rituals are not rushed. 
The Tower is a Gully and more information on Gullies and their 
relation to the River of Dream can be found in Weaver’s 
Resources, page 79. On a similar note, more spiritually-sensitive 
P G  will note that Synthesis-related powers are highest when the 
Fisher King grimaces, and the atmosphere becomes more 
Dream-like as the ghosts try to break away from the Fisher 
King’s control. 

The Fisher King will question and swap stories with the PCs until 
he is convinced oftheir benevolent intentions. When he is finally 
comfortable with their motivations he politely asks them to leave 
and to never come back. The Fisher King is certainly grateful and 
should the PCs push the matter, he rewards them with a Sheban 
amulet. Otherwise, the Fisher King does not reward the PCs 
beyond a heartfelt thanks, though he makes sure the Characters’ 
passage back to Horn and Haven is a safe one. 

Should the PCs see fit to attack the Fisher King after the battle 
with the Trashman’s Bane, he lets the spirits loose and escapes 
into the Sunken City. He is not capable of  withstanding another 
fight and uses his superior knowledge o f  the area to find a group 
of Shebans in the area or a nearby Watch patrol. 

..- _ _  . . . . . , . . . . . . . . . , . . . . . . . . . 
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The Fisher King is preparing himself for his evening devotional 
to Tera Sheba when his spirit tormentors inform him ofthe 
attack. If for some reason the spirits are quieted, this is where 
the Fisher King is found, bowing before an altar of  Tera Sheba 
and tracing symbols of the Goddess on the floor with charcoal. 

The spirits that are bound to the Fisher King are the souls of  the 
innocent people he slew in Tera Sheba’s name. They returned to 
torment him, their hatred and need for vengeance more 
powerful than the Sea ofthe Lost itself. They protect the Fisher 
King for the simple reason that if he is killed, his torment and 
suffering will end. To that end, a special love-hate relationship 
between the Fisher King and the spirits has developed; the 
people that he executed are now his only companions, and he 
theirs. Normally, the Fisher King holds little control over the 
spirits, but he does have the ability to prevent them from 
manifesting in the real world, at tremendous cost t o  himself 

Should the PCs impress the Fisher King (Weaver’s discretion) 
he begins keeping track o f  them and may become an occasional 
ally and contact for the Characters. 

Statistics and a write-up for the Fisher King can be found in 
Weaver’s Resources, p. 91 
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B E T W E E N  Q U E S T S :  B E Y O N D  T H E  

sions have never been driven by popular consent, nor 
sort ofloyalty. There is no 
nt oflaw in the Nation. Joan 
violated the law, and such an 

- The Judgment of T e n  Sheba 

E H I N D  T H E  S C E N E S :  B E H I N D  

Joan’is placed on Trial in a closed court and only the Fatimas 
and one Chosen from each Tribe are allowed to participate. 
Tera Sheba formally accuses Joan of treason and suggests that 
Her actions are not in accordance with the plans of  the 
Goddess. Tera Sheba, with the support of the Fates and over 
the fervent objections o f  Agnes, calls for a Trial. IfJoan is 
successful then She must have the blessing of  the Goddess. If 

Y 

Joan fails, then Her actions were obviously against the natural 
order and She will be punished accordingly. Even though it is 
not explicitly stated, there is a definite chance ofjoan’s 
destruction. The Fatimas know thatjoan’s will and the honor o f  
Her Tribe are in question, and She will not return if unsuccessful. 
Agnes continually objects to the Trial and is the only Fatima that 
brings up the possibility ofJoan’s death. Eva shushes Agnes 
before the young Fatima is able to do something drastic. 

21 

Beyond the formal accusation by Tera Sheba, the meeting is 
quick and to the point. Tera Sheba asks Her Sisters to suggest 
an appropriate Trial to testJoan. Baba Yaga quickly responds 
and calls for a journey into the River o f  Dream and the Sea of 
the Lost to recover those souls She Herself cannot find. Tera 
Sheba and the Fates agree that this is an appropriate task, and 
leave to make preparations for a ceremony to formally 
commence Joan’s leave-taking. Baba Yaga leaves with the task 
o f  deciding which souls Joan will search for during Her test. 

Joan is surprisingly quiet during the trial and only speaks when 
directly asked a question. Agnes repeatedly tries to  goad Joan 
into a verbal confrontation with Tera Sheba, butjoan seems 
resigned to the Trial as Her best chance to justir) Her actions. 
Eva is the most adamant o f  the Fates on the topic of  the Trial, 
with Baba Yaga and Magdalen falling in behind Their Sister. 
Dahlia, like Joan, is quiet through most of the trial, knowing that 
any objections on Her part will fall on deaf ears, since Joan 
refuses to muster the courage to defend Herself. 

Awarnak Kil’on stands atjoan’s side during the meeting. He is 
silent, like his Fatima, throughout the proceedings, but his 
emotion-filled eyes betray his anger at Tera Sheba and the 
gathered Fatimas for accusingloan o f  treachery. Kil’on believes 
Tera Sheba and the Fates are the ones betraying the Nation with 
their ‘Trial.’ When he emerges from the chambers he no longer 
holds his anger in check, and shares the news with his friends 
and the leadership of the Joanites. Like Awarnak, the coming 
Trial incenses much ofthe Tribe ofjoan. It does not take long 
for their anger and emotion to aid the spread of  the news. Soon, 
all of  Vimary learns of the Trial and its outcome. 
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Besi es the attempt on the Fisher King, attempts are made on 
the lives of Basyl Loren, Inquisitor Valed and Hal Ninva. The 
attack on Loren fails miserably, as the infiltrators are discovered 
well before they approach Loren’s stronghold. Some o f  the 
Fallen Cell moving to  kill Hal Ninva, the Tears o f  Blood, have 
second thoughts about the morality o f  their plans. Half o f  the 
Cell decides not to continue with the plan and the entire Cell 
turns on each other just before they arrive at Hal Ninva’s home. 
When the quarreling is done, most ofthe Cell members refuse 
to continue with the mission. The remaining members of  the 
Tears o f  Blood are left with a Cell that is under-strength and 
demoralized. Despite this, those left commence the attack, only 
to be surprised themselves by a Children o f  Lilith Cell visiting 
with Hal Ninva. The assassination attempt on Ninva fails. 
Inquisitor Valed, the third target, is away from his home on the 
initial night ofthe attack. When Valed returns to his home he 
discovers that it has been ransacked and that the assassins are 
still present. Valed, the only major casualty ofthe Night of 
Crimson Tears, dies the morning after most ofthe attacks. 

The Weaver should feel free to seed this information as part of 
the rampant rumor-mill that engulfs Horn and Haven as the 
Night o f  Crimson Tears closes. 

\ 

%hebeaver, if she so chooses, can involve the Characters in 
any one of the assassination attempts. The easiest way to 
involve them is the attack on Hal Ninva. Hal Ninva hears of the ‘ 
P G  exploits via one o f  his informers and invites the P G  to his 
home. Ninva plans to ingratiate himself with the PCs’ Cell and to 
tries to convince them o f  his cause to supplant the Grand 
Council. The P G  will, of course, then be present for the attack. 
In effect, the P G  replace the Children of Lilith Cell that would 
otherwise thwart the attempt on Ninva. 

Similarly, the PCs may hear o f  the plans to attack Loren or Valed 
and it falls to them to somehow get word to  either o f  these 
individuals before the fateful night. Loren has a set routine and 
doesn’t stray much from his usual habits, but getting to him will 
prove difficult. On the other hand, Inquisitor Valed is a minor 
player in Tera Sheba’s Tribe and will be easier to track down. 
Valed is quite disdainful of the PCs’ outcast status and may even 
be outright accusatory. 

In either case, the Weaver can easily make the attempts on Basyl 
Loren or Inquisitor Valed much more of a legitimate threat. 
Instead o f  happenstance preventing their assassinations (in 
Valed’s case, only for a day), the PCs’ actions can become the 
defining factor. The P G  probably will remain removed from 
both Loren and Valed until the very last moment, since both are 
likely to be hostile towards the P G  if they’re not given any hard 
evidence that what the Characters say is true. This may create an 
interesting scene if the P G  develop a tense history with either 
Valed or Loren, only to appear just in the nick o f  time to save 
the target. The P G  could find themselves talking their way out 
of  being taken captive by the person they just saved. 

he battles commence with or without the P G  attending, and, 
lacking any PC intervention, Valed falls. Either way, the P G  hear 
afterwards ofthe relative successes or failures ofthe Night of  
Crimson Tears. 

~ T F R M A T H  

esult of the Night of Crimson Tears is that tribal society, in 
particular the leadership, is outraged as well as scared ofwhat 
the Fallen are capable of doing. In their minds, many ofthe 
worst fears of the Tribes are verified. Basyl Loren, for one, tries 
to put the event behind him and continue on with his daily life. 
There is just too much going on elsewhere for him to break his 
pattern. When the Inquisitors discover Valed’s emaciated body, 
the guild calls for revenge against the treacherous Fallen, though 
their saber rattling is overshadowed by the events surrounding 
Joan’s Trial. Hal Ninva takes his near miss with death as a sign 
that he must redouble his work in maneuvering the Eighth Tribe 
towards his own goals. 

Despite all the commotion and fright the Night o f  Crimson 
Tears creates, a good number o f  the planned killings can be 
averted. If the Weaver wants to make the Night o f  Crimson 
Tears more bloody, then additional targets may be nominated. 
Specific targets may include Mek ofthejackers, any number o f  
prominent Shebans, or any member o f  the Grand Council 
(particularly either Nostra Guy’on or Iris Medi’on). 

Should the Night o f  Crimson Tears prove more ‘productive’ 
than originally planned, Tera Sheba becomes outraged over the 
deaths o f  Tribals at the hands o f  the Fallen. She calls for the 
executions of a number of Fallen prisoners currently held by the 
Watch; particularly those caught attempting to attack Loren. 

17 
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The PC on trial is accused o f  treason, o f  giving over information 
to the ‘enemy.’ The PC must defend herself from the accusa- 
tions to the best o f  her ability. In the end she is judged guilty, 
regardless o f  how well she defends her actions. The punishment 
is held pending the condemned’s ability to complete an 
undefined task. The task is never suggested, since the dream 
ends abruptly at that moment. 

Obviously, the PC’s Cell recreates the Trial ofJoan, leaving out a 
few ofthe specifics, but still providing them with an idea ofwhat 
happened. It falls to the Weaver to make a few notes on cards to 
give to  the Players to help prompt them into their roles. Utilizing 
some ofthe Cell’s recent past and memorable moments will be 
a great boon to this scene. This is an opportunity for the PCs to 

trial, representingloan, must repeatedly defend 
undertook and try to convince the Weaver ofthe 

d her convictions. The Weaver should lead the attack 

voices coming from the PCs’ mouths. The Weaver should 
encourage the other Characters to join in chastising the 
Character on trial. 

Character representing Joan role-plays. Joan is found guilty and 
unfortunately, there is nothing the PCs can do to prevent this. 
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e Characters may decide that working within Joan's plan and 
averting the Night of Crimson Tears is not desirable. Some Cells 
may just not like the NPCs involved, particularly Joan or the 
Fisher King, or see an opportunity to achieve their own goals by 
aiding the events ofthe Night of Crimson Tears. This is quite 
possible, though not in the best interests ofthe Eighth Tribe, 
Vimary, or  the plot of Warrior Unbound. 

Still, ifthe PCs decide to embark on such a series of missions, 
the Weaver should be prepared. 

> 

P G  agree with many ofthe Herite ideals, then the meeting 
with the Trashman's Bane will probably be a converging o f  like- 
minded Cells. Instead offighting the Herites, the PCs may 
instead try to  work with them after they learn about the 
upcoming assassinations. IfJonas believes the PCs' sincerity 
about distrustingJoan and Her motivations, then he will be 
more than happy to gain the Characters' support. However, 
Jonas is not normally a trusting soul and will want the new Cell 
close by until the time o f  the attack. 

The attack will go as planned, with the Cells crossing the Great 
River and assaulting the Tower. However, with so many 
Characters and NPCs attacking the Tower the Weaver may see 
fit to add more spirit defenders to the Tower (one per PC is 
appropriate). 

\ ,z . 
+ ; I$ ,J IRIT D F F F N D F R S :  

>A< / 

\."? ' AttdbW AGI +2, BLD +1, FIT +1, WIL +2, STR +1, HEA +1, STA 
35, UD5 

Skills: Combat Sense 210, Dodge 2/+2, Hand to Hand 2/+2 

Special Abilities: Claws (x5 damage), Float (20m/round), 
Intangibility (the spirit may fade into and out ofthe River o f  
Dream at the beginning of a given round. While in the River o f  
Dream they cannot be attacked by anything in the Physical 
Realm). 

.";I.. . . . . . . . . . . . . . . . . . . . . . . . . . .  a I M A X  :. 
....... 
The battle in the Tower will be a tough one. The defenders are 
mostly spirits and can jump into and out of the Physical Realm at 
will. The PCs and their allies will have to be quick on their feet to 
race through the cramped quarters of the Tower, find the well- 
prepared Fisher King and slay him before they themselves are 
killed. 

The Fisher King will not be an easy target; he is a veteran ofthe 
Liberation and was once one ofthe most deadly men alive. His 
skills are still formidable. He will set a number oftraps for the 
invaders to further slow their progress into his Tower. 

If they are successful, Jonas will propose that they set the Tower 
on fire as the two Cells retreat to announce to all of  Vimary that 
the Fisher King is dead. As the boats row away, the Trashman's 
Bane leaves what seems to be a hundred pieces o f  paper 
inscribed with the Herite symbol floating in the water around the 
burning Tower. 

. . . . . . . . . . . . . . . . .  

, j  ! '  ;,y( 
'Tera Sheba will be outraged and will set Her Tribe to the task of  
tracking down the Trashman's Bane and the Characters' Cell. 
The Shebans will want vengeance and they will go to the ends of 
Vimary to find it. With Joan no longer working as the right hand 
o f  Tera Sheba, the Wise One is prevented from calling another 
Inquisition against the Eighth Tribe, and instead embarks on Her 
mission to exile Joan. Calls for the Trial and Quest. Warrior 
Unbound can continue normally from here. 

The PCs now have an ally in the Trashman's Bane, but have 
gained Tera Sheba Herself as a potent adversary. Sooner or 
later, the Characters will have to pay for their deed. Within the 
Herite faction ofthe Eighth Tribe, the PCs will be heralded (with 
the Trashman's Bane) as heroes, the saving grace to the Night 
o f  Crimson Tears. 

Incidentally, it is through this act that Halos may later hear of  the 
PCs and then call on their aid. 
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PCs are approached by Halos and asked to grant him a 
r. Castor, a friend of Halos’, has gone missing. Castor 

vanished a few nights previously, during the Night o f  Crimson 
Tears, and Halos is beginning to  become concerned. Halos 
knows that Castor was traveling to a Skyrealm in Bazaar that was 
supposed to be clear o f  Z‘bri presence. When the Characters 
find the remains o f  Castor they also discover a Z’bri plot to 
destroyJoan in order to open a rift in the Fold. The PCs then 
venture through the River o f  Dream to find the Z’bri, known as 
the Blooded Blades, and begin to make plans to destroy the 

a few days have passed since the events of the Night o f  
son Tears. Bazaar and the Nation are still in a state of  

ock. Fearful, many Tribals now return to their homes well 
before dark. The Fallen that venture into Bazaar and Tribal lands 
are not treated well. Despite the unsuccessful end ofthe Night 
o f  Crimson Tears, the Nation is still scared and confused by the 
Eighth Tribe. Many Tribals maintain violent attitudes towards 
the Fallen. Public humiliations and arbitrary hassling ofthe 
Outcasts is a common occurrence. Occasionally, the bullying 
gets out of hand and an Outcast is physically beaten by a mob. 
Otherwise quiet and unassuming Tribals react dangerously to 
the state of flux that is gripping Vimary. The Eighth Tribe is an 
easy target, and the Fallen suffer for their status as second-class 

The Watch does not hesitate to confront any clearly identified 
Fallen. However, the Watch is one ofthe more subdued groups 
in Vimary at this time, and stay their hands more frequently in 
respect to their Fatima’s wishes. Confusion grips much of the 
Watch over what is happening to Joan and the apparent sacrifice 
She is willing to undergo for the Eighth Tribe. This confusion 
prevents most of the Watch from succumbing to reactionary 
thought like the rest ofvimary. In fact, it is the sudden 
moderation and hesitation of the Watch and Joanite society at 
large that helps keep Bazaar from falling into a full-blown riot. 

Preparations are made forloan’s Quest and the coming mission 
is common knowledge across Vimary due to Awarnak Kil’on’s 
fury. Rumors abound as to who or whatJoan will have to search 
for, and most everyone has a strong opinion about the matter, 
and is willing to share it - at the top o f  their lungs, if they have 
to. Much of normal life in Vimary, and Bazaar particularly, slows 
to a halt. The coming Trial is the first time a major split between 
the Pillars has been seen by the Tribes, and Tribal society as a 
whole is under a considerable amount of stress. 
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Should Joan prove successful in Her Quest, those banished from 
Tribal society will be allowed back into the Nation. Every Tribal 
knows that when a Fatima revokes Her love during the 
banishment ceremony it is an irreconcilable break. WhatJoan 
proposes is unthinkable to many within the Nation. On the 
other hand, should Joan fail, Tribal society will still be forever 
changed. Joan has been the loyal servant of Her other Sisters, a 
mantle She is not willing to bear any longer. 

The Tribes have undergone a number of challenges to their way 
o f  life before, but nothing this shattering has occurred since the 
Liberation. 

Across the Great River, the scene is very different. The effort to 
rebuild Hom and Haven takes a frenzied pace. Numerous 
Joanites venture over into the Fallen lands during the day and 
lend their considerable skills to help rebuild what they at one 
time destroyed. The steady clanking ofJoanite and Fallen 
blacksmiths is heard throughout the islands at all hours. Joan’s 
Quest and Trial galvanizes many of the youngerJoanites, and 
the Eighth Tribe takes the opportunity to repair some of the ill 
will between the two groups. The Children of Lilith in particular 
go out oftheir way to make sure that the Joanites feel welcome. 
Those ofthe Eighth Tribe who still bear grudges against the 
Joanites are surprisingly subdued, their complaints drowned out 
or ignored by the majority o f  the outcasts. Compared to the 
chaos of Bazaar, Hom is a sanctuary of  peace. 

In the shadows, the Guides are quite active. Even the normally 
reclusive Halos is seen during the day, participating in repair 
efforts that are surprisingly normal. Unfortunately, a good friend 
of the Guides, a man by the name o f  Castor, is missing. Much of 
the increased activity on the part of the Guides is due to their 
quiet and methodical tracking down o f  Castor’s whereabouts. 
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It is>hose times that hold us captivated that are the most 
dangerous. We look one way, entranced with the wonders of 
the world, while powerful dangers move through the shadows, 
preparing to strike. Distraction is one ofourgreatest enemies; it 
saps away the will for change by creating a thin veneer of 
superficial flux. The Liberation is one such event, when our 
attention drew outside ofourselves and we reaped the 
consequences. While humanity looked upon all its accomplish- 
ments in destroying the Camps, they &led to see that the last 
titanic battle hadyet to be fought. While congratulating each 
other on theirgrand triumph,/oshua was struck down, the 
single dark moment that forever marred the brilliance of 
humanity’s fieedom. 

We must remain vigilant, even when the rigors of the world push 
us away fiom our duv. 

- Halos, the Book of Foundations 

is, in fact, a Guide as well and was last known to be searching for 
a Z’bri group calling themselves the ‘Blooded Blades’ who were 
performing experiments on the Fold. Should they agree to 
search, Castor is dead by the time the P G  find him. 

The Characters’ exploits with the Fisher King (deeply connected 
to  the River of Dream himself) during the Night o f  Crimson 
Tears brought their Cell to the attention of the NPC asking for 
their aid; Halos, in this case. Halos would normally undertake 
the search himself, confident in his abilities to  find Castor and 
bring him back to Horn. However, already Halos has a number 
of pressing duties to perform and requires aid in this, the more 
mundane o f  his activities. 

When the PCs accept Halos’ proposal they are directed to 
Bazaar. Castor was last seen preparing to travel to a Skyrealm 
that was known to have a number ofjoh’an active within its 
walls only a few weeks ago, though it is believed that the Joh’an 
have abandoned the tower; a fact which led Castor to travel 
there alone. The PCs travel to the Skyrealm and discover the 
signs o f  an intricate ritual throughout the Skyrealm. The ritual is 
an attempt by the group o f  Z’bri to tear open a hole in the Fold. 

The PCs then discover that the ritual is not yet completed and 
that the soul ofthe deceased Castor is the final, necessary 
component to  end the ceremony. The PCs’ presence compli- 
cates the ritual for the Blades, bringing Dream into the pocket of 
non-Dream created by the beasts within the River, and the 
energies o f  the Sundering get out of hand. The ritual fails and 
the Blades become enraged by the PCs’ intervention. The Z’bri 
attack forces the Characters to  make a hasty retreat with the 
information they learned and run for their lives. 

The Z‘bri, in a realm formed by the forcing the flows of 
Synthesis away from an area within the River o f  Dream, bind 
Castor’s spirit into a Z’bri heartstone before their ritual is 
interrupted by the Characters. If the PCs are observant, they can 
acquire the stone before they are forced to run. 

Despite the PCs’ intervention, the Z’bri ritual is still considered a 
success by the Beasts involved and they decide to continue on 
with their plan to destroy the Fold, hoping to  escape back to the 
Seed. 
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Normally, the Night o f  Crimson Tears serves as a convenient 
backdrop with which to bring the Characters into the plot of 
Warrior Unbound. However, if they refused to aid the Fisher 
King (or another target) during the assassinations or take a 
more belligerent role in the Night, then all is not lost. 

lfthe Characters were not involved in aiding the Fisher King nor 
with the events ofthe Night o f  Crimson Tears, Halos’ motiva- 
tion for contacting the PCs will require a different justification, 
one more in line with the specifics of the Weaver’s Cycle. The 
Weaver may select any significant deed performed by the PC 
Cell that may have come to the attention ofthe mysterious 
Guide. Time is o f  little matter to Halos normally, so the deed 
that captures his attention may have occurred well in the past 
and he is only now following up on it. Halos’ work with the River 
of Dream may have granted him a prophetic vision that is 
fulfilled by the characters’ Cell. Perhaps he sees a vision that 
corresponds to the Cell’s name, or a specific Character’s tattoo. 
Remember that Halos is enigmatic, but not without motivations 
o f  his own. The Weaver should make sure those motivations are 

, 

s approaches the Characters and asks them to find Castor. 

Castor was apparently tracking a group o f  Z’bri calling 
themselves the Blooded Blades, who were performing a number 
o f  mystical rituals on the River o f  Dream and the Fold itself. 
Castor traveled to a Skyrealm, just on the outskirts o f  Bazaar, 
where he believed the Blooded Blades conducted their foul 
experiments. Halos wishes to find Castor quickly, before Joan 
begins Her Quest into the River o f  Dream. He has seen the 
future, he claims, and the PCs’ role is pivotal. 

The Skyrealm is located fairly close to the building where Joan’s 
Trial was recently held, and should be relatively easy for the P G  

Halos can be persuasive if his presence itself is not enough to 
convince the Cell to undertake the mission at hand. Halos is 
happy to provide compensation, should the P G  need extra 
motivation. He is able to part with any number of barter items 
that may entice the Characters into fulfilling his request (see the 
Companion pp. 93-98). Specifically, Halos has a large amount 
o f  Yagan and Magdalite trading goods and can get access to 
just about any mundane item a Character may want (though 
most Keeper goods are not considered ‘mundane’). Halos has a 
number o f  mystical artifacts and trinkets, but is hesitant to part 
with them until the PCs have proven their commitment to 
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If asked about Castor, Halos makes it sound like Castor is an 
accomplished Z’bri hunter and to some degree, this is true. 
Castor is actually a Guide and Halos is not so much a friend to 
Castor as he is a colleague. Halos expected Castor to aid him in 
his upcoming rituals associated with Joan’s Trial, and time is 
getting short. Halos is tight-lipped about Castor’s Guide status 
and refuses to reveal this fact to the PCs. 

Before they part, Halos plants a memory o f  his into the minds of 
each o f  the Characters. This memory gives them a crystal-clear 
mental picture ofwhat Castor looks like and how his voice 
sounds. 

..” . . . . .  
O P T I O N S  

s 2,. Halos is not the only individual that can begin the Characters on 
this Quest, just the most convenient. Should the PCs not find 
Halos agreeable, or  if Halos was removed from the Weaver’s 
story for whatever reason, then a number ofsubstitutes can be 
used in his place. One ofthe more obvious and easiest t o  use is 
Den-Hades. A Guide herself, Den-Hades has much ofthe same 
ambitions and goals as Halos. Little in the way o f  changing the 
story is needed if Den-Hades provides a suitable substitute. 

If the PCs befriended Molly, the former Cell member o f  the 
Trashman’s Bane, then she can be of some help finding Castor. 
Castor recently hired the Trashman’s Bane to  scout the 
Skyrealm and to possibly track down an artifact, a dagger used 
by the Blooded Blades during their acts ofsacrifice. Molly was 
with the Trashman’s Bane when they explored the Skyrealm, 
though they never found the artifact. She volunteers her services 
to help the PCs enter the Skyrealm and may encourage the 
Characters to look for the missing Castor. Molly sees Castor as 
a sort offather figure and since she is on the run from the 
Trashman’s Bane, she is looking for someone with whom she 
can feel safe. Since Molly is familiar with the last-known 
whereabouts of Castor, the Weaver may use Molly as an 
instigator for the mission. 

Another substitute for Halos is the Marian, Dominic. In 
Dominic’s case he can serve as an excellent catalyst to the story 
if the P G  are distrustful o f  the Guides or of Synthesis in general. 
Dominic normally appears later in the story o f  Warrior 
Unbound, but his entrance can be moved up ifthe Weaver sees 
an opportunity or a need. Dominic, in his role as a healer, has 
treated a number o f  Castor’s wounds (supposedly from Gek‘roh 
hunting expeditions). He is simply a friend to  the Guide and like 
Halos, has not seen nor heard from his friend in some time. If 
Dominic is used in this way, then his role later in Warrior 
Unbound will not require much modification, except that the 
PCs will already know o f  Dominic and his Cell, the Bereaved’s 
Tears, before they would normally be encountered. 
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The PCs travel to Bazaar looking for the Skyrealm where Castor 
was last seen traveling. Bazaar itself is not technically closed to 
the Fallen at the time, but any who try to  go  there undoubtedly 
find themselves harassed by the people milling about the great 
city. Unfortunately for the Characters, much ofthe population o f  
Bazaar is not participating in their normal daily routine and many 
of  them have extra time and attention to devote to harassing any 
outsiders that find their way into Bazaar. The safer places around 
Bazaar are those areas frequented by the Joanites and the 
Dancers. Agnites are particularly amenable to the Fallen at this 
time, after the events o f  Trial By Firc and do what they can to 
get the attention of  any o f  the Eighth Tribe who pass by 
Playground. Even the Agnite Barrens, normally stoic and 
reserved, know that big things are happening and find them- 
selves caught up in the excitement and anticipation of the 
coming Quest. Since the PCs’ Skyrealm goal is near one the 
entrances to Playground, they are nearly assured o f  encounter- 
ing an Agnite in one form or another. 

Tribal society is in flux. Beyond happy Agnite Barrens, there are 
a number o f  subtle changes occurring in and around the island. 
O f  course, the slow reconciliation between the Fallen and the 
Joanites is still underway. A number o f  Evans venture into Bazaar 
from Sanctuary and the surrounding fields and hear o f  the events 
first hand, often becoming outraged. Most Evans abhor this 
kind of flux in society and look for an easy scapegoat, someone 
to punish. Yagans are introspective and keep to themselves, 
while the Magdalites by-and-large act as would be expected, 
conducting business as usual. The Children o f  Magdalen revel in 
the rumor-mongering that is going on, as well as the increased 
patronage of their hostels. Many Tribals drown their worries and 
concerns in the arms o f  a convenient lover or in the haze o f  
some Magdalite concoction. Surprisingly, many o f  the Dahlians 
are reserved compared to the activities ofthe other Tribes. 

The Characters may hear o f  lynchings in Bazaar before they 
travel into the Nation, and decide to  take a more clandestine 
route. If the PCs decide to sneak into Bazaar they may have an 
even harder time of it, especially if they are discovered. There 
are elements within the Watch that are still loyal to the ideals of 
Tera Sheba, and others in the Watch are quite torn between the 
different aspects ofJoan. Some embrace the seemingly new, 
progressive direction, while others doggedly hold onto the 
image ofJoan as the right arm ofthe law. It is entirely up to  the 
Weaver as to the type of Watch members the PCs run across if 
they are caught trying to sneak into Bazaar. 

d. ” 
K, 

The Skyrealm the P G  are looking for is located near the 
entrance to Playground. A tokenhonor guard patrols the area 
around the structure, sinceJoh’an Z’bri are known to have 
recently occupied the highest reaches of  the decaying building. 
The Characters need to formulate a plan to get into the upper 
levels ofthe Skyrealm, which may prove difficult because much 
ofthe lower levels ofthe Skyrealm are quite treacherous. The 
lower levels of the structure are unstable from disuse and little 
meaningful care over the many years. If the PCs are not cardul, 
they may cause a cave-in or find themselves crashing though a 
weakened part of the floor. To compound matters, a guard 
patrol occasionallymakes the rounds through the building. If the 
PCs take their time and are observant they can determine the 
predictable pattern ofthe patrols as well as discover the safest 
routes to  travel through the lower half of  the Skyrealm. 

The Skyrealm itself is about ten stories tall, with the bottom five 
floors rotten and decaying. The top five floors have long been 
the provinces of a group ofJoh’an, an occupation which, 
coupled with the instability ofthe lower levels, has kept the 
Tribes from settling in the building. Only the first three floors 
have anything resembling stairs to get from one level to another. 
These ‘stairs’ are merely rickety ladders precariously balanced on 
the dirty but slick concrete. The ladders are the property of the 
Watch, in place to help the guards patrol the building (one 
patrol will use each ladder each hour). Should the P G  steal a 
ladder from the first three levels to help them get to the higher 
levels, then the Watch is alerted that someone or something is 
within the confines o f  the building. 

Debris, broken concrete, ripped shards of cloth and carpet, old 
human refuse and feces (lek from some squatters chased off a 
few days ago) and other remnants o f  a dying building litter the 
floors of  the lower half o f  the Skyrealm. At points the refuse gets 
to knee height and is quite precarious to navigate. The Watch 
guards have cleared a number of paths through the junk and 
these are by far the easiest ways to  make it through the building. 
All sorts o f  vermin nest in the trash found throughout the 
building and will make a commotion should the Characters 
disturb their lairs. 

The Weaver should have the PCs explain the methods oftheir 
entrance, how they plan to avoid the guards and their ideas for 
getting up the first five floors. A number o f  Sneak and Notice 
checks (Threshold 3) are appropriate, as are Agility (Threshold 
4) tests t o  see if the P G  accidentally start a cave-in, step into a 
nest, or tumble into the debris. Investigation and Combat Sense 
tests (Threshold 5)  can allow the PC to find out if a certain area 
before them may pose a hazard. A Character will have to be 
nimble (Dodge + ACI, Threshold 5)  to avoid being crushed 
should they cause a cave-in or have the floor give way under- 
neath them. 

JU 
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When the PCs make it to the upper levels, they will find quite a 
different scene from the mess ofthe lower levels. The structural 
integrity ofthe building is quite solid here. Bare concrete and 
stone dominates floors five and six. Scrawled across the 
concrete are a number ofarcane symbols. These symbols are 
the work o f  Z’bri and serf hands and it seems as if the artists ran 
out o f  room and were forced to draw on top of previous 
writings. The symbols on top o f  symbols create a busily 
disturbing, almost entrancing collage. Geometric symbols 
crisscrossing each other in ways that hint o f  three dimensions 
are on every surface throughout floors five and six. Large circles, 
forty hands long, with a stylized symbol depicting the Melanis 
Z’bri sect, are the only symbols not marred or drawn over 
repeatedly. Upon closer inspection, the PCs discover that the 
symbols are drawn in a number of different mediums, some o f  
the oldest in human blood and charcoal. More recent symbols, 
particularly the large circles on the floor, are drawn in a pasty 
liquid offlesh and feces. An odor, not overpowering, but 
definitely noticeable, is present on these floors, making the huge 
empty rooms smell like an overused and under-maintained 
outhouse. 

Holes in the floors and ceilings where stairwells and elevator 
shafts once were provide the easiest method ofgetting between 
the levels. Beginning with the fifth floor, the windows are open 
to the air outside instead of  boarded up as they are throughout 
the lower floors. A chill wind, despite the time of day, is felt ifthe 
Characters approach any o f  the gaping holes that were once 
windows. However, the wind cannot seem to make it farther 
than a few feet into the hollows of the floors, which leaves a 
stagnant feeling to the rooms and accentuates the smell of  
human feces and remains. 

Th;seventh, eighth and ninth floors are the homes o f  the three 
members o f  the Blooded Blades. The seventh floor is the home 
of Issooc, the Sangis member of  the Blades. lssooc fancies 
himself a leader of the Keepers, and has a number oftheir more 
archaic artifacts strewn about his floor. lssooc is not a tidy Z’bri 
and leaves his collectibles wherever he loses interest in them. His 
bed is located in the center o f  the floor and is composed o f  
dead, bloated and decaying bodies o f  humans from every age 
group. The preserved bodies have been in contact for so long 
many have fused together into one huge lump of flesh. Other 
than the bed of dead bodies, there is little sign that this is the 
home o fa  Z’bri. Much ofthe artifacts and trinkets lssooc 
collects are much more mundane than might be expected o f  
one of  the beasts. A number of  books in old Keep-speak are 
found all across the floor, many o f  which deal with ancient 
religious icons. One book, located in a puddle of runoff created 
by the bed of bodies, seems to be a collection o f  essays and 
random musings associated with dreams. Other Keeper artifacts 
include a number of pictures resting against the wall in broken 
glass frames and an ancient machine-altar (actually a Xerox 
machine that merely needs a power source to work). lssooc also 
maintains a fascination with dolls from the World Before and has 
a large pile of  unclothed and dismembered dolls in one corner. 
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The eighth floor is home to Dah’am’pir. Dah’am’pir’s level looks 
much more like one would expect from a Z’bri. Hundreds upon 
hundreds of  chains hang from the ceiling. Most of the chains are 
o f  steel and iron, but a disturbing few are composed of glazed- 
over strands offlesh. Paper-thin sheets o f  human flesh create a 
number ofsail-like contraptions connected by the flesh and iron 
chains. The many chains hanging from the ceiling, aided by the 
sails of skin, brush slightly against the concrete floor creating a 
noise almost like music. The chains are pushed into the stone o f  
the ceiling like nails into wood. The walls host a number of Zbri 
symbols much like those offloors five and six, though this time 
the symbols are carved directly into the stone in fluid, almost 
entrancing, motions. Many of  Dah’am’pir’s ideas and hypothesis 
on the Fold have been written down along the walls in a series 
ofarcane symbols she and the Blades understand. The symbols 
are a creation of Dah’am’pir, using many ofthe Z’bri languages 
and glyphs as templates. She created the form ofwriting in order 
to protect the Blades’ research. If a PC is familiar with the Z’bri 
and their writing (possessing Lore (Zbri) or Lore (Melanis) at 
level 2 or above) she may be able to discern some of the 
meaning behind the symbols. 

Most importantly, the symbols written across Dah’am’pir’s level 
can be used as a translator for the rest o f  their writing, a sort o f  
Rosetta Stone for the rest o f  the Blooded Blades’ script. A 
considerable amount o f  the scrawl invented by Dah’am’pir is 
based on Keep-speak and Tribal, with a number ofglyphs and 
pictograms expressing proper nouns. If the Characters are 
resourceful enough to break the code (repeated tests of  CRE, 
KNO, Lore (Z’bri), ReadlWritc (any) and possibly Teaching - 
as well as a considerable amount of time) then they can use this 
knowledge to decipher some ofthe symbols on the fifth and 
sixth floors. The symbols on the lower levels talk of creating an 
imbalance in the physical world as well as the spiritual one to 
rend a tear in the Fold. In effect, the symbols on the first two 
Z’bri floors are one giant and on-going mathematical formula to 
calculate how to return to the Seed. 

If the Weaver feels particularly generous, repeated rolls t o  see if 
the PCs can ascertain the meaning of the scrawl can be 
attempted each time they come across a new set o f  the writing. 

The ninth level is home to Vezmal, a Melanis like Dah’am’pir. 
The entire floor is flooded with a giant pool o f  clear and viscous 
liquid. Small levies around the holes in the floor prevent the jelly- 
like substance from flowing away. The liquid is ankle-deep and is 
the only thing about the level that is noteworthy. It smells foul 
but is not quite recognizable. In fact, Vezmal considers the ichor 
one great piece o f  art, as well as a collection of knowledge. 
Vezmal has worked for years plucking out the eyes of Serfs and 
squeezing the vitreous humor from those eyes. The pool is the 
end result of  his years of  meticulous collection. Vezmal once 
read in one of lssooc’s Keeper tomes that the eyes are the 
storehouses o f  knowledge, and, working on that assumption, 
Vezmal has been trying to create a library ofsorts. He will be 
quite angry if one of the stone levies breaks and the ichor flows 
away. 
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When the P G  get t o  the upper-most level (the 10th floor) they 
find that the floor has recently been hastily cleared, save for a 
number of archaic and mysterious symbols, similar to the work 
of  Dah’am’pir, scrawled across the walls. Crumpled in one 
corner o f  the floor, hidden in shadows, is the broken and 
emaciated body of  Castor. 

Castor’s body looks like a rag doll, tossed haphazardly in the 
comer (much like 1ssooc’s dolls). The bones in his corpse have 
been broken in a number of  places, and his arms, legs and neck 
are all in very unnatural positions. His eyes have been removed, 
as have his finger- and toenails. His broken remains lack any 
moisture, his skin little more than paper-thin. 

The Z’bri Taint within the room is palpable, but most ofthe 
physical evidence oftheir presence is gone. The Blades once 
used this floor as a common-room and research laboratory to 
prepare for their breaching o f  the Fold. In order to conduct the 
final and most ambitious experiment, they cleared the floor of 
everything except the few instruments they required. The 
Blooded Blades are dealing with both the Physical Realm and 
the River o f  Dream and want as little as possible to disrupt either 
world during their ritual. 

The symbols across the wall are in the Blades’ special script, this 
time written in charcoal and ash. If the PCs read the writing, they 
discover the three Z’bri have developed a complicated process 
by which the Beasts can create a pocket realm in the River o f  
Dream devoid o f  Synthesis. In this realm, which was created by 
Sundering, the Zbri are able to  meld Castor’s Synthesis with 
their own Sundering. Surprisingly, Joan and of the power of Her 
soul are specifically mentioned. Besides this revelation, the word 
‘Capal’ is also understandable, though it is separate from the 
rest of  the script. 

As the PCs arrive on the top-most level ofthe Skyrealm, they 
stumble into the middle of  the Blades’ final experiment. The 
experiment is the culmination o f  many years o f  research and toil 
on the part ofthe three Z’bri. To return to the Seed, the Blades 
have researched the World Before in order to find clues about 
the Seed and Fold in ancient, more amenable (to the Z’bri at 
least) times. 

Years ago, lssooc in his contact with the Keepers (they know 
him as Isaac), came across a number o f  texts that discussed the 
River of  Dream and its relationship to the World of Flesh. The 
texts were from the point o f  view o f  a number o f  indigenous 
peoples o f  the World Before and though they did not mention 
the River o f  Dream specifically, Issooc realize that they were 
indeed discussing the link between Flesh and Spirit and the 
realm created by that link. lssooc shared this information with 
his brothers and, guided by the texts, they hypothesized that if 
they could disrupt the River of Dream in a certain way, then the 
balance between the Physical World and the Spiritual one would 
be in jeopardy. The ensuing unbalance would then be enough 
to rip a hole into the Fold, create a passageway through the 
Seed and finally return the three Z’bri to their home-realm. The 
passageway would last just as long as it took the two realms o f  
Spirit and Flesh to come back into a semblance of balance. 

To this end, the Blades prepared a number of experiments to 
attempt to unbalance the River of Dream, allowing them to rend 
a hole in the Fold. This is why the Blades captured Castor. 
Castor is a Guide, a spiritually powerful entity, and one who is 
particularly oriented towards the Fold. By destroying Castor’s 
mortal casing and then trapping his soul inside a Zbr i  
heartstone, a small but significant imbalance in the River of  
Dream would be created. The River o f  Dream is a delicate 
realm, forever caught between the power of Flesh and Spirit, 
and the introduction of Castor’s latent Synthesis and the 
Sundering of the heartstone could create a disruption in the 
flows o f  Dream that the Z’bri can then exploit. 

To perform all this, the Blooded Blades have perfected a way to 
create a small, but powerful pocket-realm in the River of  Dream 
where the powers of  Dream and Synthesis can not intrude. 
Here, their powers o f  Sundering are quite powerful and allow 
them to introduce Synthesis and Sundering into the same space, 
with dangerous results. 

The imbalance created using Castor’s soul will be the first 
opportunity for the Blades to try to create a hole in the Fold, 
albeit a small one, but enough to prove whether their hypothesis 
works. If the experiment does indeed work then the Blades plan 
to enact the ritual on a larger scale, usingJoan as their conduit, 
Her Synthesis clashing with their powerful Sundering in the 
pocket-realm. The Blades plan to  attack Joan simultaneously in 
the Physical Realm and the River o f  Dream, destroy Her and 
create a hole large enough for the three to escape. 

The Blades are just about to  complete the ritual on Castor when 
the PCs enter, distracting the Z’bri and fouling the experiment. 
At first, the PCs are unaware of  the ritual, since the Blades 
conduct the last stage ofthe experiment while in the River o f  
Dream. Once the ritual is fouled, the Blooded Blades return to 
the Physical Realm in a rage and attack the PCs. 

Besides the Z’bri taint and Castor’s body, there is another clue 
that the PCs may uncover before the Z’bri attack. A number o f  
feelings and thoughts, like a sixth sense, lead the P G  to believe 
that something out of the ordinary is occurring. If the P G  scour 
the room they find a bloodstain about the size of  button. This 
bloodstain is still wet and for all appearances looks to  have just 
spilled onto the floor. Touching the bloodstain will force a PC 
to  fall immediately into a coma, her psyche transported to the 
River o f  Dream where the Blades are trying to complete their 
experiment. 

If the PCs explore the River o f  Dream before they come across 
the bloodstain, possibly by using the Aspect o f  Dream Travel, 
then they will see three Z’bri, the Blades, huddled together, their 
spirit-forms struggling to push another spirit into an object held 
in their hands. The object looks to  be a Z’bri heartstone and the 
something being pushed inside is the soul of  Castor. This scene 
leaves little doubt as to who Castor’s killers are. The Z’bri 
Vezmal will finish Castor’s imprisonment as the other two begin 
quiet chanting to complete the ritual. 
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n Castor‘s soul is forced inside the heartstone, the Blades 
let fly with a number o f  Sundering abilities and a small floating 
portal is created. This hole is easily seen by anyone on the tenth 
floor in both the Physical World and in the River o f  Dream. A 
distortion effect surrounds the hole, much like the shimmering 
o f  intense heat. The portal creates a sound much like that of air 
escaping, and opens a small door between the two worlds o f  
Dream and Flesh. It may take a little time for the PCs’ eyes to 
adjust, but by looking at the rift they will see past the boundary 
between the Physical and Dream Realms. In effect, the 
Characters, if standing in the World of Flesh and looking into 
the hole, can see into the River o f  Dream and vice versa. 

The Z’bri then bring their full attention upon the Cell. The arrival 
of  the PCs and the burst o f  Dream that they inadvertently create 
distracts the three Zbri and prevents them from fully concen- 
trating on their ritual. As a result, the portal grows no larger than 
an outstretched hand, and then collapses upon itself. 

With the experiment ended and nothing holding it any longer in 
the River o f  Dream, the Z’bri heartstone with Castor’s soul in it 
returns to the World o f  Flesh. With the arrival ofthe heartstone 
the PCs will feel a huge influx o f  Spiritual and Synthesis energy. 
Shortly thereafter, the Z’bri return as well. The Characters 
should only have a few moments between the arrival ofthe 
heartstone and the arrival o f  the Zbri to react. 

Their experiment fails just as success seemed to be within their 
grasp, and the Z’bri grow outraged. Back in their own bodies, 
the Z’bri erupt from the walls surrounding the P G  (the Sangis 
lssooc used Appeasement to mold the Zbr i  into and onto the 
walls to protect and hide their bodies while in a trance) and 
unleash their Sundering powers. The three Z’bri are angry as 
well as scared. They are scared that the PCs may have uncov- 
ered their entire plot (they do not know how much the Cell has 
learned) and will now do what they can to force a Character 
into revealing how much they know. Dah’am’pir is particularly 
enraged and constantly screams for them to “tell what they 
know,” and that ”they can never save Her!” (the ‘Her’ in this 
case, being Joan) 

The Blades are as strong as the Weaver needs them to be, 
suggestions for their powers are located in Weaver’s Resources 
(pp. 84-87). The three Z’bri are capable and powerful in their 
own right and the Characters should realize early on that this is a 
fight that they are unprepared for, and cannot win. If the PCs are 
observant then they may also discern that this is not the last step 
towards the Z‘briigoai. 

If the Cell looks like they are going to engage the Blooded 
Blades in any meaningful combat, the Weaver should make sure 
the PCs know what they are going up against. Dah’am’pir is 
particularly menacing, muscular beyond anything the Characters 
have seen. lssooc carries a huge and wicked-looking sword, and 
wields it in such a way that he looks to be easily the match ofthe 
best PC warrior. Around all three Z‘bri, the air is almost flooded 
with Sundering. Even before the PCs engage the Blades, they 
must fight off the powerhd effects of the Z’bri’s atmosphere. 
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The Blooded Blades are probably more than the PCs can handle 
right now. 

Before the PCs make their escape from the Blades, they should 
have the opportunity to grab the heartstone. The time just after 
the experiment when the mystical object emerges into the 
physical world is an excellent opportunity for the Cell to acquire 
the heartstone. If the PCs are cautious with the stone, then 
Castor’s soul will reach out to touch a Character’s mind and beg 
for her help. If the group made contact with Halos in earlier 
scenes and had images o f  Castor implanted in their minds, then 
they will immediately recognize this call as originating from the 
man himself. 

Another way to encourage the PCs to grab the artifact is to 
mention that it looks remarkably similar to other heartstones 
they may have seen (such as previous encounters with any 
Guides like Halos, Den-Hades or Malachai). Heartstones are 
rare and valuable artifacts to  the Z’bri, the upper echelons o f  
Tribal society (including the Fatirnas) and especially for the 
Guides. If all else fails appeal to the PCs’ sense of greed. 

If the PCs decide to steer clear o f  the heartstone then the 
Weaver will need to take a different approach to  give the Cell 
the necessary information about the Blades’ plans. One way to 
do this is t o  have the NPC that asked for the Characters to find 
Castor (probably Halos) pay handsomely to track down the 
Z’bri and learn more about them. The NPC plans to extract 
justice at a later date and will need someone to find out about 
the Blades, their strengths, weaknesses, where they live, etc. 
From there the PCs can uncover the plot against Joan’s life. 

Another option is to have the Cell, when they least expect it, be 
ambushed by a large number ofserfs loyal to the Blooded 
Blades. If the Characters have the forethought to keep one o f  
the Serfs alive, he will be able to tell the P G  about the Blooded 
Blades and their whereabouts at the laboratory in Capal. The 
Serfwill not know what the Blades are planning, but will know 
that it involves the River of Dream and souls. Over the many 
years o f  service to the Blooded Blades he has seen other Serfs as 
their souls were ripped from their bodies and placed into crude 
receptacles. 

Still another way to  impart information ifthe characters 
overlook something is to have a PC, during a particularly nasty 
nightmare, experience some o f  the thoughts o f  the Blooded 
Blades. Having previously come into contact with the Z’bri and 
their Sundering pocket in the River o f  Dream has altered the 
PC’s ability to dream. To end the bestial nightmares and visions 
that they receive, the other members of the Cell need to delve 
into the River o f  Dream while the nightmare-plagued PC is 
asleep. There, they find a distortion surrounding the dreamer’s 
‘anima’ or dream-form, (see Weaver’s Resources p. 76) for 
information on anima and dream-realms). The Cell must 
remove the distortion to end the dreams and nightmares 
(repeated tests involving WIL and CRE vs. a Threshold of4). 
Once the distortion is removed the nightmares end, though the 
PC still retains the information she gained from those visions. 
They now know the way to the Laboratory and a portion ofthe 
Blooded Blades’ plan to destroy Joan. 
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The PCs will eventually return from their harrowing experience 
with the Blades. With any luck they should have the heartstone 
in their possession, and be armed with an idea ofwhat the Z’bri 
have planned. Regardless, the Cell should be encouraged to 
return to the individual who asked them to discover Castor’s 
whereabouts. 

When the PCs return to Halos and report what they’ve seen, 
Halos (or the Weaver’s substitute) will immediately be 
suspicious of Castor’s death, for the Joh’an ofthat particular 
Skyrealm were supposedly trustworthy. If the PCs recovered the 
heartstone and hand it to Halos, he taps into the stone to 
contact Castor’s soul. Though Castor was sacrificed and his 
mind is gone, many of his perceptions imprinted on the stone 
and Halos can use those emotions and what is left of Castor’s 
shattered psyche to recreate a few of Castor’s memories. 

Even without Halos, a considerable amount of information can 
be slowly gleaned from the heartstone. Though the Characters 
are probably not specifically equipped to delve into the inner 
workings ofsuch an object, they should still be able to gain 
valuable information from the artifact. Synthesis is the best way 
to gain answers from the stone. The residual soul - though 
not the sentient mind - of Castor, forever trapped in the 
stone, will aid the PCs’ endeavors if it can somehow be 
communicated that the PCs are trying to gain information to 
help him. 

The Eminences of Recognition and Mystery will be useful in 
uncovering exactly what the heartstone is. Similarly, the 
Eminence o f  Inspiration will be quite helpful in revealing the 
Z’bri plot, as it revolves around the object. Empathy can also be 
used to touch Castor’s residual emotions. 

If the Aspect o f  Wonder is used on the stone, possibly in 
conjunction with the Eminence of Freedom, the heartstone 
could create itself a mouth with which to communicate. Such a 
creative use ofsynthesis to solve a problem should be rewarded 
with information freely given (though the information may not 
be complete, or may be quite biased). If the PCs are creative 
and innovative then their mission should be made that much 
clearer. The stone knows what Castor and the Z’bri Viktanix 
(from whom the heartstone was created) know. lfthe PCs are 
resourceful they can gain access to that knowledge. 

A Character (PC or NPC) with strong connections to the River 
of Dream can quickly become a valuable resource in uncovering 
the secrets ofthe heartstone. Most importantly, ‘Castor’ - 
what’s left of him - knows the Blades have designs on 
attackingjoan and attacking soon. Castor was too disoriented 
throughout the experiment to know exactly what the Blades did, 
but he does know that the Z’bri are quite accomplished in 
Sundering and are fascinated with the River o f  Dream. Other 
than this, Castor knows very little and he can communicate only 
haltingly, suggesting that the Blades have another laboratory, 
though he has no idea where it is located. Should the Characters 
try to  contact Viktanix, the Z’bri whose soul has become the 
heartstone, all he will be able to share is that the Blades’ other 
laboratory is located on the outskirts of Capal. 

Viktanix communicates exclusively in the form of visions and 
Castor will communicate in this form as well as with raw 
emotions. Neither can speak directly with the PCs and instead, 
the P G  will have to decipher the images and emotions 
expressed. The Weaver may want to reveal much of what is 
gleaned from the heartstone by drawing quick pictures and using 
single word adjectives. Visions may include images of Capal, a 
sprawling, walled city with twisting spires clutching at the dark 
and gloomy sky. Images portraying the Blooded Blades pushing 
away water-like flows of Dream may help to communicate their 
ability to create the pocket-realm devoid of Dream. Other 
visions may be of certain pieces of the Blades’ script and an 
accompanying emotion that can help decipher that specific 
piece of writing. The translations of ‘the Seed’, ‘the Fold’, 
‘Destruction’ and ‘Joan’ may be of particular interest to the 
Characters. 

lfthis information is shared with Halos, then the normally 
reserved Halos is visibly shaken, though not for the reasons the 
Characters probably believe. Halos is beginning to  get an idea of 
what the Blooded Blades are planning, and the potential 
damage that such a plan can wreak on the Fold and River of 
Dream is staggering. 

Halos asks the Cell to keep on with the mission; to find the Z’bri 
and stop them. Halos suggests delving into the River o f  Dream, 
for the Blooded Blades have fled their Skyrealm and are sure to 
be well hidden in this world. Traveling to  Capal via the Spirit 
World is also a safer option for the PCs, circumventing the 
physical dangers o f  the Outlands, the H’I Kar and Capal itself. 
Dream travel is still dangerous, as well as emotionally and 
mentally taxing, but the journey is quicker in the River of Dream. 

After some time for preparation, Halos hands over small 
amulets, one for each PC. Similar in look and make-up to a 
Fatimal medallion, these amulets have a number o f  tribal 
symbols etched upon their surface, with the most prominent 
being that ofthe Guides. lfthe Characters have any background 
with the Guides then this symbol is easily identifiable. The 
amulets simulate the effect of the Yagan Aspect of Dream 
Travel, allowing the PCs not only to  manifest their psyches in 
the River of Dream but to venture through it as well. 

With or without the help from Halos, the PCs should realize that 
they have specific knowledge that makes them particularly suited 
to finding the Blades. While in the Skyrealm, the PCs felt the 
Taint, the unconscious after-effects following the use of 
Sundering, much like a spiritual stench left behind by the Z’bri. 
Since the Cell has ‘seen’ the Taint specific to the Blades, they 
will be able to recognize that specific Taint should they come 
into contact with it again. In fact, the Taint is much more 
prominent in the River of Dream, possibly further encouraging 
the Characters to make the journey to Capal using the River. 

It is possible for the PCs to return to the Skyrealm and from 
there enter the River of Dream. If they do so then the trail of 
Taint left by the Z’bri will be faint, but in such quantity that 
Characters with good skills in Tracking and Notice (roll vs. a 
Threshold of 5) should be able to follow the trail to Capal. If the 
Cell did not uncover the existence o f  the laboratory in Capal by 
using the heartstone, then the discovery of the Taint trail may 
place them on the right track. 
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The day following the PCs’ encounter with the Blooded Blades, 
Joan begins Her Quest. Rumors again abound, some ofwhich 
speak ofthe possibility ofJoan’s destruction and what such an 
event would mean for the Nation. The Watch plans to guard the 
Trial Hall closely until Joan’s return. At this point the PCs may be 
able to put the clues together and ascertain that the Blades have 
definite plans on attackingJoan, probably when She returns from 

uld be kept in mind that Halos is merely a catalyst to get 
the PCs thinking along the right directions. The Characters, at 
this point, should have enough information to  start putting 
everything together in the terms ofthe Z’bri plot. The key for 
the Weaver is to provide enough information scattered 
throughout the scenes so that the PCs are not left without an 
opportunity to uncover the plot for themselves. Halos, while 
powerful and inscrutable in his own right, should not be used to 
provide all the answers. If anything, Halos should merely nudge 
the PCs in the right direction, helping to fine-tune what 
information they already have and then possibly suggesting new 
avenues for them to explore. 

There is a considerable amount o f  information to impart t o  the \\ 

PCs. The Weaver should be quite aware o f  the coming scenes 
and prepare to deal with whatever the Cell decides. Nothing in 
the above Quest must be taken in order, and if the Weaver sees ’ 
an opportunity to move locations or change time-tables while 
still imparting the same information, then she should do just 
hat. Names and locations are not as important as the concepts 

and clues found in the Act. 

ocation of  the Skyrealm found in A Mission from Above is 
tionally kept ambiguous. It is possible to place the Skyrealm 

just about anywhere within Bazaar. If the Weaver so desires, the 
Skyrealm can cease to be a Skyrealm and instead become 
another complex, possibly underground or located in the 
Outlands. The original location ofthe Skyrealm, near one ofthe 

2.Lo.t  a n 8  F o u ? c !  

that not all the Tribals outside o f  the Joanites are hostile to the 
Fallen. Statistics and more information on the Z‘bri of the 
Blooded Blades can be found on pages 84-87 in the Weaveri 
Resources. 

It is possible that the plot on Joan’s life will be uncovered during 
the Act, using information from the heartstone in connection with 
the clues from the Skyrealm. The ramifications ofthe plot are 
staggering to anyone familiar with the role ofthe Fold and the 
River of  Dream. The Blades are experimenting with a very @le 
aspect ofthe world. Should their experiments continue on the 
scale they propose, then the balance between the Physical World 
and that ofthe Spiritual One is in great peril. lfthe Fold is ruptured 
irreparably then the worlds of Flesh and Spirit could collapse, an 
apocalypse of sorts far worse than the Fall. Normally this would 
be a preposterous thought, but ifJoan is attacked while weakened 
from Her Quest and Trial, then the Blades’ plans will bear hit. 

Statistics on Den-Hades, should she replace Halos, are found in 
the Rulebook, p. 100. 

Statistics on the Watch should follow the Joanite Warrior 
template found in the Companion, p. 106. 

A C T  T W O :  W H E R E  M E N  F E A R  T O  

D 
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The River o f  Dream is not a bridge nor is it like a river, unlike 
what others may have toldyou. The place whereyou Dream is 
more akin to the waves ofthe Great River than anything else. Go 
there and watch those waves. You will see that they are 
formless, sometimes reaching into the sky and at other dipping 
into the River itself The waves are never part ofone world or 
the other, forever created and destroyed between places that 
they are not. 

Like waves, the River of Dream is transition. It is neither here in 
the Flesh, with us, nor there, in the Spirit World, a placeyou 
cannot know. 

-Baba Vag, the Thousand Lessons 
entrances to  Playground and by a hidden Marian temple, is to 
help bring the PCs to encounter certain elements within the 
story. Locating the Skyrealm near Playground allows the PCs to 
come into contact with the Agnites and discover (or reaffirm) 
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hoparmed with a few thoughts and names gleaned from their 
encounter with the Blooded Blades, the PCs venture by way o f  
the River o f  Dream to Capal. In the River o f  Dream the PC Cell 
is caught up in the dream ofValerie Ben’on, now tainted by the 
Flemis she has been fighting. 

Recently, in Word from the North, Valerie did battle with a great 
collection of  Flemis. Though she was defeated, she was able to  
escape with her life and cost the Flemis dearly. It is after this 
battle that she encounters the Characters. 

Through their interaction with the nightmare, the PCs are able 
to orient themselves and complete the last leg oftheir journey. 
They discover the Blades’ hideaway and the specifics ofthe plan 
to destroyJoan, create a large rift in the Fold and then return to  
the Seed. Moreover, the Cell learns o f  the Keeper allies o f  the 
Blades. Eventually, the Blades notice the PCs and they are 
forced to make a hasty retreat. The Characters can, however, 
leave with enough information to return to Vimary and prepare 
an ambush in order to stop the Blades from completing their 
plans. 

, 
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Previously, at the end o f  Searing 111 Tidings, the Characters 
received a number o f  amulets from Halos in return for their help 
in finding Castor. These amulets are more then a simple thank 
you; they are invested with powerful Dream abilities that will 
allow the PCs’ psyches to enter the River o f  Dream even if they 
have no knowledge o f  Synthesis or Ritual. Halos instructs the 
Cell that they must be wearing the amulets while they are 
sleeping in order to utilize their powers. 

If the PCs are not working with Halos or a closely-related NPC, 
then they may need another route into the River of Dream. If 
they know Emulaan the Poet, he will help the Cell in return for a 
small payment or favor. Using prolonged rituals, he can allow 
them to enter into the River of Dream as though they were 
using the Yagan Aspect of  Dream Travel. Of course, if a PC has 
Dream Travel themselves, they may not have any need for help. 

In any event, if the Cell is working with an NPC, then he 
prepares them for their travel, giving them pieces of advice on 
the River o f  Dream. Their ally makes it known that they are on 
their own since he will be quite occupied with Joan’s Quest. He 
reassures them that traveling in the River of Dream is the fastest 
and safest way to reach Capal. He emphasizes that though they 
will not be able to physically reach Capal, their psyches will make 
the journey, which should be more than adequate for them to  
scout the area and search out the Blooded Blades. 

Before the P G  leave, the Guide imparts a number o f  the 
memories he recovered from Castor into their minds. With the 
introduction ofthese memories the Characters view a series of 
disturbing images and must struggle to remain in control o f  their 
faculties. 

The first image is that o f  Castor as his eyes are plucked away 
from his skull. The PCs experience this first hand, as iftheir own 
eyes are removed. Castor and the Characters scream for mercy, 
blood flowing freely down their cheeks from the empty sockets. 

Abruptly the vision ends and a new one begins. This time, the 
PCs see Joan in a similar position. Her eyes are ripped from Her 
head as She screams for aid, Her arms hanging limply at Her 
sides. 

The next image is ofthe Blades’ script on a wall, specifically the 
pictogram that represents Capal. The Characters understand 
what the writing means, as ifthey always knew (though they will 
not automatically be able to read other parts of  the language). 

The final image they are left with is that of a young Castor 
kissing a girl for the first time. Once the PCs recover from the 
visions and begin puzzling over the memories and images, Halos 
sends them on their way. 

erharacter’s psyches leave their bodies and dive into the 
River o f  Dream. The Weaver should allow the PCs time to 
explore the limits oftheir new abilities. The Spirit World is much 
like the physical one, though more possibilities exist when it 
comes to  movement. Senses like smell and taste, normally 
forgotten or secondary in the World o f  Flesh, become quite 
important in the River. 

The specifics ofthe journey are left to the Weaver. A number of 
encounters with spirits are appropriate, however. By the end of 
the journey the Cell should be familiar with the more common 
denizens and concepts of the Spirit World (see Weaver’s 
Resources, pp. 76-78.) The dangers o f  becoming caught in 
another Dreamer’s dream realm should also become apparent, 
as should the relationship between the Dreamer and the pocket 
realm they create while dreaming. 

This may be an opportunity for the less Synthesis-oriented PCs 
to explore aspects of the Tribe 8 world that are normally closed 
to them. Allow the Characters to have a little fun, but make sure 
they are reminded that the River o f  Dream is a dangerous place 
and should not be taken lightly. 

The journey takes the PCs through northern Vimary and into the 
Outlands, possibly through the Rust Wastes or the H’I Kar. The 
dreams and spirits that the Cell encounters should be appropri- 
ate to the areas they travel through. 

If the Cell decides to avoid Dream Travel, or is not presented 
with the means to  do so, then they must make the journey the 
old-fashioned way, through the Outlands. The Weaver should 
have the PCs trace their destination ifthey are familiar with the 
areas that will be traversed, or if they have any maps o f  the 
region. 
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If the PCs are unsure o f  how to get to Capal, or  are concerned 
with the difficulty ofthe journey, it would be prudent for them to 
hire a guide. A number o f  Squats are excellent guides, and know 
the Outlands better than any Tribal or Fallen. Similarly, there is 
an unofficial guild ofjoanites called the Rangers (see Into the 
Outlands, p. 12), who are well versed in the environs outside of 
Vimary. The Rangers know the hazards o f  traveling through the 
Outlands and are quite accessible to the PCs. This may be an 
excellent opportunity for the PCs to get close to  a joanite and 
find out their true feelings about the Trial and Quest ofJoan. 

Being assigned to the Rangers is usually seen as a punishment, a 
short step away from being outcast. Many of  the Rangers are 
quite excited by the unfolding events and the reconciliation 
between the Joanites and Fallen, hoping their role in their Tribe 
may be bettered by the new developments. Other, more 
traditionalist Rangers, see the Quest as an affront t o  their 
positions, as many became Rangers to avoid becoming Fallen 
and now resent the growing closeness between the Outcasts 
and the joanites. 

As the journey unfolds the Weaver should select opposition and 
discoveries appropriate to the Cell. Gek’roh and Squat attacks 
are probably the most appropriate violent encounters for the 
PCs as they make their way towards Capal. 

/ 

WhiR moving through the River of  Dream the PCs make a 
fateful encounter. The Ghost o fa  recently departed member o f  
Isaac’s Chosen is wandering about, unsure o f  what to do. 
Confused and scared, the Ghost has begun to make its way 
towards CaDal, where it encounters the PCs. 

The Ghost, Artul, was a trusted member ofthe Keeper group 
known as Isaac’s Chosen. He began to have doubts as to Isaac’s 
divinity, and was punished severely for his lack offaith, the 
beatings leading t o  his death. He is beginning to  think he was 
horribly mistaken and that Isaac could have led him to salvation 
instead of  the waking hell he is caught in now. 

The Characters may notice the smell of gunpowder that follows 
Artul even in death. However, this time they can notice that the 
smell is more than a simple annoyance, but it is also the spiritual 
mark o f  Isaac. Artul was at one time marked by The Calling (see 
Horrors ofthe Z’bri p. 91) and the residual dampening o f  his 
soul still is perceptible (PER, Threshold 6). 

Arm1 will beg the P G  to “lead him to salvation.” He has no idea 
what or where such a thing is, only that it is good and that he 
does not have it. He desperately wants to  be put t o  rest and 
sees the PCs as the last, best chance he has. 

Artul knows the general vicinity ofwhere Isaac goes when he 
leaves the Keepers and can help correct the PCs’ course. He 
does not know that the lab exists, merely the general direction it 

is in. He knows all about Isaac and Isaac’s Chosen and is willing 
to  share his ideas that Isaac is not a Fatima. He has no idea what 
Isaac is (he has never before encountered a Z’bri), only that he 
seems more malicious than benevolent. Artul also knows that in 
the next few days Isaac plans to lead his followers to some new 
destiny, probably bringing them into contact with the Tribes. 
The ‘Fatima’ implied that the Keepers would be aiding him with 
some great ‘miracle’ upon their introduction to  the Nation. Artul 
does not know exactly what the miracle is supposed to be, only 
that it greatly excited Isaac. 

For Artul’s statistics, use those for Charles Ever-Weeping, p. 80 
o f  Weaver’s Resources. 

’,, 

The closer the PCs get to Capal, the more the dream-realms 
seem to increase with alarming regularity. With a bit of  skill, the 
PCs are able to bypass most ofthem as they center in on the 
location ofthe Blades. The Taint that was faint in Vimary 
becomes more and more pervasive as the Characters journey 
closer and closer to the City o f  Hate. Normally, the specific taint 
ofthe Blades would be unremarkable against the combined 
atmosphere ofthe many Z’bri in the Capal area. However, the 
regularity o f  the Blades visits to an area just outside of  Capal and 
outside o f  most Z’bri contact makes their specific ‘stench’ all the 
more recognizable to  those looking for it. The trail becomes 
stronger and the group pushes forward. 

As the P G  search for the laboratory, with little warning, they are 
caught up in a particularly vicious nightmare. The dream-realm 
rushes upon them with frightening speed and they have little 
chance o f  averting disaster. The nightmare plunges the Cell into 
a fierce battle with a Koleris-like being. 

The beast, like so many Z’bri, presents a terrible picture. 
Standing almost four meters at the shoulder, the dream-beast 
has a number of  large, insect-like appendages that continually 
erupt from beneath its skin to lash out, strike and then retreat 
back again. Each time an appendage comes forth, newly healed 
skin is ripped asunder. The form of the beast is human, though 
the fingers are unnaturally long, the teeth sharp like that o f  a 
wolf or  dog, the eyes completely gray and the skin constantly 
ripples as if things crawl beneath it. The beast’s hair is a mass o f  
disheveled locks that mask much of the face but occasionally 
allow flashes of  the eyes to  be seen. The dream-beast is 
completely naked. Despite its similarity in appearance to the 
Z’bri, its mere presence in the River o f  Dream suggests that it is 
much more. 

The beast seems to cry incessantly as the Cell does battle with it. 
The dream beast wails not from pain but from anguish. Each 
time the PCs seems to get the upper hand, the terrain itself 
seems to block the P G  from delivering the final, decisive blow. 
If a Character drops their weapon, or carries no weapons, the 
beast eventually approaches the unarmed figure and begins to 
speak in skilled and eloquent Tribal. 
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If none o f  the PCs drop their weapons, then the beast will begin 
speaking just as it delivers the final blow or just before it is 
dispatched. Instead of killing the Character or fading into 
nothingness it will stop and begins talking to  the gathered 
humans. 

The beast converses cordially with the PCs. More than anything, 
the beast wants companionship, though it (it has no name that 
it can remember) randomly howls in agony and is constantly 
scratching and rubbing itself as though it feels dirty. If the 
Characters ask the right questions they can get very specific 
directions to the laboratory o f  the Blades, which is located in a 
cave not far from where the battle occurs. If the PCs further 
press the monster for more information they can uncover a little 
background on the Blooded Blades. 

The monster, in its physical form, considers itself a great 
destroyer o f  life. It particularly likes taking the life o f  Z’bri (note 
that it refers to Z’bri as something other than itself). The beast is\ 
preparing for a great invasion, one that it knows will come but ~ 

does not know how or when. It has been stalking the land 
outside o f  Capal preying on the weak for what seems like 
centuries. Because of its time outside o f  Capal it knows about 
the three Z’bri known as the Blades, even having crossed claws 
with the one called Vezmal. The beast also knows a considerable 
amount about the environs of  Capal and will be willing to trade 
all sorts o f  information in return for stories ofthe Tribes. The 
beast is particularly interested in Vimary. 

The PCs may believe that the beast is actually a Hunter if they 
have had contact with one ofthe rogue Z’bri before (see 
Homrs ofthe Z‘bri, pp. 67-7l) and the Weaver should do 
nothing to dissuade this idea. The creature sees itself as 
something very similar to the Hunters, though it does not know 
of the Hunters themselves. 

As abruptly as the encounter begins, the nightmare fades and 
the Characters are left in the River o f  Dream where they were 
before the vision began. Interestingly, the P G  may detect a little 
residual Flemis Taint on their own psyches. (PER, Threshold 3) 

Whether they realize it or not, the Cell has just conversed with a 
very confused and angry Valerie Ben’on. When her psyche 
detected the familiarity o f  mostly untainted, non-Serf humans in 
the area, her mind reacted and tried to bring the Characters into 
her dream to  comfort her and remind her o f  home. Valerie is 
currently locked into an existence where each day is a struggle, 
but a struggle in which she strongly believes in. She has given 
herself a mission, and has vowed to  fulfill it. Valerie is convinced 
that the Fallen are mounting a great campaign against the Z’bri 
and she is preparing Capal for that day. She operates deep in 
Zbri territory, gathering information and scouting the area in 
hopes that one day her knowledge will aid the invasion. She is a 
fanatic and cannot be dissuaded from her goals. In fact, some of 
this determination may carry over into the encounter with the 
PCS. 

If the PCs are venturing in the real world and the Weaver would 
like to add this scene into their cycle, then the encounter should 
occur while the Cell is asleep just outside of Capal. Most likely 
the entire group will not be able to participate in the encounter, 
assuming one or more of  the Cell is on watch (a good idea, so 
close to Capal), otherwise, the encounter can run as it is. 

Resourceful PCs may turn to the spirits that inhabit the environs 
surrounding Capal. Many ofthe more predatory animal spirits 
will know about the blight on the landscape left by the 
laboratory. Most know to avoid it and are quite familiar with the 
particular smells associated with the Blooded Blades and their 
lab. lfthe PCs encounter or seek out such a spirit (such as a 
ferret, dog, or wolfspirit) they may be able to convince it to 
help them find the laboratory. Nothing comes for free, however, 
and the spirit will want something in return (a game of some 
sort, information, a side quest on the part of the Characters). 

A D O W S  A N D  D A R K N F S S  

Cs finally discover the cave where the Blades’ second 
laboratory is located and venture inside. In the River of Dream 
they are able to  observe the laboratory from a level o f  safety that 
the World of Flesh cannot provide. None ofthe Blades are in 
the laboratory as the PCs arrive, giving the Cell some time to 
investigate. 

In the physical world, the laboratory is a large cave created by 
the toil o f  a number o f  Serfs. The entranceway is located within 
a copse o f  trees and is simply a large hole in the ground that is 
usually covered over by a camouflaged screen. Using a ladder to 
climb down into a hole, the passageway quickly opens up into a 
great hall that is the laboratory proper. The walls of the room 
are reinforced with sheets offlattened bone. The sheets give the 
room a sterile feeling, keeping all the walls, ceiling and floor 
completely white. Scrawled across the bone walls is the (by 
now) familiar script o f  the Blades. The writing is very similar to 
the large equation found on the fifth and sixth floors of the 
Skyrealm and is easily recognizable as such. However, these 
symbol-words, written painstakingly in blood, are much more 
refined and direct. 

The equation in the laboratory is more legible and understand- 
able than the equation in the Skyrealm and the Characters, given 
time, may finally decipher much ofthe text. The equation does 
not mention Joan, but does go into depth about the plan to  
disrupt the River of  Dream and the two realms (Physical and 
Spiritual) to create a rip in the Fold. The catastrophic events 
that will be brought about by bringing the two worlds together 
is not their ultimate goal, just a side effect that barely concerns 
the Blades. Should their plan work, the problems ofthis world 
are o f  no concern o f  theirs. 
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The writing also describes the magnitude of  disruption needed 
and a personal note by one o f  the Z’bri, off to the side, notes 
how difficult and rare such an opportunity will be. The names of 
all three ofthe Blades, Vezmal, Issooc and Dah’am’pir are all 
located at the end of  the equation, like a signature. There are 
also the recognizable symbols o f  Z’bri households, two Melanis 
and one Sangis. The house symbols are not in the Blades’ script 
and any PC versed in Z’bri lore will immediately recognize them. 

Across the floor of the lab is another large circle, similar in size 
to the Skyrealm circle, except that this one contains another 
circle within it, looking somewhat like a target or a bullseye. 
Centered within both circles are three decaying corpses that 
were once Serfs. Each body has a knife wound in the center of 
their chest and the eyes have been brutally removed. One of  the 
corpses does not have a tongue, merely a bloody and raged 
stump. 

Trash and refuse ring the walls as though swept there recently. 
Interestingly, a considerable amount o f  the trash is actually large 
pieces of scrap metal that look t o  have been purposefully 
fashioned into a specific form. Close inspection reveals the metal 
to be part of  some large, muddled set of armor. The armor is 
too large for a human and would be useless in combat, since it 
would inadequately cover many vital body parts. Words are 
etched on much of the metal. If the PCs can read Keepspeak 
then they will discover that it is a series o f  names with one name, 
Isaac, repeated time and time again. The armor is actually 
discarded pieces of Issooc’s costume for when he visits the Rust 
Wastes in the guise ofthe ‘Fatima’ Isaac. 

Located in one corner on the wall, away from the great 
equation, are the writings o f  one o f  the Serfs sacrificed in the 
circles. The Serfwas able to create the symbol ofthe Keepers, 
one of  the only symbols she could readily recognize and 
associate with the Blades. Other writings beside the Keeper 
symbol are actually crude drawings (the Serf had no writing 
skills). 

The drawings depict a monster attacking a naked human. The 
attacking monster comes at the poor human from the right side, 
and a blurry mirror image ofthe same beast attacks from above 
and to the left. The human, little more than a stick figure, cowers 
and covers i ts head in defense against the mirror-monster. The 
unfortunate Serf, before she was sacrificed, was used as a guinea 
pig to prove the Z’bri able to simultaneously attack something in 
the Physical and Spiritual worlds. The drawings are her 
interpretations o f  that harrowing event. 

Eventually, one ofthe Melanis, Dah’am’pir, is alerted to the fact 
that something is amiss around the laboratory. Due to their 
acute senses, the Weres, which accompanied Dah’am’pir 
outside as the Characters searched the laboratory, become 
listless. Dah’am’pir who is already on edge from the battle in the 
Skyrealm, enters the lab to verify that nothing is awry. 
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lfthe PCs are in the River of Dream while investigating the 
laboratory then Dah’am’pir does not notice them initially. 
However, Dah’am’pir does detect the faint residue of  Flemis 
taint ifthe PCs encountered Valerie’s nightmare, and will start a 
ritual to peer into the River o f  Dream. Dah’am’pir hopes to find 
a better idea o f  where the taint leads, and instead discovers the 
PCs. If there is no discernible taint following the Cell, she spends 
some time using the aspect of  Inspiration (see Horrors of the 
Z’bri, p. 92) to increase her own perceptive abilities to identify 
the intruders (whether they are in the River of  Dream or not). 
When she detects the PCs, the Z’bri howls in rage at the second 
violation o f  her sanctum and immediately begins a ritual so that 
she can create a region of Dream void to attack the PCs in the 
River. 

The howl o f  rage from Dah’am’pir will also bring the two large 
Weres into the laboratory. At first the PCs only see the naked 
forms ofwhat they assume to be Serfs drop into the laboratory. 
Seconds later the skin on the ‘Serfs’ rips away and standing in 
their place are two hulking Weres. The Weres are not able to 
find the PCs unless they are in the Physical Realm, but will 
certainly create a graphic idea ofthe danger that the Blades 
pose. If the Characters are in the physical realm they have a fight 
on their hands, with two large Weres and Dah’am’pir out for 
their blood. 

Statistics for the Weres can be found in Weaver’s Resources, p. 
95. 

Should the PCs find some way to kill Dah’am’pir then the ritual 
to rend open the Fold still continues normally. Unfortunately for 
lssooc and Vezmal, Dah’am’pir will not be with them and their 
task will be that much harder, but neither they will not have to 
keep the hole open as long, since only two must pass. The 
Blades have come too far to allow a simple thing like the death 
o f  one oftheir members to halt the experiment. 

After the second encounter with the Characters’ Cell, the Blades 
step up their plans and begin preparing for their ambush on 
Joan. From this point on, the Blades are much more on their 
guard, wary of any further intrusions. They post a Were and a 
number o f  Serfs as guards for the laboratory in Capal and put 
works in motion to sneak a Were up to the Skyrealm in Vimary 
to prevent anyone from finding out anything more. 

The PCs should realize they are under-equipped to  fight the 
Blades, especially with possible Keeper and Were lackeys aiding 
the Z’bri. At this point, the Cell should begin to plan an ambush 
and try to  gather the resources likely to aid them in their efforts 
to  thwart the Z’bri plot. 
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Onhe i r  way home through the River o f  Dream the P G  have a 
fairly uneventful journey. Throughout a good portion oftheir 
travel, however, they can see images o f  an old woman and what 
appears to be her granddaughter, just at the spiritual horizon. 
No matter how hard the Characters try, they cannot get any 
closer to  the pair, who seem almost like an afterimage superim- 
posed on whatever the P G  are looking at. Before the Cell 
makes it back to their bodies and just as they arrive on the 
outskirts of Vimary, the old woman and young girl disappear 
entirely from Dream. 

The old lady is Baba Yaga, the young girl Agnes. Baba Yaga is 
spending time with the growing Fatima, teaching Agnes more 
about the nature of Synthesis and the River o f  Dream. Both 
Fatimas entered the River in an attempt to find Their questing 
Sister and covertly monitor Her progress. Baba Yaga in 
particular is interested in seeingjoan return successful as the 
Crone is worried about the consequencesjoan’s death would 
have on the Nation. Instead o f  findingJoan, however, They find 
the P G  and are intrigued that so many Fallen humans are freely 
and skillfully traveling the River o f  Dream. The two wish to 
maintain their anonymity and so never allow the PCs to  get any 
closer than absolutely necessary. 

Baba Yaga is the most skilled entity in Vimary regarding the 
River of  Dream. In fact, She may be the most knowledgeable in 
the world next to the Goddess Herself. Keep this in mind if the 
PCs try to  close the distance between themselves and the lady 
with the child. Baba Yaga can and will dictate when such a 
meeting takes place. However, if the Characters are creative and 
resourceful they may gain hints as to who really was watching 
them. Possible rewards should be subtle and probably delayed 
from the initial encounter. One such reward may be that the PCs 
find out when they return to  Horn that someone unknown left 
them a ‘debt owed.’ The payment is in the form oftwo tribal 
medallions, Yagan or Agnite or both. 

When finally back in their bodies, the PCs are exhausted and fall 
into a deep sleep. Despite their bodies being well rested because 
of  the trance-state they were in, the characters’ minds have had 
no such rest. They wake just long enough to realize they are 
ravenously hungry and to feed that hunger. Once fed, however, 
the Characters need a good, solid night of rest. The trip takes 
about two full days in total if done by way of Dream Travel, and 
their minds have remained active for over forty-eight hours. If 
the journey is undertaken in the physical world, the trip can take 
upwards of a week, which, if the Weaver chooses, may be too 
long for the Cell to adequately prepare forjoan’s return and the 
unfolding of  the plot. 

If the PCs are working with Halos, then when they wake there is 
a small man attending them. When he sees that the Characters 
have awakened, he immediately runs off to get them food and 
water. The man, Sebitz, directs the Cell towards Halos’ current 
location, within the rubble of  Veruka’s home. Halos is writing in 
a journal, but takes the time to talk with the PCs. Halos’ hands 
are blackened and much o f  his face is chalked with ritual 
markings of  some sort. Huge bags under his eyes are very 
noticeable, and he looks as though he has not slept in days. 

Halos does what he can to  answer any questions the PCs have, 
but anything specific to the plot of Warrior Unbound will 
probably be out of his purview. General questions on the River 
o f  Dream, the Sea o f  the Lost, Synthesis and what happened in 
Vimary while they were in &pal are more apt to be answered by 
the Guide. No one is sure when Joan is going to return, not 
even Halos, so the Characters must make haste in their 
preparations. 

o f  the hints and resources that will help the Weaver in this 

workings o f  the River of Dream. It is best for the Weaver to be 
familiar with the River of Dream before running this quest, 
particularly if the River takes the prominent role intended in 
Warrior Unbound. 

The Weaver should take the time to explain just what happens 
to the P G  when they enter the River o f  Dream. Their body is 
left in the real world as if sleeping or in a deep coma and from 
there, the mind ofthe Dreamer enters into the River. This 
happens to  everyone, however, what makes the event discon- 
certing for the Characters is the next step. The mind of the 
Dreamer becomes untethered and is able to move about the 
spirit world at will. It would be as if one’s legs started acting on 
their own and could then walk off and leave the rest ofthe body 
behind. The PCs should roll a WIL test, Threshold 3, t o  refrain 
from panicking altogether if this is their first time Dream-walking. 
The initial fright can be overwhelming and all-encompassing. 
After a few minutes, fear is overcome by the novelty of the event 
as the new Dream-Walkers explore the capabilities o f  their 
unburdened psyche. 

It should be noted that if the body o f  a Dream-Walker is killed or 
dies for whatever reason while the psyche is in the River o f  
Dream, then the psyche can be trapped in the Sea o f  the Lost.. 
Moreover, what makes Dream-Walking dangerous is that the 
body and mind are no longer linked and ifthe body is attacked 
or fails for some other reason while the Dreamer is in the River, 
then there is little chance ofwaking. The body is unable to force 
the mind back into the physical world because of  the spiritual 
separation. 

Statistics for the Nightmare Beast from The Maw ofMadness 
can be found on page 94 in the Weaver’s Resources. 

Statistics for the Weres can be found in the Weaver’s Resources 
section, p. 95. Statistics for Dah’am’pir can be found on p. 86 of 
the same section. 

Finally, ifthe P G  decide to avoid the River of Dream, a number 
of changes have already been suggested. If the Weaver feels she 
needs to do so, any part or the Act itself can be placed in the 
physical world with only little modifications. Any mention later in 
Wanior Unbound o f  events which occurred in the River o f  
Dream will need to be changed accordingly. 

. bq$ 
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Yaga chooses which souls Joan will hunt for, the an- 
cement is made and Joan is sent on Her Quest. Baba Yaga 
s Her announcement to the Grand Council and the 
red Fatimas, but the information is not kept quiet for long. 

Along with Awarnak Kil’on, a number of Dahlia’s favorites are 
also able to  come up with the information (leaked to them by 
Dahlia Herself) and spread it across Vimary. In less than half a 
day most of Vimary has heard of the decision. 

Joan is sent to recover Uhanna, the Sheban hero, and Delastes, 
an obsclrre Evan. Rumor has it that Tera Sheba is not pleased 
with Baba Yaga’s choices, though nobody has any idea as to  
why, and conjecture is rampant. Many suppose Tera Sheba 
wanted Joan to search for and recover more than two souls, t o  
make Her Quest more difficult. 

Much ofthe work around Vimary stops and an unofficial holiday 
is called. Interestingly, Eva has made a pointed effort t o  ignore 
the proceedings and has stressed to Her Tribe that their work 
must continue, despite the “circus” going on around them. A t  
the other extreme are the Dahlians. Reveling in the tense and 
confused atmosphere o f  Bazaar. which has extended to all of 
Vimary, the Dahlians are turningloan’s Quest into a large party. 

The Watch is hard pressed to keep any semblance o f  order, with 
many memben succumbing to the spreading inactivity. A few 
clashes between the Watch and mobs of Shebans and Dahlians 
erupt near the Sunken City. The occasional vigilante group rises 
in the days followingJoan’s departure, often with an angry 
Sheban or Evan at the van. There are whispers that some ofthe 
vigilante mobs are not spontaneous, but actually the work o f  
some organization within Tribal society, possibly the Grand 
Council itself, or the feared Black Owls. 

Many Dreamers capable o f  Synthesis, Tribal and Fallen alike, are 
stricken by violent visions ofJoan and Her Quest. The Templan 
ofJoan, thelackers and the Children o f  Lilith are all particularly 
targeted by the waking-dreams. Most o f  the visions place the 
Dreamer in the stead ofJoan as She makes Her way through the 
River of  Dream. Joan journeys through the Sea of the Lost, a 
disconcerting and uncomfortable place, even for one as 
powerful as the Fatima. Her presence is like a beacon to which 
many malevolent spirits and wayward dream-realms flock, like 
moths to a candle’s flame. Creatures and shades from people’s 
nightmares attack and harryJoan as She searches for Delastes. 
She works in haste, floating though the Sea ofthe Lost, spurned 
on by some unknown knowledge ofwhich way to navigate in 
the trackless abyss. Throughout Horn and Haven the relative 
quiet o f  the night is shattered by the waking screams of  
someone escaping from the visions of  Her torment. 

Joan proves victorious, however. Two days into Her journey She 
is able to recover Delastes’ soul. His spirit, seemingly longlost 
to even the inscrutable Baba Yaga, is trapped within the warped 
dream realm o f  a dead Dreamer. The dream is powerful enough 
itselfto continue on existing beyond the death o f  its inadvertent 
creator, gobbling up wayward souls to feed a hunger it can 
never satiate. Delastes is caught in the dream, a nightmare o f  
blood and combat, and is forced to continually play out the 
deadly battles until Joan frees him. Joan navigates the dream, at 
great peril to Herself, manages to find Delastes and convinces 
the lost soul to follow Her back to Vimary. Once free, Joan takes 
Delastes’ soul into Herself. 

Joan then continues on. The third day begins with visions o f  Her 
arm broken, quite literally hanging in tatters by her side. Joan 
writhes in agony, the palpable smell o f  metal and rust all about 
Her. She is too far from help and must somehow pick Herself up 
and continue with Her Quest, hampered though She may be. 
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The Templars are noticeably affected by the visions o f  a broken 
Joan, and rumors circulate o f  numerous Templars being driven 
insane by the horrible visions they see. Nearly every member of 
that group claims to have had some sort o f  vision ofJoan on the 
third night of Her Quest, the shared dream possibly the effects 
of Her pained cries reverberating in the physical world. 

Some whisper that, while asleep and dreaming, normal people 
are able to see into Joan’s soul, Her agony shared with anyone 
unfortunate enough to get caught in one of the ripples of Her 
Dream. What they see no human was ever meant to know. 

To many ofthe more conservative elements ofvimary, Tribal 
society - along with the minds ofthe more sensitive members of 
the Tribes - looks as if it is crumbling. Quietly and in private, 
people pray for a quick resolution to Joan’s Quest and for a peaceful 
resolution to all the nightmares and anger plaguing the Nation. 

On the other end ofthe spectrum, the Blades have stepped up 
their preparations. They know that ifJoan is to return She will do‘ 
so soon, or not at all. No augury on their part can foretell the .. 
time of Her return, so they make preparations for the earliest 
possible moment and settle in to wait for the Quest to end. 

The Blooded Blades have returned to Vimary and are gathering 
their allies to place them around the place designated forJoan’s 
arrival, the same place the Trial was held. The Trial Hall, as the 
building is coming to be called, is an immense building just on 
the shores ofthe Sunken City. A quarter ofthe building is 
submerged in the chilly waters of the river, but the rest o f  the 
building lies above the water line or on dry land. Sheban guards 
and Watch members keep a vigilant eye on the grounds 
surrounding the Trial Hall, and none but the most trusted 
advisors to the Fatimas are allowed to enter or leave. 

O K :  T H F  C R O N F  AND T H F  C H I I D  

The ’.p Cs encounter the older woman and the adolescent girl 
whom they saw in the River of Dream. T o  the Cell’s surprise, 
they notice the pair walking the streets o f  HomlHaven on an 
errand. At first the meeting appears to be by chance, but after 
the meeting, the Characters may be left with doubts as to how 
random the encounter really was. 

The setting is a busy street, with quietly ordinary people 
traveling and shopping for their groceries for the day. Overall, 
the scene is as normal and unassuming as possible. The exact 
setting does not matter all that much, though the streets of 
Horn are probably the most likely for the encounter to take 
place. While the PCs go about their business, they stumble 
across a woman and child who look remarkably like the woman 
and child they saw in the River of Dream. If any ofthe Characters 
confront the pair, they will be happy to take time out oftheir 
busy schedule to talk with them. 

The Weaver can drop in this hook at just about any time in their 
story as a quick break from the main plotline. 

. . . .  _I _ . . . . . . . . . . . . . . . . . .  
A X  

:\, 
’The pair, named Patrice (the old woman) and Kat (the pretty 
adolescent) are amiable and seem quite interested in talking, 
especially about the current events surroundingJoan. The two 
are particularly interested in finding out what the PCs think 
aboutJoan’s quest. In return for the PCs sharing their informa- 
tion and opinions, the older lady, Patrice, will share a consider- 
able amount of what she knows of the situation. Patrice will not 
reveal things she could not know as a normal human, but 
appears very knowledgeable and ‘in the loop’ regarding the 
current state of Tribal affairs. I f  asked about her extensive 
knowledge, she responds that she is quite good at listening to 
the truth behind rumors and has spent a lot oftime listening. If 
asked about the River of Dream, the two act a bit confused and 
ignorant in the ways of Synthesis. They flatly deny ever being in 
the River of Dream, and in fact they find the idea ludicrous. 

~ F T F R M A T H  
I ,5 

If the Weaver wishes, the pair can be just as they seem. Instead 
o f  Baba Yaga and Agnes they are merely the templates from 
which the two Fatimas took Their disguises while in the River o f  
Dream. In effect, Baba Yaga and Agnes merely copied the forms 
o f  Patrice and Kat. If this option is used, Patrice and Kat are 
nothing more than the victims of circumstance. Still, the two are 
genuinely interested in the Cell and may become good contacts 
for the Characters as well as a nice opportunity to role-play. The 
encounter with ‘normal’ Patrice and Kat can serve to show the 
PCs that not every meeting in a cycle is spiritually or politically 
significant, that there are normal people in Vimary just trying to 
live their lives as well. 

Similarly, Patrice and Kat can actually be Baba Yaga and Agnes, 
following up on what they saw while in the River o f  Dream. 
Intrigued by the PCs’ abilig to navigate the River of Dream, the 
two Fatimas now want to know what the Cell discovered. lfthe 
Characters are at all forthcoming, then Baba Yaga will take note 
of their help and eventually give them a crucial piece of advice, 
or place a few of Her followers in a position to help the PCs 
when they face off against the Blades and their allies. 

If the Cell performed some exemplary act while in the River of 
Dream dealing with Baba Yaga and Agnes, this may be an 
opportune time for a reward. 

A third option exists, where Patrice and Kat are favored 
followers of Baba Yaga and Agnes sent as proxies to discover 
what the Cell knows. In this case, Patrice and Kat are spies sent 
by their respective Fatimas. It is quite possible that Patrice and 
Kat are very skilled at Synthesis, having mastered the aspects o f  
Curse of Dream and Naivete, respectively (assume that both Kat 
and Patrice have level 2 in Synthesis). lfthe Characters are 
friendly and open, then Patrice and Kat will leave the PCs alone 
in short order. On the other hand, ifthe Cell decides to push 
Patrice or Kat around or act irreverently in their presence, 
Patrice will not hesitate to use any Synthesis powers she has (a 
dangerous proposition for the PCs if she has Curse of Dream) 
to defend herself or Kat. 
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e PCs are stalked by a Sangis assassin, sent by the Baron to 
own and destroy the Characters. The Baron, on the 
of Prince Sl’Onis (see Virnary p. 118) and his spies believe 
e Characters’ Cell is associated with the Blooded Blades. 

effort t o  flush out the Blooded Blades and undermine their 
power, the Baron is interested in destroying any and all o f  their 
allies or servants. Unfortunately for the PCs, one ofSl’Onis’ 
spies was discreetly present at the Capal laboratow and 
identified the Characters. Now, it is their turn to b i  the hunted. 

nitial attack should be conducted in a place where the Cell 
relatively safe. The Sangis assassin is searching for them 

and them only. If he initially finds the P G  in a large group he will 
hesitate to attack, especially if the bystanders are Tribals or if the 
PCs are within the boundaries of the Nation. A delicate truce still 
exists between the Baron and the Fatimas, and the assassin has 
been instructed to be especially discreet in order to not further 
jeopardize the already unstable peace. 

In the end, there should be little warning ofthe attack. The 
assassin is Nis’Vich, a member ofthe Talons, one ofthe Baron’s 
personal bodyguard. He is quite skilled at disguising himself as a 
Tribal, which is why he was selected for this job. Nis’Vich uses 
his significant powers in Appeasement and artistic skills (to paint 
fake tattoos) to disguise himself as a normal human. 

A t  Nis’Vich’s aid are a handful ofTribals. Three Shebans escort 
Nis’Vich through Vimary, helping the Z’bri maintain a low 
profile. The Shebans, led byJudge Anders (use the Judge 
template from Word ofthe Pillars p. 79, or Verra Thaim’on from 
the Rulebook, p. 64) is a loyal associate ofthe Crucible and 
High Judge Cylix. He has been ordered by Cylix to maintain 
Nis’Vich’s anonymity at all costs. Cylix, as well as a good part o f  
the leadership of the Crucible, knows o f  Nis’Vich and his mission 
and does not want to  be associated with the Z’bri, however, the 
Baron requested guides for Nis’Vich and as a show offaith, Cylix 
was ordered by Tera Sheba to provide the Sangis with just that. 

Besides Judge Anders, two Stiltwalkers, Johns and Ridik, 
accompany the disguised Nis’Vich (use the Stiltwalker template 
from Word ofthe Pillars, p. 79) throughout Vimary. All three 
know that Nis’Vich is a Z’bri, as well as portions o f  his mission. 
All three also are extremely loyal to Tera Sheba and are prepared 
to die in order to protect the good name oftheir Fatima. 

....................... ................... .... ............................ ...................... ..... ... .... ............. .,. ... ............. ... ... ... ............ .. ........,........ 
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L t o . : t  a 7 6  F o v q 6  

. i  

G are ambushed by the very capable assassin. The attack 
comes at a very inopportune time and they must scramble to  
first stay alive and then defend themselves. Luckily, Nis’Vich 
focuses exclusively on the Cell, ignoring any innocent bystanders 
that may be nearby, relying on the Shebans to take care o f  any 
distractions. 

Before attacking the PCs, Nis’Vich asks for the Characten’ 
names, a final prepatory act to identify his marks and avoid any 
embarrassing mistakes. As the attack commences, Judge Anders, 
Johns and Ridik quietly back away to the periphery of the melee, \ 
hoping to avoid becoming involved in the fight. 

The three Shebans have been ordered to run interference with 
anyone that may intrude on the fight. To divert public attention 
away from the fight, Ridik stabs himself, then Judge Anders and 
Johns beg for aid from passers-by, hoping to buy Nis’Vich some 
time. Judge Anders is prepared to claim that Ridik‘s wound was 
caused by the Z’bri, hoping to avoid direct association with the 
beast and protect the secret o f  his Tribe’s involvement. 

If things begin to go badly for Nis’Vich, Anders instructs Johns 
and Ridik to flee and then attempts to  intervene, distract the PCs 
and allow Nis’Vich time to escape. Judge Anders is under strict 
orders to make sure that the attack is a success and if not, to 
make sure there is no evidence o f  the attack (such as the dead 
body of  the Z’bri) 

If the Characters are quick on their feet they may be able to 
subdue and capture one ofthe Shebans, or possibly subdue 
Nis’Vich himself. The Shebans can provide a considerable 
amount of information, as Judge Anders has conversed at length 
with High Judge Cylix about their mission. The judge knows that 
the Blooded Blades have moved much of their equipment to 
Vimary in preparation for some grand ritual or experiment. He 
knows o f  Sl’Onis’ interest in the Blades and consequently, in the 
PG. Anders believes that the Characten’ Cell is working with 
the Blooded Blades, but may be persuaded to believe that they 
are, in fact, working against the goals of the Z‘bri group. 

. . . . . . . . . . . . . . . . . . . . . . . . .  
R M A T H  

.,,, 
f h e  P G  should become quite paranoid, afraid they have 
involved themselves in a Z’bri civil war, or  possibly that the 
Blooded Blades is a group larger than they first expected. 
Assuming the Cell fends off the attack, Judge Anders will not 
return to Cylix. Afraid for his life, he will hurry home, gather 
some personal effects and make his way to Hom. He plans on 
leaving for the Outlands, though he has little in the way o f  
survival skills to fall back on. Anders plans on never speaking 
again o f  his involvement with the Z’bri nor o f  Tera Sheba’s 
instructions to aid the beast. 

The Baron is quite incensed at Nis’Vich’s failure. The leader of 
the H’I Kar believes that Nis’Vich’s failure is due to some kind of 
intervention on the part ofthe Fatimas, furthering his paranoia 
that the Fatimas are preparing to betray him. If Nis’Vich lives to 
return, but has not destroyed the PCs, the Baron kills the 
assassin. The Baron will not tolerate failure at this critical 
juncture in Tribal and Z’bri politics. 

. . . . . . . . . . . . . . . . . . . . . . . .  
I S I O N S  

., , ‘ .. ’ 
The number ofvisions and nightmares spreading aboutJoan and 
Her Quest increase at an alarming rate, and it is only a matter o f  
time before the P G  are forced to deal with these dreams 
themselves. The dreams and visions had previously been 
relegated to  just images and the occasional mutterings, but 
now, however, the dreams are becoming more and more 
disturbed. A Templar close to  the P G  (a friend, or contact 
perhaps) is very severely struck by one o f  these visions, and 
begins acting like a feral wolf. 

. . . . . . . . . . . . . . . . . . . . . . . . .  
N F S  

Thehcene is set just about anywhere the Weaver wishes. The 
TemDlar can either be a friend o f  the PCs or a random Derson 
just physically near the Cell when she undergoes her t rk fo rma-  
tion. If the P G  have few contacts or friends in the Joanites, then 
the NPC can easily be a former Templar that is now a Jacker, 
Squat, or Ranger. However, if the wolf-possession strikes 
someone emotionally close to  the Characters, the Weaver 
should deal delicately with the situation. The emotional impact 
and the ability to convey the threat to Joan’s life may well be 
worth the effort and risk to  an important NPC. 

.p . . . . . . . . . . . . . . . . . . . . . . . . . . .  

: I  E) I M A X  
t complaining o f  a series o f  dreams which have dramatically 

increased in intensity each night, the Templar screams in agony 
and drops to all fours, half-shredding, half-stripping off all her 
clothes. One o f  the most shocking things about this particular 
vision is that it is not a vision at all, but a possession by a spirit of 
the Winter Wolf acting on Joan’s behalf. The spirit may even be 
the extension of an agonized Joan, reaching out across the River 
of Dream. The exact nature ofthe possession and reasons for 
the actions on the part of the Templar should remain a mystery 
for the P G  to  puzzle over. 

Descending into the throes of the possession, the Templar runs 
around almost comically, acting like a wolf. The P G  may think 
that the Templar is actually acting or playing around at first, but 
when the NPC refuses to  listen and continues her actions the 
P G  should realize that the NPC is not play-acting at all. If the 
PCs try to detain or capture the Templar, she immediately 
attacks them in an effort t o  defend herself. She barks, snarls and 
snaps at any aggressors in such a way as to leave little doubt she 
will seriously injure anyone that touches her. 

If left to her own devices, the Templar will run off and attack any 
Shebans or former Shebans in the area. It matters not if the 
Shebans are women or men, adult or child, the Templar will lay 
into her target with the intent to rip out their throat. The PCs 
should realize that they must subdue the possession-victim 
before she hurts herselfor some innocent bystander. When she 
is finally subdued she wakes from her trance, unable to speak 
more than a few guttural statements. Before passing out, the 
Templar continually mutters the word, “talon,” but is unable to 
respond to any questioning. 
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a -  
a wolf, u ;less thd Characters intervene. lfshe does live, she 
wakes after the possession with a broken arm and numerous 
gashes and abrasions all along her battered body. She cannot 
recall how she did such wounds to herself and is particularly 
confused about her broken arm. The PCs, likewise, did not see 
any act in particular that broke that specific place on her arm. 

If the Characters hesitate too long during the episode of 
possession, the victim may find herself on the business end of a 

2.Lo.ct  a r . 5  Fov.?r! 

Watch spear orJacker sword-tip. The P G  may have lost a good 
friend while at the same time they should now be encouraged to 
step up the pace. The strange events in Vimary seem to be 
escalating, possibly a sign thatJoan is returning from Her Quest. 

The “talon” that the Templar speaks of before passing out is 
actually a reference to  how Joan broke Her arm. While in the 
deep o f  the Sea of the Lost, trying to find Uhanna, Joan is 
viciously attacked by a giant owl-spirit. The Owl is eventually 
beaten off, but not without costingJoan the immediate use o f  
Her arm. The Templar suffers the same fate, sympathetically and 
mystically breaking her own limb. 
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Q U E S T  T H R E E :  I D ,  E G O  A N D  

Ego and Superego deals with the PG’  preparation for the 
al battle with the Blades and their followers. 

The Acts o f  Chapter Three: Id, €go and5uperego are not in the 
standard linear format like the rest ofthe Quests and Acts within 
Warrior Unbound. Instead, there are a number ofspecific 
avenues the PCs have the opportunity to  take in order to gather 
the weapons necessary to defeat the Blades. There are specific 
weaknesses that may also be exploited, if the Characters are 
observant enough to pick up on them while engaging and 
investigating the Blades in the first two Quests. 

/d, Ego and Superego presents a few o f  these weaknesses and 
weapons, as well as suggestions on how to direct the PCs so as 
to have access to these resources. The P G  have two days to 
prepare before Joan returns and the Blooded Blades spring their 
trap, though they will not know this. This Quest, more than any 
ofthe others, is meant to be used as a template for the Weaver 
to use as much or as little as she sees appropriate. 

If the plans that the Characters put together seem to have merit 
and the weapons gathered effective, then the Cell should have a 
legitimate shot at stopping the Blades. The following Acts are 
presented as suggestions and guides, to get the mind o f  the 
Weaver working in the right direction. lfthe Weaver has a 
number o f  alternate ideas, then she should tailor her acts 
according to the desires and resources ofthe PCs, while making 
sure the Cell has the opportunity to stop the Blooded Blades. 

Joan is coming; the frequency o f  visions and weird happenings 
all around Vimary verify this. The Cell must be ready by the time 
She returns. 

Not much time passes between Lostand Foundand Id, €go and 
Superego; only a day or so. The PCs spend the time recovering 
from their arduous journey in the River of  Dream (and possibly 
from an assassination attempt) as well as formulating plans so 
they can engage the Blades and defeat them. 

47 

Joan is slowly recovering in the River o f  Dream. She has set Her 
broken arm in a splint, made from portions o f  Her own wings. 
The splint, while crude, allows Joan to continue on through Her 
Quest with rudimentary control of  Her arm. Already, the 
powerful Synthesis that uplifts the Fatima is working to mend the 
break. With Her arm tended to, She sets out on Her quest again, 
determined to see victory. She still has to find Uhanna, and is 
starting to get desperate. She knows that She cannot last much 
longer in the River of Dream wounded as She is, Her link to the 
Physical World fading quickly as the energy seeps away from Her 
hastily mended arm. The repercussions o f  Her pain in the River 
of  Dream temporarily warp the areas She passes through, a 
reflection o f  Her torment and worry. 

Likewise, the Winter Wolf, totem ofJoan, is becoming quite 
concerned. Joan is a valued member of  the Winter Wolfs vast 
pack, as are Her children. Without their den mother, the children 
ofJoan will be nothing but lost pups, more than even the 
powerful Winter Wolf can handle. The Winter Wolf musters 
many ofthe spirits loyal to Joan and the Duskfall and calls for 
them to  aid Joan in Her Quest. Though Joan never asks for this 
aid, the Winter Wolf knows that it is necessary. The allies and 
pups ofthe Winter Wolf scatter across the River of Dream, 
some even braving the disorientation o f  the Sea of the Lost. 

Many Templars in tune with the Spirit World note the new- 
found determination of  the many spirits associated with Winter 
Wolf, as well as with Winter Wolf herself, and take heart in the 
renewed action. The Templars hold a number o f  vigils and 
prayers to speed Joan on Her way as well as to aid the friendly 
spirits. 

While the P G  recover from their journey, a transformation 
begins to ripple throughout Tribal society. Many Joanites are 
openly hostile towards the followers of  Tera Sheba; years of  
pent-up anger and resentment have begun to flow out, and the 
Warrior’s Tribe moves to take action. Many posts ofthe Watch 
are left unfilled as Joanites refuse to continue the dirty work of  
the Shebans. The desertingJoanites travel to Horn and Haven 
to  continue the rebuilding effort and join in a number of Rants 
and group prayers with the Eighth Tribe. Nearly thirty percent of 
the Watch refuses their duties during these days, and many o f  
the posts in Bazaar and the Sunken City report desertions 
upwards o f  fifty or sixty percent. As an act o f  solidarity, none o f  
the Joanite commanders turn in the names ofthose that are 
missing, merely reporting the numbers involved. In effect, the 
leadership o f  the Watch and the Joanites themselves turns a 
blind eye to  the efforts on Horn and Haven. 
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Tera Sheba calls for the Watch to  return to  their posts, but most 
of  the Joanites ignore the Wise One. Without their Fatima the 
Joanites feel as though they had been set adrift, and find their 
situation painfully close to that o f  the Eighth Tribe. Many ofthe 
Joanites refuse to use any Synthesis or Rituals while Joan is gone, 
symbolically sacrificing their own powers o f  Dream to  aid The 
Warrior (some secretly hope that this effort is more than a 
symbol, and thatJoan will find strength in their ambient 
Synthesis powers). 

Horn and Haven have a number o f  new faces among the 
crowds, as a considerable number ofJoanites either decide to 
join the Fallen or are doing all that they can to  aid the Outcasts. 
A certain air of camaraderie is fostered while Joan is away. The 
Joanites are confused, and many feel lonelier than they imagined 
they could. The Eighth Tribe is all too familiar with such 
emotions and many o f  the Fallen return the Joanites’ favor, and 
go out of their way to comfort Her Tribe in their time o f  need. 

Interestingly, a number o f  Agnites also make the daily journey to  
Horn and Haven. They know full well the pain o f  losing their 
divine guidance (see Trial by Fin), and feel a new kinship with 
those similarly forsaken. The lands o f  the Fallen have never been 
so full or overflowed with so much anxiety for the future. 

Back in Vimary, the Evans still toil away in their fields. Most heed 
the words of their Fatima and continue with the work o f  
growingfoodstufs and supplying the Tribes. They turn in 
towards themselves, becoming even more insular than before. 
Those outside of the Evans find suspicious eyes watching their 
every move as they pass through those areas dominated by the 
Mother’s Tribe. Many ofthe lynch mobs fade away, but new 
groups still rise every once in a while to ‘punish’ the Fallen for 
their crimes. Yet not all of  the Evans are belligerent towards the 

Outcasts. Some Evans from Westholm and large numbers from 
Criffentowne (at the behest o f  Benjamin Aria’on) make the 
pilgrimage to Bazaar and Horn to wait and see ifJoan does, 
indeed, return. 

Magdalites and Dahlians, as well as many of the Agnites, take to 
mass prayer and vigils in the streets during the day and to silent 
prayer at night. They are still enthralled by the novelty and 
energy o f  the situation, and a good piece of the Dahlians still 
revel in the chaos and confusion. Under the impetus ofthe 
Dancers, many impromptu parties and get-togethers are held 
within the confines of Bazaar. 

In a surprising turn o f  events, Dahlia forbids any Caravans from 
leaving Bazaar, and calls all those that are nearby to  return to 
the center of the city. The large influx of Caravans bloats the 
streets and hostels of Bazaar, adding to the stress and excite- 
ment within the city. Dahlia knows some of the nature o f  the flux 
that Vimary is experiencing and the dangers it holds. This is 
motion and change that She did not begin or motivate, and She 
is beginning to feel some measure of concern over Her lack o f  
direct control. Dahlia, in a strangely conservative act, wants Her 
children close should they need to band together for their own 
protection. 

Anaky, Little Trickster of the Bazaar Caravan, is not particularly 
enraptured with this conservative turn o f  events. The environ- 
men; surrounding Bazaar and her Caravan is almost palpable 
with a sense o f  excitement and, despite Dahlia’s warnings, Anaky 
cannot ignore her environs. The Little Trickster does her best to 
keep things subdued, but honestly believes that Dahlia silently 
wishes for her to continue with the revelry. The Bazaar Caravan 
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e Weaver needs to be quite familiar with the Blades’ plans, 
step by step. Though a considerable amount o f  the plan has 
been revealed earlier in the text o f  Warrior Unbound, a clear and 
concise summation may help keep things straight, as well as aid 
in any changes the Weaver may want to  institute. 

Normally the Blades would have no hope o f  ever destroying a 
powerful construct like a Fatima, but when Joan returns She is 
severely weakened and all ofVimary will be distracted, giving the 
Blades an excellent time to strike. 

The Blades’ Plan is as follows: 

. move 60 or so Serk into the area around the SkyrealmlTrial 
Hall to ambush anyone who tries to interfere. The Blades 
expect a large crowd to gather to witness Joan’s return. To 
offset the huge number o f  Tribals present, the Blades order 
the Serk to strike fast and hard, to leave the gathered Tribals 
in a state ofshock while the Z’bri enact the ritual. With any 
luck the gathered Tribals will be so confused they will not 
react in time or will flee the area, leaving the Fatimas similarly 
confused and abandoned. 

bring in Issooc’s Keepers when the crowds begin to gather. 
The confusion of  the crowd will allow the Keepers to hide a 
large amount of devastating weapons. When Joan reappears, 
lssooc will attack. The Keepers will see Issooc, whom they 
believe to their Fatima and protector, in combat with Joan 
and will jump to his aid. With the Keeper weapons and his 
Z’bri companions, lssooc believes he has an excellent chance 
offelling the Fatima. 

- smuggle three very strong and capable Weres into the 
gathered crowd. The Weres will attack the other Fatimas to  
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keep them busy. The Blades knows that the gathered Fatimas 
will be more than enough to eventually strike down the 
Weres, but with Joan tied up in Her own battle, the Fatimas 
will be confused and hesitant. The Weres are simply there to 
buy time for the Blades. 

The Blades are concerned that someone will detect the 
Weres, or even the Z’bri themselves, before the attack. 
However, whenever the Blades create their ‘pocket realm’ in 
the River of Dream, they have discovered that the complex 
interplay between Synthesis and Sundering helps to mask 
their presence (see Related Rituals in the Weaver’s Resource5 
section p. 84) 

* Dah’am’pir and Vezmal, the Melanis members ofthe Blades, 
will be in the River o f  Dream ready to strike atJoan using their 
Sundering powers. Joan is already weak from Her various 
injuries, and the two Melanis have little doubt their attack will 
be effective against the wounded Fatima. 

lssooc will use his powers of  Appeasement to camouflage 
himself and hide near the Trial Hall. He does not want to be 
too close, otherwise the Fatimas may be able to detect him 
even with the confusion in Dream hiding his presence. He 
plans to mold himself onto a wall o f  a nearby building to 
camouflage his physical form. 

simultaneous attacks in both the Physical World and the River 
o f  Dream (the Blades believe) will be enough to shatter the 
physical form ofJoan as well as to capture Her spirit, just as 
they did with Castor. The relative levels o f  spiritual energies 
will shift and the ripples that the shift creates will be enough 
for the Blades to act quickly and tear a rift in the Fold, and 
then hopefully return to the Seed. 
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Now. .. now I know ofthings evermore excitingand h/fi//ing. My 
brothers can never share this with me; I will not /et them. 

- Paenitere. the Shadow-Cloaked 

and talks with them gladly. He tells them that the time forJoan’s 
arrival is approaching quickly. The PCs should have a good idea 
that the Blades are close to being in place and prepared for 
Joan’s return. It will soon be time for the P G  to act. Halos can 
do nothing of any worth at this point in time, but does know 
someone who might be able to  help them. An individual, whom 
Halos implies is a Squat, has the ability to make finely crafted 
weapons that are capable o f  affecting the River o f  Dream as well 
as this world. The PCs need to  find the individual and bring back 
the weapons so that Halos can veri5 their worth. 

Halos directs the PCS into the Outlands with directions on how 
to find Paenitere. Interestingly, the directions are more than a 
map, as they include a list o f  ritualistic actions that must also be 
performed before this person will come fotward. Paenitere’s true 
identity is kept from the Characters since Halos realizes that the 
PCs may not be open t o  the idea o f  a Z’bri, reformed or not, 
aiding them in their cause. Though Halos knows that Paenitere’s 
intentions are righteous, the Cell may see the act as making a 
deal with a devil. Wisely then, Halos keeps the information from 
the PCs, letting them puzzle out Paenitere’s heritage for 
themselves. 

lfthe PCs encountered Paenitere during an earlier cycle, they 
will have an idea ofwhat he is and just how effective the Hunter 
is at killing his brethren. Remember though, the Hunters are rare 
and enigmatic beings, and they should not become common- 
place in a story unless the Weaver has a specific plot in mind. As 
such, ifthe Weaver does decide to use either Herne or Paenitere 
in Wm‘or Unbound then only one or the other should be 
chosen, not both. 

s the best time for the Characters to gather their resources 
and get their hands on weapons capable of battling a foe in both 
the Physical World and in the River of Dream. One way to 
create such weapons is through the power of Dream, blessing 
them through Synthesis. The PCs can seek out a mentor or 
other NPC that can help them track down and/or create those 
weapons, called BainShigh. 

The easiest route for the PCs to take is to ask an NPC mentor, 
such as Halos, if such weapons exist and where they may be 
found. The mentor needs to have a good deal o f  information 
and knowledge about the River o f  Dream and Synthesis, as well 
as Lore: Artifacts or Lore: Weapons, to justify knowing about 
BainShigh. lfthe Cell has made no specific contacts with such an 
NPC, then they need to come up with a solution on their own. If 
they have heard any legends about the Hunters, enigmatic 
creatures that stalk the Z’bri, then they may well try to track 
down the Hunters themselves in hopes of convincing one ofthe 
enigmatic creatures to  aid the Cell. 

At the beginning o f  Warrior Unbound, a hook was included 
where the Characters were asked to help an ailing old man by 
the name of Erhard rebuild his house. lfthe Characters 
performed such a selfless act previously, then Herne the Cloven- 
Hoofed (Horrors ofthe Z‘bri, p. 7l, 121) approaches the Cell at 
this point in the cycle and offers magical bows and spears (that 
in the River of Dream act like BainShigh Weapons) to repay 
their kindness. The Weaver should be reminded that the Hunter 
does not normally give such powerful weapons away and that 
the P G  must perform an unselfish act on their own, with no 
outside prompting. They should have no idea that a reward of 
any type will be coming their way as a result oftheir actions. 

An alternate route the P G  may take is to go to Halos (or a 
similar NPC that the Cell trusts) for suggestions. Halos says that 
he will do all that he can when the time comes, but until then he 
can do little but listen and give advice. Halos eventually tells the 
PCs o f  a ‘certain person’ named Paenitere. Paenitere is a master 
crafter and if the Cell can find him and procure a few o f  his 
weapons, they will come in handy during the battle. Halos 
neglects to  inform the PCs that Paenitere is a Hunter, a Z’bri 
that has turned on its kind and now stalks the Z’bri, like Herne 
(see above). The Hunter is reclusive and distrustful ofthe 
Characters and they must prove themselves worthy to convince 
him to part with ‘his’ weapons. Halos himself enchants the 
weapons when the PCs return, but is unwilling to make his skills 
known, and will make every attempt to credit someone or 
something else for the quality o f  the weaponry. 

’1 

* 
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Cs venture into the Outlands in search o f  Paenitere. The 
Weaver can keep the journey as exciting or placid as she sees 
appropriate. However, an attack by a roving Squat band is 
particularly appropriate, accentuating the danger and savagery 
of  the Outlands and the mysterious Paenitere, who lives there. 
Furthermore, the Squat attack will keep the PCs on their toes 
and will help reinforce the idea that not all enemies are a 

roduct ofthe Z‘bri. The Squats are just hungry and the Cell 
resents a convenient target. The Outlands are a dangerous 

, 

PCs arrive at the location designated on their map. The - 
clearing is quite unassuming and there is no sign o f  inielligent life 
anywhere nearby. Until the PCs perform the acts suggested by 
Halos, Paenitere will not show up. Halos instructs the Cell that 
one o f  their group must take another member’s weapon and 
grievously injure herself while at the same time remembering a 
time when she grievously hurt another person. The PC doing 
the damage cannot be ajded in any way while she is in pain. She 
must push herself to the point o f  exhaustion, to the point where 
her soul is closest to leaving her physical shell. Then, and only 
then, will Paenitere take notice. 

The pain that the PC recalls inflicting does not have to  be of  the 
physical type, though that will certainly do. Instead, Paenitere 
prefers for the petitioner to  recall emotional pain and suffering 
she caused someone else. lfthe Character accidentally took an 
innocent life, or hurt a loved one for selfish purposes, then she 
can use such an act to create the pain required. The Character 
needs to explain, in detail. the pain they caused and their 
realization of the hurt they created. The PC must be sorrowful 
for the pain and understand that she is using her self-inflicted 
wounds to  absolve her sins. The Character’s grief and fear must 
drive herher to perform acts above and beyond what would 
normatly be expected. If a PC is brave enough to inflict damage 
to herself (physically and emotionally) to the point that she 
passes out then the Hunter will arrive. If at any time another Cell 
member aids their falling friend, Paenitere will laugh audibly and 
derisively, and then promptly leave before the Cell ever sees him. 

If the PCs are able to get an audience with Paenitere, then he 
patiently listens to  their plight. He knows he is under no 
obligation to aid the Cell, and will take threats or pleas that 
imply he must help with barely concealed impatience. Paenitere 
knows he holds all the power in this mecting and wishes for the 
PCs to know it as well. He will only listen to and be persuaded 
by logical arguments and sincere pleas for help. The Hunter 
needs to  see that the PCs are capable of handling such weapons 
and will not waste his fine craftsmanship. lfthe Cell convinces 
him, he gives each member the choice o f  a bow or two spears 
and then silently walks off into the forest. 

\ 

I 
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2-13, e ~ o  a z 3  = v D e r c E 3  

Before the PCs make their way back to Vimary they hear the 
words of  Paenitere erupt from out of  nowhere. His parting 
words say only this: “These gifts are power, power unlike 
anything you have encountered before. Their power is locked 
deep within the physical forms o f  these weapons; bring them to 
Halos and he will unlock their potential. Treat them well and 
they will return the favor.” 

. . . . . . . . . . . . . . . . . . . . . . . . . . . .  
E V A  I U A T  I O N  , , \  : 2? 

‘The’PCs return through the Outlands to  meet with Halos. 
Halos’ face and body are covered in dried bloodstains. He tells 
any inquisitive PCs that he has been working very hard and his 
body is beginning to revolt from the pressure. 

When presented the weapons, Halos looks them over and asks 
for a few hours alone to evaluate them. He tells the Characters 
that their presence, while appreciated, will not be conducive to 
completing the task and asks them to leave. He will not accept 
any objections. 

The weapons are not special in any way, besides highly skilled 
craftsmanship, until Halos blesses them. The PCs must bring the 
weapons back to Halos as he requested so that he can enchant 
the weapons. The time alone offers Halos the chance to enchant 
the weapons while still maintaining the ruse that the power was 
that o f  Paenitere. 

Once he has enchanted the weapons (a process that takes four 
hours) Halos asks for the PCs to return, saying that he has 
satisfied his curiosity and that the weapons are usdul. Along 
with the BainShigh, he also re-gifts the Characters with the 
amulets they used previously to dive into the River of Dream. He 
tells the PCs that the amulets are nearly useless as anything but 
amulets, but that they will grant the wearer the ability to see into 
the River of Dream for a little while before their energy is 
completely drained. The Guide believes the PCs will be lucky to 
get even one more opportunity to use the amulets, their 
Synthesis almost depleted, but hopes the Cell will find them 
useful. 

Of course, if Halos is not associated with the PCs, then he can 
be removed from the scenes altogether and the PCs will have to 
find Paenitere by another route. If this is the case, then the 
weapons the Cell earns from Paenitere will be magical in nature, 
without the need for Halos’ intervention. The enchantment will 
only last a finite amount oftime though, three full moons, one 
for each Z’bri in the Blades. When three full moons pass then 
the weapons will no longer be effective in the River o f  Dream, 
though they will always be marvelously crafted. 

,-/ . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  ..... 
I’ 
, !  i S A N D  R F S O U R C F S  
<...A; 

. + Nea ’YI y any mystical being can serve as the creator for the 
magical weapons. However, if the Weaver changes the creator, 
then they should probably also change the price to gain access 
to those weapons. Magos the Wise-Eyed and Herne the Cloven- 
Hoofed can both serve as excellent replacements. 
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To gain Herne’s help the PCs must perform a selfless act with no 
prompting (see above). Herne will never ask the P G  to  perform 
such an act, for asking them to do such a thing with the 
implication o f  a reward takes away the very nature o f  ‘selfless.’ 

Magos is probably the most powerful Hunter in existence and 
possibly more alien than the Z’bri themselves. Magos asks the 
PCs to perform some seemingly incomprehensible task, or one 
that he cannot complete himself. Most likely, Magos will send 
the Characters after a Cek‘roh, once a significant Melanis leader 
that is now chained to the form of a emu. Magos wants the 
Melanis destroyed for good, but has never got around to 
finishing the act himself. Magos gives the PCs the weapons with 
the understanding that they will hunt and slay the Cek’roh in 
payment. 

When describing a being like a Hunter, the Weaver must take 
care not t o  simply make them weird or disgusting, like some of 
the Z’bri. The Hunters are all driven by emotions all too familiar 
to humans: love, hate, loneliness and vengeance, but for them, 
emotions are not simply something they feel - these emotions 
compose almost their entire being. Humans in close proximity 
to the Hunters will not only be disturbed by their odd appear- 
ance, but will fight a flood of emotions and feelings not their 
own. The Hunters may share some emotions with humanity, but 
they are a far cry from being human. 

It is also possible for powerful PCs to prepare magical weapons 
on their own. A PC should have a minimum Synthesis Skill o f 2  
and should have at least one of the Eminences o f  Conflict, Fate, 
Fury, or Shadows. The Aspects of Battle, Dream Travel or 
Wonder can also be used creatively to create a Dream Weapon. 
However, unless the P G  are spectacularly innovative and 
successful in their rolls, the weapon will only have the necessary 
Synthesis imbued within it for a limited amount o f  time. 

To create a Dream Weapon from an existing weapon a series o f  
tests must be accomplished. The first test comes with the 
Character looking over the gathered weapons and seeing if they 

are crafted well enough to hold the powers of Synthesis. (PER 
vs. Threshold 4) If the Character has any skills involving weapon 
appraisal or crafting, then she may apply those skills to the roll, 
otherwise, the roll must be performed without the bendt of skill 
dice. Each roll that is successful indicates that one more weapon 
from the pile is structurally sound enough to  receive the 
enchantment. If the Player gets an MoS of +1 or better then they 
can apply that bonus on a one-for-one basis to  upcoming rolls. 
For example, if a detection roll yields a MoS o f  +3, then not only 
is the weapon worthy, but the Player may then allocate three +1 
modifiers to subsequent rolls for attempts to  enchant the 
weapon. 

The next test involves imbuing the weapon with Synthesis so 
that it can affect the River of Dream. A roll using CRE and the 
Ritual Skill (vs. a Threshold o f  5) opens the weapon to  
Synthesis. Following that, the Player must roll the appropriate 
Eminence or Aspect to enchant the weapon (using the most 
applicable Threshold) and to determine the length of enchant- 
ment (see Rulebook, p. 165). If all three steps are successful 
(MoS 1 or better) then the Character has created a Dream 
Weapon. The Weapon may now be used in both the River of 
Dream and the Physical Realm. 

If the PCs do manage to find (or create) the weapons, then the 
Weaver should treat the magical weapons as having +l ACC in 
the Physical World. In addition to  this, the weapons travel with a 
Dreamer’s manifestation into the River o f  Dream, allowing the 
PC to use the weapon’s damage multiplier while Dreaming. If 
the weapon is used against a being entirely present in the River 
of Dream (i.e. spirit, or  the Blooded Blades) and does enough 
damage to instantly kill the opponent, the target is forced out of 
the River of Dream and into the Physical World (instead of 
‘awakening’ it as suggested in the Rulebook, p. 162). 

The Squats are armed with a variety of wooden weapons, clubs 
and spears most prevalently. Use the Squat archetype statistics 
listed‘on page 96. 
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I am Isaac, who loves you as no mortal ever could, and my 
will lead you toyour destiny. The journey will be hard, but 

tasted. You have waitedyour entire, short lives for this moment. 
Always remember that this moment comes only because ofrne. I 
amyour world and without my attention you will fide into dust 
like your ancestors. My love sustains you. Return that love with 
unquestioned devotion and you will be rewarded for eternity. 

e rewards will be sweeter than anything humanity has ever 

- Isaac the Seer, ‘Fatima of the Keepers’ 

e PCs may have discovered that lssooc, the Sangis member 
ofthe Blades, masquerades as a Fatima to a group o f  deluded 
Keepers. If the PCs follow up on this information and pull in a 
few favors, they can track down the group and confront them. 
The Keepers, if left unapproached, will participate in the final 
battle on the side o f  the Blades. However, if the Cell moves 
decisively they can neutralize the group before the return ofJoan 
and possibly convince the Keepers to join their cause. 

Weaver should plan a bit ahead o f  this Act to make sure the 
have all the information they will need. The PCs need to 
the Keeper group, but moreover, the PCs should have 

enough information to get them interested in tracking down the 
Keepers, a group o f  fanatics known as Isaac’s Chosen. 

A number o f  clues are in the Capal laboratory for the Cell to 
uncover and piece together, such as the armor and the 
dictionary. Even if the P G  do not realize the full extent to which 
lssooc has ingratiated himself with the Keepers, they can at least 
uncover that a group o f  Keepers is somehow associated with the 
Blades. If the Characters have a Keeper ally or contact, then the 
Weaver may encourage the group to approach the Keeper with 
the evidence they’ve collected. The Keeper may then have a 
good idea o f  where to go or who is responsible and can act as a 
guide through the Rust Wastes. 

lfthe Characters’ Cell missed the clues all together, or  are 
unable to make sense o f  the clues they do have, then the 
Weaver may wish to take a more active role. Remember, this Act 
is completely optional and should not be forced onto the PCs. If 
they missed the clues then they will miss the opportunity. 
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while the PCs are in Capal or the Skyrealm, they may find 
more artifacts leading them to believe the Keepers are 
involved in some way. A number of  rusted pieces o f  metal, 
broken and useless electronics pieces from the World Before, 
or more books written by the Ancients with Keeper glyphs on 
them, may be added to  the available clues. 

if the Weaver has enough time to  prepare before running 
Warrior Unbound, she can have the PCs make a foray into 
the Rust Wastes (possibly at the behest of a Keeper ally) and 
encounter a group of  Keepers claiming that they are Tribals, 
with their own Fatima. This group is o f  course, Isaac’s 
Chosen and may be remembered by the PCs while involved in 
Warrior Unbound, especially if they see a picture o f  lssooc in 
his Fatima costume in both the Rust Wastes and the 
laboratory. 

the Blades can become particularly angry at the Characters 
and actually send some of Isaac’s Chosen after the PCs. If the 
PCs capture the Keepers, or slay them, then the PCs may 
recover enough information to  lead them to the Chosen’s 
stronghold in the Rust Wastes. Should the Weaver choose 
this option she should probably not use the Assassin hook 
from the previous chapter, since the motivations and 
encounter are somewhat alike. 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
~ E T T I N G  T H F R F  

I,i i 

‘Tk‘PCs travel to the Rust Wastes where the Keeper group 
calling themselves Isaac’s Chosen reside. The journey to the 
Rust Wastes should probably be less dangerous than the 
mission to find Paenitere in the Outlands. Instead, the PCs 
encounter a few more role-playing opportunities. Specifically, a 
Dahlian Caravan just outside ofthe Rust Wastes is traveling in 
the opposite direction, towards Tribal lands, having been 
recalled to Bazaar by Dahlia. The PCs can stop and rest with the 
Caravan, trade stories and possibly get a little more information 
on Isaac’s Chosen. 

The Caravan is led by a Little Trickster named Womack. He is 
quite excited about the Caravan’s journey, the first he is in 
charge of. His boundless enthusiasm almost masks the fact that 
he has very little control over the Caravan itself, even for a 
Dahlian. Womack is cordial, though, and is very knowledgeable 
about all the environs o f  Vimary, including the Rust Wastes, the 
Duskfall Forest and even portions of  the Outlands. 

Eventually, the P G  move on, freshly supplied by the Caravan, to  
find the ramshackle building Isaac’s Chosen use for a strong 
hold. Issooc/lsaac is not there, but most of the Keeper group 
makes their home at this base camp. 
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E M O V I N G  T ” F  A U I  

ThePCs encounter Isaac’s Chosen. The base camp is fairly well 
defended by a considerable number o f  passive boobytraps. 
Much o f  the active defenses are currently down, since most of 
the mem bers are preparing to leave. (for suggestions on Keeper 
traps the Weaver may want to refer t o  Vimary, p. 66) As the P G  
approach they are spotted by the few lookouts posted, unless 
they take extensive measures to approach clandestinely. If the 
Cell decides to approach with caution, then they may well 
penetrate into the area immediately surrounding the stronghold , 
without raising the alarm should they pass their Stealth rolls. 

Isaac has told the Keepers that the time has come to  finally 
reveal themselves to their Tribal brothers and sisters, and the 
group is preparing to  infiltrate into Bazaar. This is the moment 
that much ofthe group has waited for. Isaac’s Chosen is very 
much a cult o f  personality, built around lssooc himself, and 
augmented with mental and mild nutritional deprivation, 
indoctrination and ongoing positive reinforcement. It is very 
much a devoted and unified group, but the members have lost a 
great deal oftheir sense o f  individuality. When lssooc is away, 
High PriestJest keeps the group in line with promises o f  
greatness and destiny as long as they remain loyal t o  the 
Chosen. Those promises seem to be finally coming to fruition, 
and the Keepers do not try to hide their excitement. Incidentally, 
with the Chosen seemingly on their way to acceptance by the 
Tribes (in their eyes, anyway), High PriestJest is quite worried 
about his position. Supposedly, Isaac will lead as any ofthe 
other Fatimas and Jest’s control will slowly decline. 

The P G  may attack Isaac’s Chosen to  either kill or  delay them, 
however, they may want to note that the Chosen have a large 
number offirearms. There are almost twenty-five members and 
just shy of half of them are armed with the powerful weapons. 
They are also carrying a considerable amount o f  equipment in 
sacks and bags and any number o f  nasty make-shifi surprises 
from the World Before may be hidden in there. 

If the Characters decide to converse with the Keepers, they 
discover that the Chosen are all quite convinced that Isaac really 
is a Fatima. However, a small minority of the Chosen, including 
the leader, the so-called High PriestJest, are beginning to have 
second doubts about presenting themselves to the Nation. High 
PriestJest is particularly concerned with the future, and the 
security of his leadership position. The PCs can play off this fear 
and possibly convince theJest and the Keepers to delay their 
preparations and, depending on how convincing the P G  are, to 
question their Fatima. A number o f  rolls based on Leadership, 
Human Perception and Interrogation against high Thresholds 
(5s or 6s) are appropriate. 

lfthe PCs role-play well and make a decent number o f  successful 
rolls, then they will sway the group into starting to  doubt who 
Isaac really is. The Chosen are too brainwashed and reliant on 
Isaac to reject him outright, but logical arguments will start the 
group along the right path. It will take some work and a good 
deal o f  evidence (such as the armor and book from the 
laboratory) to bring some o f  the Keepers to leave Isaac. Jest is 
one such member that will take the opportunity to leave if it is 

presented confidently. IfJest does leave he will take ten other 
members with him, leaving the rest too confused to continue 
with Issooc’s plan. 

With any luck some of the PCs will see reflections o f  themselves 
in the Keepers. The Keepers are just beginning to question the 
legitimacy oftheir ‘Fatima,’ much as the PCs did before they 
were banished. It is quite possible for good role-playing to 
establish a strong bond between the PCs and the Keepers. 

T J P S  A N D  R F S O U R C F S  
I *  

- -  1’  
5Wistics for High PriestJest can be found on page 88 ofthe 
*Weher’s Resources. For the other Keepers in Isaac’s Chosen, 
the Weaver should use the template on page 94. There are 
twenty-four members in Isaac’s Chosen. Four are children. 
Eleven, including Jest, have been long time members o f  the 
group (3years or more). None o f  Isaac’s Chosen have any 
Technosmithing abilities. The archaic weapons and devices they 
have, they operate using their minimal skills and knowledge o f  
the science o f  the World Before. 

The general attitude ofthe members o f  Isaac’s Chosen is 
excitement and anticipation. Much like what Vimary is experienc- 
ing, the Chosen’s world recently turned upside down. Many o f  
the members have been a part of the group for years, waiting for 
just this moment. However, many of those same long-time 
members have had unanswered questions festering for almost as 
long, and become increasingly apprehensive about revealing the 
group to the Nation. At times, Isaac has appeared aloof, quite in 
contrast to what many members expect, especially in light o f  his 
claim that he is Isaac the Seer, the Fatima of learning, knowledge 
and the Keepers. Some even suspect that accidents that have 
occurred over the years have actually been at the hand o f  Isaac, 
part some sick practical joke and a willing disregard for human 
life. Simply, there are times that Isaac does not act the part of 
what the Chosen expect a Fatima to be. They have remained 
loyal, however, scared to question the motives o f  their god. 

High Priest Jest no longer considers himself the leader he once 
was, and the P G  may fill this void o f  authority. Jest is the 
weakest and most exploitable link in the chain. He is worried 
about maintaining his position, about the fact that Isaac may be 
a liar and that his people are foolishly walking into a trap. Should 
the Cell specifically target High PriestJest with their arguments 
and rhetoric, he will sway easily to their side. 

I 
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!y, life is hard. Yet, it is through that adversity that we find 
at we are rea& alive. To know excitement, one must walk 
inches ofdying. You want to know happiness? Discover 

at it is like to lose all thatyou have, your hmik, your fiends, 
your Mother. Happiness is easy after that; there is nowhere else 
to go. 

Rejoice well, my fiend, for tomorrow we may lose everything. .. 
again. 

- Dominic ofthe Bereaved’s T a n  

Lilith and Jackers, recently ran afoul o f  Dah’am’pir, one ofthe 
Melanis from the Blooded Blades. Before the combat was over, 
Dominic, the leader of  The Bereaved’s Tears, received a 
powerful vision. The vision was that o f  Dah’am’pir standing over 
the broken body ofJoan, and branded behind the Z‘bri was a 
ghost-like symbol ofthe Eighth Tribe. Shaken by this image, 
Dominic went on a series o f  vision quests to find answers to the 
thousands of questions his experience raised. He and his Cell 
explored the Skyrealm where the Z’bri once lived, and found the 
telltale remnants of  a battle. Further exploration turned up 
physical evidence of those who fought with the Blooded Blades. 
The evidence initially was not enough for the Bereaved’s Tears 
to associate with the PG, so Dominic continued with the vision 
quests. He was finally granted an answer and has at long last 
found the people he seeks. 

Dominic and the Bereaved’s Tears want to help. They only have 
a little bit of the picture of  what is going on, mostly gathered 
through the murky waters ofvisions and the small pieces o f  
evidence they have uncovered, but they know Dah’am’pir is 
dangerous, more so than any Z’bri they have encountered 

Z’bri, Dominic stalked in and attacked the Z’bri in a one-man 
ambush. Dominic is an accomplished fighter, but was not 
capable enough to  dispatch Dah’am’pir. After realizing his folly 
Dominic beat a hasty retreat, leaving the Z’bri to finish her work. 
Before Dominic escaped, he had a flash of  an image enter his 
mind. Dah’am’pir was unable to reign in the effects o f  her 
atmosphere in her distraction, and momentarily shared one of 
her thoughts with Dominic. It is the memory of that image that 
drove Dominic and the Bereaved’s Tears to find the P G ’  Cell. 

The meeting between the two Cells can happen in any place that 
the Weaver finds convenient. After the visions Dominic received, 
he described the people he was looking for to the Bereaved’s 
Tears and dispatched his Cell to find them. The problem was, of  
course, that the Bereaved’s Tears had little more than a few 
general personality descriptions, a bit of history (relating to the 
PCs’ altercation with the Blades) and little else. 

The Bereaved’s Tears knows something major is going on, but 
has little idea of what it is. They do know that the events have t o  
do with Joan. It falls t o  the PCs to decide if the Bereaved’s Tears 
are trustworthy and then to  include them in on the plan (if they 
have any). Dominic and his Cell have limited information, but 
can fill in some gaps if the Weaver finds it appropriate. 

Eventually, through discussion between the two Cells, Dominic 
will suggest that the groups venture into Bazaar to scout out the 
Trial Hall where Joan will most likely make her return. 

Dominic is himself a Black Marian. He has been leading the 
Bereaved’s Tears for a number ofyears, masquerading as a 
militant Child of Lilith. Dominic sees the unfolding events as an 
opportunity to bringJoshua and Joan together once again, and 
when he discovers the Blades’ plot he dedicates himself to 
helping the PCs stop the Zbri. Behind the scenes, Dominic was 
approached by T’Phalus (see Rulebook p. 73) and told ofthe 
existence o f  the Blades. T’Phalus has begun to  get uncomfort- 
able with the machinations ofthe Blades and uses Dominic to 
dispatch this problem. Because T’Phalus approaches Dominic in 
the form o f  a friendly Doomsayer, Dominic has no idea that he 
is doing the dirty work ofthe Z‘bri. 

If Dominic finds out that he has been working with T’Phalus all 
along, he will become quite incensed and immediately 
participate in a series of grueling cleansing rituals, including acts 
o f  masochism, in order to clean his blood and soul. Dominic 
holds a grudge against the Joh’an, and will seek revenge in the 
future, possibly asking the PCs for their aid. 

The PCs are encouraged to meet with the Dominic and his Cell 
to discuss the matter at hand. lfthe Characters are suspicious 
and question Dominic, he patiently endures their suspicion and 
answers almost every question truthfully. However, he will mask 
his association with the Marians, sticking to his story that he is 
part of the Eighth Tribe and a Child o f  Lilith. He does his utmost 
to convince the P G  he is there to aid them, but will not degrade 
himself nor his Cell in an effort to convince the PCs. If the they 
reject Dominic he will move on his way, trying his best to 
prepare for the Z’bri attack on Joan by himself. 
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i h e k  and the Bereaved’s Tears make it into Bazaar. While 
scouting the area, looking for signs o f  the Blades, the PCs are 
accosted by a few Serfs disguised as Tribals. The Serfs will tell ‘ 
the P G  not t o  return, that things are well out oftheir control, ’. . {, 
and that they are fools to  interfere. The Serfs are well armed and 
are quite ready for a fight should the Characters decide to start 
one. Drawing undo attention to themselves will not be in their 
masters’ best interests, however, so they initially try to  intimidate 
the Fallen Cell into capitulation. If their intimidation seems to  
work, the Serfs meld back into the shadows to follow the PCs 
and prevent them from entering the Trial Hall. 

The Characters can now be sure that the Blades know who they 
are and are prepared to fight them should the need arise. 
Moreover, should the PCs repeatedly return to the area around 
the Trial Hall they are harassed by the forces ofthe Blades until 
they leave, effectively preventing them from establishing any part 
oftheir plan beforeloan returns. The Serfs, and possibly the 
Keepers, are well dispersed around the Sunken City, but the 
most powerful fighters are concentrated around the Trial Hall. 
All ofthem have seen pictures ofthe PCs, drawn on living pallets 
by Issooc. They also know the Characters are a significant 
danger to the Blades, and will not take an encounter with them 
lightly. 

Efforts by the Blades’ servants t o  thwart the PCs and the 
Bereaved’s Tears include leaving tainted objects on the 
Characters and then alerting the Watch. If the Watch finds such 
items then the PCs will have to be very convincing indeed to talk 
their way out of  the predicament. If the items are obviously o f  
Z’bri manufacture, with identifiable symbols or particularly un- 
identifiable materials, then there is a good chance the Watch 
commander will have the Cell summarily executed. It is not a 
time in Vimary to have your loyalty to  the Nation in question. 

Other tactics by the Blades and their followers may be a little 
less subtle. The Serfs wait to attack lone PCs in the alleys o f  

Bazaar, or raise a lynch mob composed o f  Serk disguised as 
Tribals to scare away the Outcasts. Ofcourse, ifthe lynch mob 
gains enough momentum from real Tribals, all the better. 

T’IPS A N D  R F S O U R C F S  
1 “i 
stat1 tics on the general members o f  the Bereaved’s Tears 
should be based on the Child o f  Lilith and Jacker statistics on 
page 96. Dominic’s statistics can be found on page 89 in 
Weaver’s Resources. 

Generic statistics on the Serfs and Keepers may also be found on 
page 96. Many ofthe Serfs are armed with clubs (Parry -1, 
AD+3), Daggers (Parry -1, AD+3) and chains (ACC -1, Parry -2, 
AD+6). The twenty or so Keepers in the area around the Trial 
Hall are armed with a variety o f  objects. Normally they can be 
found with shortswords of  high quality (AAC +1, Parry +1, AD 
+8). When the crowd begins to gather, the Keepers plunder 
their cache ofweapons and are armed with firearms (mostly 
jury-rigged rifles and pistols) and a few modified chainsaws 
(AAC -1, Parry -2, AD+15). 

The Serfs by-and-large try to avoid a fight with the PG. Besides 
the fear o f  dying at the hands of the PCs, the Blades will be 
displeased if the Serfs reveal their presence t o  the Watch or 
another Tribal body before Joan returns. The Serfs are instructed 
to be as inconspicuous as possible and to wait until the time 
comes to attack Joan, while at the same time dissuading any 
would-be interlopers - especially and specifically the PCs - 
from interfering. 

The Keepers are a bit more aggressive. They know that their 
weapons are superior t o  what the rank-and-file Watch member 
wields. This knowledge, coupled with the fact that Isaac’s 
Chosen are becoming excited about their coming integration 
into the Nation, makes them a much more legitimate problem 
for the PCs. 
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Everyone still keeps out a sharp ear for any rumors, but for the 
most part, Vimary gives in t o  a grieving process that has no end 
in sight. 

The Blades have not given up hope. This is their one, best shot 
at doing the impossible, o f  returning home. They have 
previously managed to open a tiny version of the portal, but 
another opportunity like the one with Joan will never come back 
around. The Z’bri stay vigilant, as do their followers. Many o f  
the Keepers loyal to Isaac rotate on and off in their lookout, 
while the Serfs blend themselves into the shadows of Bazaar. As 
Vimary falls deeper and deeper into despondency, the Blades 
grow desperate. On the third day, Dah’am’pir decides to push 
her way through the River of Dream to look forJoan. 

A day’s worth o f  searching yields results for Dah’am’pir. She 
discovers the broken spirit ofJoan in the River of Dream, slowly 
drifting along the currents. Joan is badly hurt, Her will to 
continue flagging and Her soul greatly weakened, but She is not 
dead. Joan floats, semi-conscious, on the boundary between the 
River of Dream and the vast Sea o f  the Lost, the Winter Wolf at 
Her side. Dah’am’pir cannot effect Her directly, blocked by the 
currents ofthe River, and she returns to the Blades and tells 
them to prepare forJoan’s return. 

On the fourth day the dreams begin again, with a severity unlike 
what any of those afflicted had experienced before. People all 
across Vimary fall into trances, muttering incomprehensible 
phrases, though each one includes the words ‘return’ and 
‘home.’ Dreams are flooded with images ofJoan’s broken and 
splinted arm. Some ofthe Templars lose the ability to talk, 
others are unable to remove their armor from their bodies. 
Spirits from all across the River o f  Dream flock to the Dream 
equivalent of Vimary, as if on the cusp o f  some great wave. 

Bloodied, but unbroken, Joan is returning home. 

Ab& two days pass between Id, Ego and Superego and Aegis 
ofthe Prorecror. The PCs have finally collected the necessary 
weapons and allies to fight the Z’bri and are ready to go on the 
offensive. Now, however, the Cell must bide its time. Joan has 
not been heard from for a long time, and even the dreams and 
portents that were affecting the people o f  Vimary at such an 
alarming rate have subsided. Reluctantly, many in Vimary have 
begun to give Joan up for lost. By the third day things are 
looking grim, and the people o f  Vimary, having been on edge 
for over a week, fall into a deep and emotional depression. 

Though the Joanites assert that She is not dead, since their 
powers o f  Synthesis have not evaporated, they do begin to 
notice that their connection to the River o f  Dream is beginning 
to wane. Joan is dying, and with Her the Joanite powers o f  
Synthesis. The Joanites will not reveal this fact, under pain o f  
death, to anyone outside of  their Tribe. 

The Fatimas retreat into their strongholds, not allowing any but 
Their closest advisors to see Them. A large crowd begins to 
collect outside of Mortuary, waitingfor Baba Yaga, mistress of 
death, to pronounce the final rites on Joan. The mass revivals 
and prayer sessions that grew earlier from spontaneous 
gatherings now take on a somber tone. Chanting, wailing and 
weeping ring through the streets of Vimary, while the Fatimas 
remain eerily silent. 

Joanites are stunned as they slowly begin to accept the harsh 
reality that their Warrior and god may indeed be dead. The 
unthinkable has happened. There is no anger nor calls for 
revenge from the Council as there had been with Joshua. There 
was no honorable fight for the Joanites to take solace in as there 
was with Her brother. No, instead they find their Fatima 
seemingly pushed away into obscurity by Tera Sheba and Her 
Sisters, a dismissal that seems all too similar to what happened 
with Mary. A mass exodus ofJoanites begins to make their way 
to  Hom and Haven. Many of the children ofJoan decide it is 
best to become an Outcast, as their most tenable link to  tribal 
society, their Fatima, is gone. 

For their part, the Eighth Tribe does what they can for the 
confused and lonely Joanites. Newly rebuilt homes and the 
families that live in them open up to help the Joanites through 
these hard times. Some Jackers, Lightbringers and Children of 
Lilith make the journey to Bazaar and the Hunting Grounds to 
console and aid their tribal brethren. Some find their way 
temporarily into the Watch, filling in forJoanites too stricken 
with grief to maintain their posts. 

The Herites are tom. One of the Seven Deaths seems to be 
dead and the Joanites are liberated. However, many o f  the 
Herites see this as the worst type of liberation, a freedom born 
of apathy and inaction. The Joanites are accepted as part of the 
Eighth Tribe, and the war against the Fatimas is one step closer 
to its finish. 
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spirits. lfthey banter or battle with the spirits and are successful, 
then they can bind those spirits for a time to  an item oftheirs or 
gain a service in repayment for sparing the spirit’s life. 

.. ,.__ . . . , . , . . . . . . . . . . . . , . . . . . . ,__ 

i .* :% I,I F N F s 
- Y  Wherever the PCs can prepare a large ritual to bind the spirit is 
appropriate. Incense, candles and chalk drawings are all 
common aspects of a binding, and the room must be able to 
accommodate these things. One place that is permanently 
structured for ritual activity is the basement of the Sanctuary, run 
by Mari-Anne Melina. (Book oflegcnds, p. 52) Her expertise in 
the spiritual matters cannot be denied and with a recommenda- 
tion from Halos or another influential NPC, Mari-Anne will 
surely see the PCs and aid their summoning. Similarly, the 
Characters may undertake the binding under the watchful eye o f  
just about any spiritually oriented individual. 

The Weaver should familiarize themselves with the rules for 
Ritual Synthesis on page 174 ofthe Rulebook before beginning a 
spirit binding. Spirit binding is only be performed through the 
use o f  Ritual Synthesis, since Conjunctional Synthesis does not 

allow for the needed communication and interaction between 
the ritualist and the spirit. Because spirit binding is a general 
form o f  Synthesis, anyone with a connection to the River of 
Dream (Synthesis Skill of1 or above)can perform it, not just 
those with Eminences specific to the spirit world. Spirit binding 
still uses the same Synthesis modifiers on page 165 of the 
Rulebook. 

To begin, the focus of the ritual must sit in a circle made o f  
chalk, large enough to hold the ritualist and the spirit they wish 
to bind. The performer then enters a trance and begins weaving 
the powers o f  Synthesis around the room. Once everyone in the 
room is calm and mentally prepared for the ritual, the first major 
step of the ritual, calling the spirit, begins. 

The ritualist must know the name of the spirit they wish to call. 
There can be no ‘general call,’ but the person can call for a 
specific type of spirit 6.e. ‘wolf spirit’) in lieu o f  calling for a 
specific individual. The calling is not an easy task, due to the 
incredible distances that can often be involved, and this is the 
point where, if a ritual is going to fail, it will do so. The Player 
should roll on their Synthesis Skill, on a Threshold of 8 for a 
general call. If the ritualist knows the specific name of the spirit 
they wish to call, the Threshold drops to 6. If the individual 
performing the event has the Spirit Lore skill, they may add half 
this statistic to the roll. 
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If the ritual is successful, the ritualist gains the attention ofthe 
spirit. If the roll yields an MoS of more than one, then the spirit - 

is intrigued and, unless occupied, travels to see who is calling 
them. ‘Attending,’ as it is referred to, is entirely a decision made 
by the spirit. If it does not want to  be bothered, then it does not 
have to Attend the ritualist and the ritual will consequently fail. If 
the spirit decides to Attend, then the flows o f  power will hold 
strong, letting the individual know that a spirit is coming. 

It should be noted that the more powerful a spirit is, the less 
likely it is t o  Attend. The Great Owl (see the Rulebook, p. 163) is 
quite unlikely t o  Attend anyone short of the most trusted 
advisor to Tera Sheba Herself. 

The incense and smoke used during the event allows the ritualist 
and any nearby Dreamers to see the faint outline o f  the spirit as 
it enters the circle. It is not actually present in the physical world, 
nor can it be affected by physical interactions. 

When the spirit arrives, the ritualist, now a supplicant, must 
convince the spirit that their cause is worthwhile. Depending on 
the spirit, this can take a number of avenues. Appealing to a 
wolf-spirit may involve arguments o f  honor and the hunt while 
appealing to a mouse spirit may stress the need for safety. 
During the Binding, the supplicant rolls their INF and Theatrics 
against the spirit’s WIL (or occasionally INS). lfthe individual 
gets a MoS of one or more the spirit will agree to the proposi- 
tion. Beyond just rolling, this part o f  the ritual should be role- 
played through, as the Character entreats the spirit for their aid. 

ns o f  Success of  the ritualist dictate how long and in 
city the spirit will work with the human. The Weaver, - 

, has ultimate say in interpreting the rolls. 

If a spirit is asked to enter and enchant an item, then apply a -1 
modifier to the MoS for the duration. However, ifthe spirit 
agrees, it enters the spiritual equivalent ofthe item, imbuing it 
with Synthesis power. The exact nature ofthis enchantment is 
left up to the Weaver, but most effects are only useful in the 
River o f  Dream. A very powerful spirit may grant +l ACC or +1 
AD to the weapon, or impart some specific ability associated 
with its powers. Granting one or more low-level powers 
associated with a specific Eminence is one such way a powerful 
spirit may enchant an item. 

If the ritualist rolls a MoF o f  3 or more during any part o f  the 
ritual o f  Binding, then the specific spirit will not Attend, nor wilt 
it ever Attend, such an attempt made by the same individual. If it 
is already Attending, then it will immediately leave. If a MoF of 5 
or more occurs, something particularly nasty may occur, such as 
gaining the attention of a Z’bri or  associated malevolent spirit. 

\ 
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TheF’Cs call forth a spirit of their choice and then bind it to their 
cause. Bindings are more a reguestfor aid, so the Characters 
must make a pact with the spirit which they will eventually have 
to pay for in full. Before the spirit makes the final pact, it will 
request a promise from the supplicant to perform an act to aid 
the spirit. If the PC ever reneges on the agreement or is suitably 
sluggish in repaying the debt, then her reputation will spread 
about the immediate spirit world, making it that much harder for 
the PC to maintain any future relationships with spirits, and may 
make Dream Travel and Synthesis more dangerous than normal. 

With any luck and a good deal of  role-playing, the Cell gains a 
spiritual ally, one that will allow them to  strike at the Blades in 
the River o f  Dream. 

I T F R M A T H  
\ J  /,:: 
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Spirits can be quite fickle to deal with and should never be 
pushovers for the PCs. The Characters must treat the spirits with 
respect and attention. lfthe spirit feels unimportant in the 
individuals’ lives, then the spirit may leave before their contract is 
up. Spirits are also very flighty and may call for constant 
attention by the ritualist that bound them. The ritualist may then 
have a delicate proposition before her, as she must keep the 
spirit happy without being driven insane. 

. . . . . . . . . . . . . . . . . . . . . . . . .  
Q . K :  T H F  P I I I A R S  S H A K F N  

The haracters, while in Bazaar, are savagely harassed by a 
detachment of the Watch. While the PCs take a few moments t o  
gather themselves, another detachment shows up. The second 
Watch detachment is composed entirely OfJoanites who are 
very sympathetic to the Eighth Tribe. The newly arrived 
detachment sees what is happening to  the PCS and decides to 
step in on their behalf. In short order, weapons are thrown aside 
and the two detachments are brawling like schoolboys in the 
street. The Cell has to make good on an escape before things 
get out o f  hand. 

‘L \ 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  ;-.. 
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The major scene should be set in a fairly quiet street in Bazaar so 
that the first Watch detachment, led by a Sheban, can spot the 
Fallen markings on the PCs. The street quickly empties once it 
looks like there may be a showdown with the second detach- 
ment o f  Watch members. Alternatively, the showdown may 
occur on Hom or Haven, as a considerable number ofJoanites 
travel to the islands and some o f  the Watch make their rounds 
through Horn and Haven (at great risk o f  Herite attack). If the 
Weaver wants to make the encounter occur on either island, 
then the bridges connecting them to  Vimary are probably the 
most appropriate places. 

j .*,y 
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When the fight begins, weapons are put aside and the fight 
begins relatively civilly, hand-to-hand. However, the struggle 
quickly escalates in severity, with many o f  the opposing 
detachment specifically seeking out the P G  in order to beat 
them into a bloody pulp. To compound matters, the hostile 
detachment has a Terasheban Judge with it at the time ofthe 
incident and if the Judge is badly injured the detachment 
becomes increasingly violent, until weapons are taken and real 
blood begins to flow. 

As the danger escalates, the venue then changes as one o f  the 
joanite Watch members friendly to  the Characters gathers the 
Cell and quickly leads them away from the fighting. The Watch 
member runs them into a small building and into Playground, 
out o f  sight from prying eyes. There, deep underground with the 
flickering of a torch to  illuminate what they see, the groups of 
Agnites tend to the PCs and take over guiding their Cell as the 
Watch member returns to the surface and her detachment. 
When the Cell is refreshed, and after any wounds are dressed, 
the Agnites lead them to the Abyss to make good on their 
escape. 

If the battle commences on one o f  the bridges, the Joanite will 
lead the P G  into Vimary proper in a rush to get them away from 
danger so that the other members can diffuse the situation. If 
asked why they are being taken to the Vimary side rather than 
into Hom, the Watch member simply replies that it is easierfor 
her detachment to calm the other detachment if they think the 
Characters are being taken to be imprisoned. Unless the PCs 
decide not to follow, they will be led to Playground. 

If the Cell has never been to Playground, the Weaver should 
emphasize how dark and cramped the underground passage- 
ways are. The light from torches and skylights (little more than 
holes in the ground) barely pushes past the shadows that seem 
to play with the many Agnites. This area of Playground is musty 
and dank compared to the rest ofvimary, making the environ- 
ment feel quite old and alien. Guided deeper and deeper by their 
child guides, the P G  strain muscles they rarely use as they walk 
bent over and on their knees. The sudden sight o f  Abyss, with 
room to stand and stretch, coupled with all the sounds, sights 
and light is a welcome change. 

4 
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The battle between the two Watch detachments starts off as a 
way for each side to express their frustration and the PCs 
provide an easy excuse. However, it quickly grows out of hand, 
to the point that weapons are used. The Characters must retire 
fairly quickly from the fight before more detachments of the 
Watch show up to quiet the brawl. Reinforcements, regardless 
oftheir feelings towards the Eighth Tribe, do not look favorably 
on Fallen drawing weapons and fighting members ofthe Watch. 
The Cell needs to realize that this is not a fight that they can win. 
Should they stay and fight, sooner or later the Watch overpow- 
ers them and, if more detachments join the fray, the brawl can 
easily escalate into a full-blown riot. 

. . . . . . . . . . . . . . . . . . . . . . . . . .  
F R M A T H  

4 P  
1 ,% 
’The P G  are directed to a safe haven well underground to  get 
some much-needed rest. If the Characters are grievously injured 
and have recently allied with Dominic, they will be led through a 
maze o f  tunnels into the Marian temple close by, where even the 
most dangerous wounds find a balm. Beyond healing the Cell, 
the Agnites show their support and interest in the Fallen by 
going out of their way to aid the PCs, despite knowing little 
about them other than their Fallen status. The Eighth Tribe has 
sympathizers in the Tribes beyond theloanites, and the Agnites’ 
actions may help raise the Characters’ spirits. Spending a little 
time in the emporiums ofthe Abyss will also offer the Cell an 
opportunity to gather supplies for the coming battle with the 
Z’bri Blades. 
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hehnal Quest o f  Warrior Unbound, Aegis ofthe Protector is 
the culmination of the PCs’ efforts to defend Joan upon Her 
return to  the physical world. Just the fact that She is returning is 
reason alone to celebrate. On top o f  that, many o f  the rumors 
that have begun mention Joan’s victorious return: why would 
She return if not successful? 

congregate inside the Trial Hall. Their silent gathering proves t o  
the Tribals and Fallen like thatJoan is indeed on Her way home. 
However, not even Baba Yaga knows whetherJoan was 
successful in her exploits or not. 

The PCs gather themselves, for their time is at hand. The Blades 
are in position and prepared to strike. Thousands ofTribals and 
Fallen follow their leaders to surround the Trial Hall, since no 
one is allowed inside the Hall besides the Fatimas and a few o f  
Their most trusted followers. There is a special energy in the air. 
Besides the scene being metaphorically charged with emotional 
anticipation, the preparations by the Blades have begun warping 
the River of Dream, creating a slow weakening of the boundary 
between Dream and Flesh. It seems as if all of Vimary and the 
power it carries have gathered for this one event. 

In a flash o f  light and a roiling burst o f  Dream, Joan arrives. She 
is barely alive, exhausted by Her ordeal, Her arm still in the 
makeshift sling. Clutched in Her left hand are two soul stones, 
much like the Z’bri heartstones. Within Her and within the 
stones are the souls of those She was charged with recovering. 
As the Fatimas gather around Their Sister to ascertain the results 
of Her Quest, the Blades launch their attack. lssooc reveals 
himself and steps into the Trial Hall, while his companions work 
feverishly in the River of Dream. The Weres erupt from their 
hiding places and streak towards the wounded Joan, the Serfs 
and Keepers surge forward and the air positively crackles with 
the clashing powers o f  Synthesis and Sundering. 
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ThePCs (or a PC), while asleep, find themselves caught up in a 
dream-message. In the distance they see the form o f  a woman, 
wounded but still on her feet, walking across a barren plain 
towards the gathered PCs. As the sun rises behind the woman, 
the Characters see that they are not alone, that a throng of 
people they have never met flanks them. All eyes ofthe gathered 
crowd are anxiously glued to the figure on the horizon. 

As the woman draws closer, the people crowding around the 
Characters surge forward. The crowd scrambles to get closer to 
the woman while her tattered wings unfurl. With this act, Joan is 
revealed. The PCs are ripped away from the scene to discover 
they are caught up in another dream; this time they are alone, 
darkness around them. They also find themselves gagged and 
bound. The scene progresses and the P G  realize they are the 
center ofa trial conducted by an unknown Sheban Inquisitor. 
The Inquisitor is dressed in a flowing crimson robe, with a hood 
so deep that the features of his face are masked in shadow. 

Occasionally, the light from an unseen source penetrates 
beneath the hood and reveals blue, glowing eyes. The sleeves o f  
the rbbe normally hide the figure’s arms and hands, but when 
pushed back, the hands grip any number of devices to extract 
the truth from the PCs. Blades, hammers and vials appear when 
most appropriate from beneath the heavy robe. Heavy footfalls 
follow the Inquisitor as she paces around the Cell, sizing each 
member up. Somewhere, off in the distance, the group hears the 
sound ofwater dripping. 

What the Inquisitor wants is not exactly clear. The P O  are 
forced to justiq their recent acts, with constant demands for 
proof of their righteousness emanating from deep within the 
darkened hood. Their logic is questioned and any foolish or 
hastily decided plans from their past efforts are thrown back into 
the PC’s faces. Their entire existence is eventually questioned. 
The Inquisitor seems to already know their most intimate secrets 
and will drag them painfully out into the light. 

lfthe Inquisitor discovers that a PC is holding back, she will 
engage them in a duel of  wills. The Player must succeed at a 
simple test using their WIL vs. a Threshold o f  5. lfthey are 
successful, then they can hold back the piece o f  information that 
they are currently being asked for. A MoS of +2 or more ensures 
that the Inquisitor believes the Character knows nothing about 
the topic and will immediately move on. If the Character fails the 
test then they are forced to divulge the information. If the test 
fails by a MoF o f  -2 or more then the Inquisitor has broken the 
Character’s will, and can return to that Character at any other 
time and demand one truthful answer that the PC must reveal. 
There is a chance for the Characters to  alter the scene for their 
betterment, but at great risk to themselves. 

Any other attempts to avoid the Inquisitor are useless. 

When the Inquisition finally ends, the PCs are physically beaten 
while still bound. When they wake, they find themselves on a 
concrete floor, lying next to the broken husk that was onceJoan. 

They wake again, this time for good. 
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Weaver needs to direct the Cell into Bazaar and then to the Trial 
Hall, near the Sunken City. The general scene around the Trial 
Hall is that o f  expectation. The gathered crowd is huge by nearly 
any standard, with people crammed tightly into the open area 
and overflowing into nearby alleys. 
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The gathered Fatimas prepare a circle to make Joan’s return 
from the spirit world easier. A huge patchwork curtain has been 
drawn across the open face ofthe Trial Hall, enclosing the Hall 
from the outside. The many people who have gathered to see 
Joan return must wait patiently. 

Abruptly, Joan forces Her way into the physical world, with the 
two soulstones held in Her left hand while Her right hand carries 
Her massive sword (despite Her arm hanging in a sling). Joan 
raises both the sword and the stones into the air triumphantly, 
and the small gathered crowd inside o f  the Trial Hall, including 
the Fatimas, move towards Joan, aware that She is badly injured. 
Just as they reach Joan’s side, the Blades launch their attack. 

lssooc manifests himself from his hiding place, already in his 
Fatimal costumelarmor and wades into combat, seeming more 
like a Koleris then a Sangis. The Weres burst through the crowd 
and into the open Trial Hall. Outside, away from the Fatimas, 
the Serfs and Keepers perform their duties, attacking the 
confused and frightened crowd in an effort to keep them away 
from the Trial Hall. Until they are attacked themselves, the 
gathered crowd has little idea of  what is happening inside the 
closed building before them. 

The Serfs are all too effective at sowing confusion and 
distraction, as the crowd flees for their lives. The gathered 
Fatimas, realizing something is horribly wrong, feel the pain and 
death of Their followers just on the other side o f  the curtain. 
The attention o f  the Fatimas is diverted for a few crucial 
moments. In the River of Dream, the two Melanis open up with 
their Sundering, attacking and attempting to bind Joan’s spirit 
into a Zbr i  heartstone they had gathered earlier. 

The speed and ferocity o f  the attacks stun the gathered crowd 
as well as the Fatimas. Agnes and Tera Sheba quickly recover, 
and begin to defend Their weakened Sister, who is barely 
holding Herself up. Tera Sheba’s ax rises and falls feverishly as 
She swiftly dispatches one ofthe Weres attackingjoan, while 
Agnes faces off with another. Joan tumbles to the ground, and 
the soulstones drop from Her hand. 

With the crowd effectively dispersed, the Keepers surge through 
the openings into the Hall and jump into the fight, harrying Tera 
Sheba as She battles with the Were and blasting huge chunks of 
material from Agnes with their firearms. The other Fatimas, 
Dahlia and the Fates, are close to  the small crowd ofgathered 
humans left inside the Hall, doing Their best to protect Their 
fragile followers from the onslaught. Unfortunately, in the 
confusion, they do not realize thatJoan is the focus ofthe attack 
and concentrate on removing the humans from the fray. The 
room is thick with the currents of Dream, shimmering and 
changing, images appearing and vanishing again at unbelievable 
speeds. The Keepers and Serfs don’t seem to  notice, but the 
Distortion warps both Tribal and Fallen use o f  Synthesis in the 
room, making it both harder to use but blindingly more effective 
when anvthine is accomdished. 
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Adding to the chaos is a surprise that Vezmal prepared. Days 
before the return ofJoan, Vezmal gathered a number o f  Scray 
swarms, calling in a number of favors and past debts. Along with 
the Weres, he secreted the biomechanical constructs into the 
area. When the time is right, he releases the Scray from their 
induced dormancy, and they flood into the Trial Hall. Fatima, 
human and Z’bri alike are buffeted by the indiscriminate and 
devastating attacks ofthe gathered swarms. The added 
confusion is exactly what Vezmal was looking for, though he 
knew the other Blooded Blades would disapprove due to the 
fact that the swarm attacks their ‘allies’ as well. 

The PCs have only a little time to  act. The Blades know they 
cannot last for very long at all against the combined efforts o f  
the Fatimas and their high priests, and grow ever closer to 
destroyingioan. lssooc fights with desperation guiding his hand, 
trying to be strong enough to  allow Dah’am’pir and Vezmal to 
finish their ritual. Each blow he lands on Tera Sheba diverts Her 
for a few precious moments, enough for lssooc to land key 
blows on Joan’s dying body and weaken Her soul for the taking. 

Warrior Unbound assumes that the plan of the Blooded Blades 
is a dismal failure. The Blooded Blades are unsuccessful in 
destroyingloan, but only just. The P G  need to  involve 
themselves, to intervene on Joan’s behalf. 

Entering the Trial Hall is a dangerous, but necessary, proposi- 
tion. The Characters have a few avenues to exploit. 

On their own, the Cell may be able to move Joan’s body 
from the Trial Hall and to safety. Simply removing Her may 
not be that easy, though. Tera Sheba and Agnes stand near 
their Sister, fighting ISSOOC, the Keepen, the Serfs, the Scray 
and the Weres. If They see a couple o f  random humans - 
and Fallen, no less - moving towards Joan, They will try to 
intercept the Cell. The PCs will have no time to negotiate or 
argue their benevolent intentions. They must prove their 
intentions to the Fatimas by directly aiding Them, performing 
such an act as delivering the killing blow to a weakened Were. 
Otherwise, the Characters must gain access to  Joan’s body 
without the other Fatimas noticing (due to  the confusion this 
is actually possible, albeit extremely difficult: a simple sneak 
test vs. a Threshold o f  8 will allow a PC close enough to 
touch Joan, and at least two people are necessary to move 
the Fatima). 

Another way the Cell can aid Joan is by directly engaging 
lssooc, the Weres andlor the Keepers. Destroying the 
physical threat to Joan will dramatically increase Her chances, 
though She is still in danger from Dah’am’pir and Vezmal. 
Similarly, the Characters may be able to disrupt the Z’bri ritual 
in the Sundering pocket-realm in the River o f  Dream. This 
type o f  attack can only be accomplished if the PCs are already 
prepared for such an attack and is the most dticient (and 
safest) way to ensure Joan’s survival. 

The Characters may also have the presence o f  mind to help 
bring Dahlia and the Fates t o  defend Their Sister. Since They 
do not seem to  realize that Joan is the focus o f  the attack, the 
Fatimas are currently concentrating on getting their followers 

to safety. Their help would surely tip the scales in favor ofthe 
Nation, ensuring Issooc’s swift death. 

* If the Characters gained the Bereaved’s Tears as an ally before 
the attack, then Dominic can help keep Joan alive long 
enough for the battle to  end and the threat diverted. With the 
PC Cell’s aid, Dominic will rush to Joan’s side and using his 
Synthesis abilities will try to heal Joan, just enough for Her to  
survive. The healing process is not a quick one, as Joan is a 
Fatima, after all and Dominic is merely a human. However, 
after two turns at Her side, giving his life force over to Her, 
Joan will have enough strength to  move away from the melee. 
The Characters will have to protect Dominic for that time, a 
tough proposition since that may include protecting him from 
the other Fatimas if they mistake him for an attacker. 

* A PC with healing skills and some knowledge o f  Synthesis 
(Skill 2 or over) can try the same thing, on a Threshold o f  5 
to create the connection, and a WIL roll every turn against 
the same Threshold to maintain it. Add a cumulative -1 
modifier after every three turns, as the battle rages around 
them. 

Isaac’s Chosen, if previously convinced t o  aid the PG, can 
try to save Joan by using their knowledge of the attack to 
divert some of the Blooded Blade’s resources. The Keepers 
know that no one outside o f  the Characters will listen to 
them, so with the PCs’ aid they try to find where the Blades 
hid the Weres and engage them a few minutes before the 
attack is t o  commence. lfthe characters are able to bring the 
Keepers to  their side, not only will they not have to worry 
about fighting them, but the Keepers will also eliminate one 
o f  the Weres before the attack even begins. 

With the PCs supporting Her Agnes rises to the occasion, takes 
up Joan’s fallen sword and strikes a decisive blow. lssooc begins 
to topple, his legs cut out from under him, giving any nearby 
PCs the chance to finish him for good. With lssooc destroyed, 
the plans of the Blades are dashed. 

As the assault winds down, Eva and Magdalen cradle Joan’s 
body in their arms and rush her away from the Trial Hall as the 
remaining members of the Sisterhoods present attempt to 
gather and calm the crowd. Baba Yaga alone moves to  where 
Joan dropped the two soulstones and takes them in Her hand. 
Those who remained at the Trial Hall move to watch, and a 
wary crowd begins to gather once more. All eyes look through 
the shattered windows o f  the Hall, desperately trying to  fathom 
the import of the events taking place. After a few more minutes, 
Baba Yaga holds up the stones for all to see and in a gravely 
voice, at once barely loud enough for all to hear and thunder- 
ously resonant, announces that Uhanna and Delastes have been 
brought home. 

There is no doubt thatJoan was successful. None ofthe Fatimas 
say anything, and even Tera Sheba stands silent. Agnes moves 
to stand beside Baba Yaga and slowly takes the Fate’s hand. 
Magdalen and Eva stand and regard Joan for a moment, then 
each makes Her respective way back to Her tribal lands. Dahlia 
moves out into the empty streets to spread the word ofthe 
events that just happened and to celebrate with the people of  
the Nation. 

............... ... ... .... ....... ................................................................................................. .... .. ...... ....... ....... ... ........ 
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During the final battle, when and ifthe Characters find 
themselves in the Trial Hall, they will be buffeted by the attacks 
ofthe gathered Scray swarm. Use the statistics below for the 
Scray (note that this swarm is larger than most and the 
attributes reflect its size): 

4 Damageltum 6 

90 Random Horde Size 6D6 

Basic Swam Size 140 

With’ the Blades’ plans thwarted, the Serk and the Weres 
destroyed or fled, it is now time for the PCs to recover. The 
Characters are summoned by Basyl Loren, the vaunted Joanite 
Cavalry Commander. This request is not one to be taken lightly. 
After the Night of  Crimson Tears, Basyl Loren has been quite 
distrustful of the Fallen, yet he was instructed by a recovering 
Joan Herselfto meet with those who saved Her life. When they 
meet with Loren he tells them thatJoan noted their efforts on 
Her behalf and thanks them, and that he thanks them as well. 
Joan knows oftheir instrumental role in saving Her life, and their 
deeds have done a considerable amount ofgood in quieting 
Tera Sheba’s rhetoric against the Eighth Tribe. As repayment for 
their selfless actions, Basyl Loren gives the Cell a small 
footman’s shield as a way to show the Joanites’ gratitude. 

The shield is charged with the Aspect o f  Wonder and is actually 
a gift from both Joan and Agnes to  repay the Characters’ 
sacrifice and forethought. 

The shield, made from a light metal, can aid the movements o f  
its wielder. As such, it has the following attributes: ACC -1, Parry 
+3, AD+4 and no minimum strength required to use it. The 
shield will also manifest in the dreams ofsomeone armed with it, 
though it can only appear in the River of  Dream orthe World of 
Flesh at any one time, and cannot co-locate. 

A little bit later, the PCs hear a rumor that the Fisher King has 
pulled himself away from his isolation in his Tower. He has 
returned to the Bosom o f  Tera Sheba when She needed him 
most. With much o f  the Watch gutted by Joanite deserters, the 
Fisher King takes up the arduous task o f  rebuilding the Watch 
into a force capable o f  defending itself and the people of Vimary. 
The Shebans are no longer just the leaders ofthe Watch, they 
become part of  it as well (though the Watch is still dominated 
by the Joanites). 

. . . . . .  c Y c L E  ‘ R A M  I’F I C A  T I o  N S . A N D  

‘Throughout it all, the Goddess stood by my side. I remember 
her Lice smiling upon me at my darkest hour. I was successful in 
my Quest not only because ofher love, but also because ofthe 
love I could feel radiating fiom the Nation. Confused in the 
darkness, I lit my path with your love as a beacon. I live today 
because ofthe Nation and the Eighth Tribe. The Fallen, my 
Brother’s legacy, are a Tribe once again and they cannot be 
ignored any longer. 

This is mygitl to all ofyou; let us be whole once again. 

- Pledge ofthe Warrior 

c 
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an’s success and Her acceptance of  the Fallen have greatly 
boosted the spirits ofthe Eighth Tribe. They may not be truly 
part ofthe Tribes, but, for the first time ever, the Fallen are 
listened to and speak with one, powerful voice. 

The Joanites are now poised to begin accepting a number o f  
‘new’ members into their ranks. Joan has formally opened Her 
Tribe to the Fallen. If a member ofthe Outcasts can pass a few 
rigorous examinations, both physical and spiritual, then she will 
be accepted into the warmth ofJoan’s love. This prospect, while 
not taken up on by a large number of the Eighth Tribe, is more 
than enough to raise morale for the Outcasts to an all-time high. 
They may not be truly and finally free, butJoan’s attention and 
love seems to be a beginning. 

7heThildren have had it hard ever since Lilith’s Death. The 
events o f  Warrior Unbound offer an opportunity for the 
Children of  Lilith to renew their devotion to their cause, as well 
as to redeem themselves in their own eyes. The Children are the ‘ 
first and most adamant to support Joan in Her reconciliation 
with the Fallen and, this time, are vindicated for their efforts. 
Many o f  the Children take the tests to prove they are capable of 
rejoining the Tribes; about as many pass those tests, but most 
refuse entry into the Tribe ofJoan and remain within the Fallen. 
Their lot remains firmly with Joshua and His Daughter. 

The Bereaved’s Tears figure prominently in the rebuilding o f  the 
Children’s image. Whether the Characters work with the Cell or 
not, the Bereaved’s Tears makes a strong showing at the battle 
against the Blades. The Cell takes action when almost everyone 
else is frozen in shock and horror. The little warning they have is 
enough for them to be on the lookout and respond when 
needed. Their actions to save many Tribals and Fallen alike 
during the chaos ofJoan’s return earns them a number of 
accolades from the Eighth Tribe and Joanite leaders as well as 
grudging respect from some elders of the other Tribes. 

Beyond Warrior Unbound, the Children of Lilith begin as a link 
between the Joanites and the Fallen. Since their inception, the 
Children of Lilith have sought a niche in the society ofthe 
Eighth Tribe: TheJacken are the warriors. The Lightbringen are 
the leaders. The Herites are the rebels. The Doomsayers are the 
prophets. The Children o f  Lilith are a bit o f  all o f  these aspects, 
but excel at none. With the inclusion of the Fallen into the 
Joanites and need for both ambassadors and easy communica- 
tion, the Children gladly fill this new role. Their past with Lilith 
makes their association with Joan and Her Tribe all that much 
easier. 

Dominic, though not technically a Child o f  Lilith, becomes one 
of  the more charismatic and dynamic leaders o f  the outlook, 
appointing liaisons between the Eighth Tribe and the Children 
ofJoan. He fills the void left by the death of  their former leader, 
Ardatli Maque. (see Trial by Fire) 

heboomsayers lost much when their de-facto leader, Veruka 
the Wraith, was executed. (see Trial by Fin) Her absence was 
felt across Horn and Haven, but nowhere more than with the 
Doomsayen. Now, the dark prophets once again have reason 
to look towards the future. Many embark on Dream-Quests with 
renewed energy and come back with amazing tales of battle with 
the Z’bri, of exploration beyond Vimary, of the pride ofJoshua 
and o f  a future for the Eighth Tribe won with hard work and 
bloodshed. 

The image of a reconciledJoan and Joshua is a powerful 
metaphor used by many Doomsayers as proof that their visions 
of destiny are coming to fruition. Since Joan was ready to 
sacrifice Herself for the Fallen, many Doomsayers believe that 
the ‘sacrifice’ aspect ofJoshua’s prophecy has been fulfilled. The 
Fallen have not yet found their place in destiny, and the 
Doomsayers still see a long and hard road before them. In the 
minds of  many truth-seekers, however, the Eighth Tribe has 
taken a huge and important step along the path towards their 
ultimate destiny. 

F R I T F S  -_ ” 

6;) Herites participated in the Night of Crimson Tears and 
make themselves quite scarce after the general failure ofthe 
revolutionary attempt. The Herites are quite uncomfortable with 
the current situation, especially with one of the Seven Deaths 
now the marginal leader ofthe Fallen. Many Herites resolve to 
do what they can to  rip the veil away from the eyes of the Eighth 
Tribe and show thatjoan’s actions do nothing more than bring 
the Outcasts back into a stifling, unbending society. The Herites 
serve as a valuable ‘reality-check’ for the Fallen. 

Troy Fenys manages to hold on to  her Cell and begins gathering 
their strength again. There will be another opportunity to show 
the Fatimas for what they really are, especially if the rumors are 
true and forces are moving towards action. 
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The)ackers are pleased with the current unfolding o f  events. 
Joan, now more animated than She’s been in a very long time, 
seems to  imply that the Crusades are finally going to be a reality. 
Many Jackers take up the challenge o f  the ;e&, gut contrary td 
the Children o f  Lilith, many o f  those who pass do choose the 
Tribal life, and enter into ;he military arm of the Tribe ofJoan. 
The war with the Z’bri is coming, the attacks on Joan and the 
Fatimas proved that, and the Jackers have longed to be on the 
forefront. This is their first major chance to prepare for that war, 
to do more than skirmish with wayward Cek‘roh. Almost a full 
quarter of the Jackers leave the Eighth Tribe to return to the 
Fatima’s love. 

Mek never takes the Joanite tests. He is happy where he is. There 
are still borders to protect for the Fallen and there are still 
unspoiled lands to explore. The way he sees it, he had been cast 
out once, and there is no reason to create an opportunity for a 
second wound. The return ofJoan and vindication ofthe Fallen 
is certainly a great event in Mek‘s eyes, but nothing has really 
changed. Joshua is still gone, the Z’bri still live and the Eighth 
Tribe’s destiny is still unrealized. 

any o f  the Lightbringers are divided over the events of the last 
the Eighth Tribe has a powerful 
hat is only marginally a leader, as 
ly had been considered an enemy. 
forgotten the destruction rained 
n by the sieges, and a number ofthe 
deep soul-searching in an effort to 
ts at hand. Many also look to the 

Doomsayers for hints of the future and the role the leadership 
needs to take, and some hope that the prophesied ‘second city’ 
is a place where their leadership will be proved. Very few ofthe 
Lightbringers take the Joanite tests, but those that do quickly 
make their way through the ranks. 

Hal Ninva speaks out against allowingJoan any more power in 
the affairs ofthe Fallen, and does what he can to draw many of 
the Herites to his cause. He sees a number o f  the Eighth Tribe 
discouraged by Joan’s acceptance of  the Fallen and works to 
mold that resentment into something more amenable to his 
own goals. 

Evangel Black also works towards her own ends, though they 
are more beneficial to the Outcasts as a whole. Evangel sees in 
the reconciliation a chance to get closer to the Crucible. Her 
quest to punish the Crucible for their dark deeds is stepped up, 
as the Crucible no longer can work with impunity against the 
Fallen. Evangel Black also works with Dominic in order to  

the Joanites, to 
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The Tribes and the Fatimas are understandably shaken by the 
events of Warrior Unbound. Tribal society becomes enraptured 
with the events surroundingJoan and the trial. When the Blades’ 
attack occurs, everyone is caught off guard and the Nation 
nearly pays for their lack o f  vigilance with the death o f  the 
Warrior, just when they thought She was safe. 

The Trial and Quest were a period o f  anomie for the Nation. 
Things have irrecoverably changed and the Tribes have the 
unenviable task of  putting the pieces back together and 
continuing on with their lives. In time, things do return to  a 
semblance of normalcy. The Watch (now made up o f  an almost 
equal mixture OfJoanites and Shebans) patrols Vimary, Evans 
work the fields around the island and the Dahlian Caravans 
wend their way across the landscape. 

I-,*-.. . . . . . . . . . . . . . . . . . . . . . . . . . .  

.“L* \ 
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The Agnites, as always, are infused with an energy o f  excitement 
for the future. The events of Warrior Unbound seem to support 
many oftheir hopes and dreams. Joan’s sutvival and break with 
Tera Sheba look like an amazing opportunity to instigate some 
changes o f  their own. 

Many Agnites move into close association with the Joanites, 
especially those ‘new’loanites ofthe Eighth Tribe who re-enter 
the Nation. The newly re-entered Tribals are amazing creatures, 
with power, independence and a destiny that the Agnites want 
to  feel for themselves. Some Agnites begin to talk of opening 
their Tribe to the Fallen just as the Joanites have done, though 
this is little more than idle talk and childish boasting. 

More than leading with simple youthful exuberance, Agnes starts 
taking a more measured approach to the world. She begins to 
see the responsibilities She has to Her Tribe as more than boring 
lectures from Her sisters. 

Baba Yaga has begun to take on a very influential role in Agnes’ 
development. The Crone’s presence is a very calming influence 
on the Agnites and their growing Fatima. There is still much o f  a 
rebellious nature in Agnes, and Her amazement at the wonders 
o f  the world has not subsided, nor is it ever likely to. Now, 
however, Agnes’ questions turn as much to the Realm o f  Spirit 
as to the World o f  Flesh. 

On the flip side, the Agnites draw away from their more 
traditional influence, the Evans. Only time will tell exactly how 
the Evans react to this new development, but for the time being 
they raise no serious objections. 

. . . . . . . . . . . . . . . . . . . . . . . . . . . .  
’ # H I  I A N S  . :  .-/., y 

2 The Dahlians act much like the Magdalites during Warrior 
Unbound. The Dahlians are used to being the center o f  
attention and when they are not part o f  events, it is usually 
because they manipulated the situation to bring something 
interesting about in the first place. This time, however, Dahlia 
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and Her Tribe have little t o  do with the way that the events 
unfolded. The beginning days offlux are days relished by the 
Dancers, but as the Quest continued, the Dahlians began to 
long for a return to  ‘normal’ life so that they could once again 
send their Caravans out and know that change and chaos was 
occurring at their behest and under their guiding hand. 

Throughout Warrior Unbound Dahlia seems to  support Tera 
Sheba’s decisions, strangely breaking from Her previous support 
ofJoan. Whether this was because She truly believed in the trial, 
was angry atJoan for stealing Her spotlight or whether it was 
just another manipulation for Her own ends remains an 
unanswered question. 

j ,  

Thekvans weatherloan’s Trial and Quest remarkably stoically. 
Eva leads with pragmatism and consetvatism and, consequently, 
the Evans are the least affected by the events o f  the day. They 
have little time to stop and take notice, beyond idle talk across 
the dinner table. They have a job and cannot neglect it, no 
matter how amazing the events around Joan’s Quest may seem 
to be. Certainly, many Evans take some time off from their daily 
routines, especially on the day ofJoan’s Return. By-and-large, 
however, the Evans try to go on with life as it always has been. 

Benjamin Aria’on is the exception to the rule. He and much of 
his clan are enraptured by the events surroundingJoan, and do 
what they can to stay current on the rumors that filter out t o  the 
isolated community o f  Criffentowne. A number o f  shadowy 
figures are seen sneaking into and out o f  the Aria’on’s clan- 
home, presumably carrying news of  the events on Hom and 
Haven. 

Eva Herself is a little more animated than Her Tribe. Eva sees the 
moves byJoan to accept the Fallen as a threat to Tribal society 
and consequently supports Tera Sheba through many o f  Her 
attempts to punish Joan. Eva refrains from continued objections 
about the re-inclusion o f  some ofthe Fallen into the Tribes after 
Joan’s success, and withdraws once again to the fields of 
Sanctuary. 

. . . . . . . . . . . . . . . . . .  

The change finally comes. Joan could stay in Tera Sheba’s 
shadow, Her Tribe little more than lackeys, for only so long. The 
Fatima comes to grips with a number o f  demons inside Her, and 
decides it is time for Her to do something She, Herself considers 
right, rather than what She is told is right. 

Her Tribe benefits greatly from this change o f  events. Joan, 
already revered, dispels many o f  the lingering doubts about Her 
strength and inner reserves. She has approached death in both 
the Physical Realm and River o f  Dream and lived to return 
victorious. It is a time ofglory and optimism for the Tribe o f  
Joan. 

The infusion o f  the Fallen, even though in limited numbers, is 
still enough to swell the ranks o f  the Joanites. Fighters, leaders 
and warriors step into the Tribe, ready to fight for a shared 
destiny. Much o f  Vimary is watching intently, trying to figure out 
Joan’s next move. 

. . . . . . . . . . . . . . . . . . . . . . . . . . . .  
G D A l  I T F S  

-<\ 
The Magdalites are profoundly affected by the split between 
Joan and Tera Sheba. The Magdalites often look to their sister 
Tribes for order and support. The division of the Pillars shakes 
many o f  the Magdalites, and the leadership starts to take 
clandestine actions to repair the social damage. The Nation’s 
worldview is turned upside down and the Magdalites take it 
upon themselves to reconstruct that perception and help return 
Vimary to  a normal state o f  affairs. As such, the Magdalites take 
the opportunity created by the chaos to re-invigorate their Tribe 
and bring themselves closer together. 

One o f  the other after-effects of  the Trial and Quest for the 
Magdalites is that they start to look outside of  Vimary. The 
events ofwarrior Unbound have shown that the Tribes can 
grow and change without tearing the Nation apart. The 
Magdalites begin to seriously look beyond their borders, 
towards the Outlands and Capal. 

2 More than any other Tribe, the Shebans have to make some 
radical readjustments. They no longer have the rock of the 
Joanites to lean on. In some ways this is a very beneficial thing, 
since they are able to  adjust and become more reliant on 
themselves. No longer exclusively aJoanite Guild, the Watch is 
filled by Shebans, reveling in their new-found strengths. 
Normally, this would stand against Tera Sheba’s inclination not 
to arm Her Tribe, but Joan’s break with the Wise One has taught 
Tera Sheba that She can rely on nobody but Her own Tribe. 
Seemingly, the return o f  Uhanna’s spirit (a famed Sheban 
warrior from the Liberation) to Tera Sheba has prompted Her 
to concede weapons t o  Her Tribe, though only to those 
members who join the Watch. 
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e lost Tribe ofJoshua looks on the events regardingloan with 
interest, but little more. The Sister ofJoshua is Her own person, I 
many Joshuans argue, Her loyalties now forever beyond the love ‘ 
for Her Brother. Her acceptance o f  the Fallen seems to be a step - 
in the right direction, butJoshua is still gone and She can do 
nothing to repair that reality. 

The Marians take an especially active role in Warrior Unbound. 
The emotional and spiritual healing process that takes place is uf 
special importance to  the second ofthe Lost Tribes. Many 
Marians have covertly worked with the Fallen to  help ease their 
transition into life without the Fatimas. To some, it now seems 
that the healing process has taken a valuable step forward after 
Joan’s Quest. Other Marians view the act as a giant step 
backward, destroying the need for individuality and motivation. 
Largely though, the Marians see the acceptance o f  the Outcasts 
as a positive and important step for the Nation in their 
emotional growth. 
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The Z’bri are worried. A state of  balance between the Tribes and 
the H’I Kar has existed for many years, allowing the Z’bri 
leadership to solidify its control. Now, with signs oftrouble 
coming, the Z’bri leaders may no longer be able to maintain 
their half of the status quo. To  the Baron and many of his 
advisors, it appears as though the Tribes have already broken 
that status quo and may need to be reminded o f  the conse- 
quences o f  such an act. The Baron believes things are quickly 
getting out of  hand, and steps must be taken to restore the old 
order. 

The major threat to the H’I Kar and the Nation lies with the 
bloodthirsty Koleris. Agreements be damned, to their minds, it is 
time to strike. lfthe Tribes really are starting to mobilize and 
change, then a preemptive attack is in order. The Koleris Sk‘Ksul 
watches the events in Vimary with alarm. He reasons that the 
Baron and his precious Pact of  the Dome are no longer strong, 
that the Nation has broken their covenant. If the Baron refuses 
to support Sk‘Ksul, then maybe it is time to remove the Baron 
and place a more capable leader in his stead. 

The warmasters Lothar and Valk have been massing forces to 
the south o f  Vimary for some time now, their plans expanding in 
an ever-widening circle o f  destruction. It seems Z’bri society will 
make a decision on the policies o f  the Baron soon enough. 

. . . . . . . . . . . . . . . . . . . . . . . . .  
F V F l  O P M F N T S  

ers of developments stemmingfrom the story of Warrior 
Unbound are especially important to the continuing Conquest 
story line. The most valuable are summarized below, to aid in 
integrating the changes into an ongoing cycle. 

”%”. . . . . . . . . . . . . . . . . . . . . . . . . . .  
R F C O N C I I  I A T I O N  
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With‘ the Joanites now closer to the Fallen than ever, both sides 
o f  the reconciliation prosper. Hom and Haven grow into entities 
stronger than they could ever have been alone. The Fallen are 
reborn as, if not full members, at least closer to the Nation than 
they imagined, something many ofthe Tribes feared. To some, 
it is a sign ofJoan and Joshua reunited (though the Joshuans 
would vehemently object t o  this notion). For their part, the 
Joanites gain an infusion of vitality and new ideas into a Tribe on 
the verge o f  stagnation. Without the Shebans to lead them the 
Joanites re-learn how to make their own decisions beyond the 
battldeld. It is time for them to master logistics as well as 
tactics, and the survival instincts of the Eighth Tribe are a 
valuable addition to Joan’s Tribe. 

igor stepanovic (order #2203414) 212.124.174.7



\ .. '\ . . . . . . . .  . . . . . . . . . . . . . . . .  ,'< :,\ 

i . ; [$. ,QANITFS I N  H O M  A N D  H A V F N  
:<. ,-, 

........ 
> '  The 3 oanites open a large and well-equipped training ground on 

Horn and also begin to build new defensive towers on the 
islands to better repel Squat attacks from the South. Some o f  
the efforts are hampered by terrorist sabotage; archaic bombs 
placed in buildings and flung through windows, frayed ropes, 
damaged locks and the like are all assumed to be the acts of  
some disenfranchised Herites. The saboteurs hamper work on 
the towers, but the building continues as a testament to the 
renewed energy ofthe Eighth Tribe. 

The new training ground is established on the West Side of  
Hom, in the area just past the Sepulcher. A number o f  buildings 
that serve as private training halls and armories encircle a wide- 
open field where most ofthe training takes place. It is here that 
the Acceptance Tests are conducted. 

,, -z . . . . . . . . . . . . . . .  . . . . . . . . .  
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The Pillars no longer stand as one, though they still stand ... for 
now. Joan now speaks for Herself and no longer blindly follows 
the orders ofTera Sheba. The Warrior is once again the strong, 
independent leader She was during the Liberation. It is only a 
matter oftime before Joan acts on that independence. 

_.c. . . . . . . . .  . , . . . . . . . . . . . . . . .  
W A T C H  R F S T R U C T U R F D  

,\, 

.k&oanites are no longer the lap dogs of the Shebans and 
many now refuse to work with the Watch. The Watch has long 
been viewed as a Sheban tool, staffed byJoanites, enacting the 
will o f  Tera Sheba in lieu of  the will o f  the Nation. Now, many 
Joanites refuse to associate themselves with the corrupt guild, 
and permanently abandon their posts. 

A minor crisis o f  sorts is precipitated as many Watch detach- 
ments are unable to field enough members to act effectively. 
Before Joan orders Her Children back to their posts, Tera Sheba 
makes a bold move and pulls the Fisher King out of  his tower. 
Under his leadership, the Shebans begin a Watch oftheir own to 
till the gaps left by the Joanites. Now, Joanites and Shebans staff 
the Watch, though the Shebans have a lot oftraining to  do 
before they are as effective as theirloanite detachment-mates. 

The newly restructured Watch serves as an important connec- 
tion between the Joanites and the Shebans. Many members o f  
the two Tribes pointedly ignore each other, but work in the 
Watch fosters reliance and interdependence on one another and 
keeps communication lines open. If and when Joan and Tera 
Sheba reconcile Their differences, it will begin with the Watch. 
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This chapter provides resources on people, places, events and 
groups important to Warrior Unbound. Notably, it details the 
environs of the River of Dream, spirits both common and 
uncommon and general advice on Weaving the River of Dream. 
Beyond this information there are NPC statistics and back- 
ground and some notes on locales found throughout Warrior 
Unbound. 

iver o f  Dream is quite alien to anything the PCs would 
normally encounter. It is a combination of the physical realm 
and the spiritual one, where physicality and flesh actually merge 
with spirit and soul. It is here that Synthesis is made possible, for 
it is in the River of Dream that the blending of reality takes place. 
In order to get the right ‘feel’ for the PCs who deal with the 
River of Dream the Weaver needs to know how to describe the 
area as well as how to use it effectively in her cycle. 

It is important to note that the River of Dream is neither physical 
nor spiritual. The World of Flesh is a realm entirely in and of 
itself, as is the World o f  Spirit. The two realms are separate 
places, one is intimately familiar while the other is so radically 
different that it can only be reached in death. The River of 
Dream is the ultimate no-man’s-land, a place that is neither 
realm but composed of parts of both. It is as real as the body of 
any Dreamer and as ephemeral as a thought. It is both a barrier 
and a doorway. 

Think ofthe River of Dream as fog and the Worlds of Flesh and 
Spirit as water and air. Fog is neither water nor air; it is its own 
thing, created by the combining of its two constituent parts. Like 

water and air, the Worlds of Flesh and Spirit are entities oftheir 
own right, and the River of Dream requires the presence of both 
o f  the other two entities to even exist. The River of Dream is a 
murky transition, fascinating in its own right. 

So, how does the Weaver explain such a place? One key is to 
make each visit to the River of Dream unique, different in some 
way each time. Moreover, the experience can be different for 
each traveler, even i f  they enter together. There surely will be 
common events, but the Weaver should encourage individual 
reactions to those events. As the Characters explore what they 
think the River of Dream is, they will create a unique view of it 
that is linked to the other PCs’ unique views and to the 
individuality of the Weaver’s cycle. The River of Dream is 
different for each Dreamer who experiences it. 

Moving into the River of Dream is not a physical action of any 
sort; it is more of a projection of the Dreamer’s psyche. 
Exploring the River of Dream is very similar to an out-of-body 
experience. Powerful entities like the Fatimas are strong enough 
to step into the River of Dream in both body and mind, but 
normal humans are unable do so. The best a human can hope 
for is the ability to control the actions of their psyche with a 
certain degree of skill. 

By and large, very little of the River of Dream is understood by 
the people of Vimary. Most dismiss it as the exclusive province 
ofthe Fatimas, or something best left to the priests. The large 
disparity of knowledge about the River of Dream is especially 
noticeable when comparing the leaders and elders of the Tribes 
to the ‘common folk‘ living within the Nation. Many leaders are 
quite knowledgeable about the River of Dream, a necessary skill 
for understanding and dealing with the Fatimas. Very few, 
though, outside ofthe Yagans have any first hand knowledge of 
the River of Dream beyond what they experience while dreaming 
and in their individual dream-realms (see Dream-Realms, p. 76). 
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iver o f  Dream is a wondrous place, never the same 
between visits nor to different viewers. Not only are such things 
as colors and smells constantly changing and moving, but 
objects and spirits themselves appear different. It is here that 
dreams really do come alive. The Weaver should note that what 
follows is merely a guideline to  what most Dreamers see while 

The landscape o f  the River of Dream looks like a copy of the 
World o f  Flesh, with the notable absence o f  many structures 
that make up the familiar landscape. Because the River is more 
than a simple, pretty copy o f  the physical realm, there are a 
number of objects and structures present that do not exist in the 
World o f  Flesh. These ‘new’ objects are usually reflections ofthe 

hekiver o f  Dream is a wondrous place, never the same 
between visits nor to different viewers. Not only are such things 
as colors and smells constantly changing and moving, but 
objects and spirits themselves appear different. It is here that 
dreams really do come alive. The Weaver should note that what 
follows is merely a guideline to  what most Dreamers see while 

The landscape o f  the River of Dream looks like a copy of the 
World o f  Flesh, with the notable absence o f  many structures 
that make up the familiar landscape. Because the River is more 
than a simple, pretty copy o f  the physical realm, there are a 
number of objects and structures present that do not exist in the 
World o f  Flesh. These ‘new’ objects are usually reflections ofthe 

To  further complicate things, some objects found in the River of 
Dream are apparently exclusive to that realm and have no 
equivalents in the physical nor spiritual worlds. The identity and 
origin of these objects is the focus of debate for many Yagans 
and Doomsayers. Even the most knowledgeable Yagans only 
have vague ideas of what the spiritual realm looks like, so it is 

: 
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hard to verifiably confirm if something is only part of the River of 
Dream and not actually a spiritual reflection. 

Man-made structures are not present in the River of Dream, with 
a few powerful exceptions. The River of Dream looks much like 
the land must have looked in its primeval state. 

The River o f  Dream itself seems quite tangible. The ground is 
hard, the rain is wet and the air is cool, just like the Physical 
World. Almost every phenomena found in the World of Flesh is 
recreated in the River o f  Dream. There is a physical equivalent of 
every place in the River of Dream and vice versa (though, as 
noted before, the work o f  man does not normally appear in the 
River). The same mountains, clouds, lakes, rocks, and so on can 
all be found in the River. 

There is always a feeling o f  movement against the body of a 
Dreamer. This movement is almost like the feeling of a constant, 
swirling breeze or the flows of a turbulent river. The sensation is 
usually not enough to affect the movement o f  a Dreamer and in 
some cases can aid movement, but it has been known for the 
‘breeze’ to become powerful enough to sweep a Dreamer up in 
its flows and deposit her the equivalent o f  dozens o f  kliks away. 
Usually, the only things caught in the currents are the dream 
realms of sleepers. 
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The image a Dreamer projects of  themselves is called an 
‘anima.’ Unless the Dreamer is trained in Synthesis, their anima is 
a bit fuzzy. In fact, a trained Dream Traveler can tell the relative 
ability of  another traveler by how solid the outlines of her anima 
are. Sharp and crisp lines denote high levels o f  ability andlor 
training. 

Creatures, plants and untrained humans only appear in the River 
o f  Dream while they are asleep and dreaming. People and 
animals manifest their anima at the River of Dream equivalent o f  
their physical location. Plants, because they are considered 
always dreaming, are ever-present in both the World o f  Flesh 
and the River of  Dream (a feat o f  co-location that intrigues 
many Yagans). When an animal or a person stops dreaming, 
waking up or dying, then their anima dissipates. 

Ghosts and specters appear much like the active anima o f  a 
conscious Dreamer. Sometimes, differences between a Dreamer 
and a spirit are obvious, such as a spirit without legs or dressed 
in a very archaic way. However, spirits are a varied and 
independent lot and appear in all sorts of guises. 
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Norhally a human’s psyche manifests in the River of Dream in 
the form of a dream-realm. Rather than creating an anima in 
their own physical image, which takes deliberate mental action, 
the Dreamer automatically creates a small pocket dimension 
instinctively (and subconsciously) in the form o f  a small sphere. 
The dream-realm uses the energies and powers o f  the River to 
manifest images from the thoughts o f  the dreamer, the sleeping 
tales and sequences that we consider dreams. As long as the 
human dreams, the small dream-realm exists to create new 
images and place those dreams into their mind. 

A dream-realm is usually no larger, in representation, than the 
span o f  a hand. Dream-realms come in a myriad o f  colors, 
usually reflecting the state of emotion the dreamer is experienc- 
ing. Because the dream-realms are powered by the unconscious 
mind and directed through instinct, they only rarely act outside 
o f  themselves. Usually, to the dreamer there is nothing that 
exists other than the dream-realm. Occasionally though, the 
dreamer can gain some level of control of the dream-realm (and 
the dream itself) and interact with the energies o f  the River. 

O V I N G  A B O U T  I N  T H E  R I V E R  

amer normally moves about in the River o f  Dream the 
same way she would in the real world. An anima is still tangible, 
and so many ofthe obstacles in the real world are also present 
in the River of Dream. Occasionally, a Dreamer is powerful 
enough to remove her form from the physical constraints that 
are reflected in the River o f  Dream. In other words, she can fly, 
swim or even drift through objects and environments that would 
hold them back in the World o f  Flesh. More common manipula- 
tions would be to mold her anima into different shapes. By 
solidifjing certain aspects of her anima, a Dreamer can mold and 
manipulate her presence to form tools and weapons from her 
own spirit. 

Spirits are the only permanent denizens o f  the River of Dream 
beyond the plants. In a strict sense, spirits can be considered 
animas that do not manifest (normally) in the World o f  Flesh. 

When the Weaver populates their River of  Dream, they should 
remember that true Dream Travelers are a fairly elite lot. Less 
than one percent ofthe Tribal population is accomplished 
enough to do more than manifest dream-realms. Encountering 
other Dream Travelers should be a fairly rare occurrence. 

Instead o f  Dream Travelers running to and fro and populating 
the River, spirits take their place. In this case, the word ‘spirit’ 
can be a bit o f  a misnomer. There is a difference between the 
River o f  Dream and the World of Spirit. The beings often 
encountered in the River are called spirits, even though no one 
in Vimary is quite sure if the spirits they know actually exist in the 
World o f  Spirit as well. Many scholars assume spirits are 
reflections of entities existing in the World of Spirit and so the 
name has stuck. However, nothing definite is really known about 
the relation between the River of Dream and the World of Spirit 
so the name ‘spirit’ can apply to both those that live in the River 
and those that may live in the Spirit Realm. 

All that aside, spirits as the Tribes know them are much like the 
River of Dream that they call home. Spirits are an interesting 
meld ofthe physical and spiritual. They are physical in the sense 
that they exist in a way that allows a Dreamer to interact with the 
spirit (and occasionally the spirit may enter the World of  Flesh 
as a ghost or vision). They are also spiritual in that they are 
manifestations of ideals and emotions. They are grounded 
enough in the physical to allow Tribals to interact with them, but 
spiritual enough to  always be alien and inscrutable. 
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Those Ghosts that become lost are usually known as Specters. 
Specters are often malevolent to the World o f  Flesh, which they 
see as a realm of  happiness that has rejected them. They are 

eses are correct, the ghost being a blend of the physical, spiritual 

An ancestor spirit is a type of spirit made up o f  the energies and 
history o f  a person's lineage, manifesting in the form o f  a specific 
ancestor. They are powerful spirits, more akin to totems (see 
next page) than Ghosts. Most families and clans in Vimary have 
a connection to at least one ancestor spirit, whom they can call 
on for advice 2nd aid. Usually, the most Powerf-Jl and aged Of 

the family communes with the ancestors through dream, 
repeating what they learn through these dreams to  the rest o f  
the Clan. In this way ancestors are looked upon as guardians o f  
the family, protecting individuals from the ills o f  malevolent 
spirits and specters. 

When the soul o f  a dead human travels through the physical 
world, it is referred to as a ghost (or, occasionally, a specter). 
The delineation between a spirit and a ghost is a tricky one, 
another problem a number ofYagan scholars have been 
tackling. Ghosts are usually not seen as natural to the River o f  
Dream, whereas most other spirits, including nature and 
ancestor spirits, are at home in the River. Ghosts, supposedly, 
are merely using the River of  Dream as a bridge to reach the 
Fold and eventually pass beyond. Those that do not pass 
through the Fold either wander aimlessly or closely attach 
themselves to an object or  person to help keep the ghost 
grounded and avoid getting caught up in the Sea of  the Lost. 

express a freedom of will that, coupled with the amazing power 
o f  Dream, has awakened latent intelligence in many of  the finding the Spirit World. - 
animal spirits. It is not uncommon to find a Yagan Dream 
Walker carrying on a lively conversation with the spirit o f  an 
otter or auroch. 
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The kpirits o f  plants found in the River o f  Dream are still much o f  ’ 
an enigma to those in the know. Plant spirits are a confusing 
meld offree-willed spirits and simple reflections o f  the physical 
world. On one hand many plant spirits are non-intelligent, or at 
least do not express an intelligence that humans can relate to. In 
this way plant spirits seem to be more like the reflection o f  a 
cloud or a mountain. On the other hand, the spirit reflections o f  
plants correspond directly to plants in the World of Flesh, co- 
locating and suggesting that the plants are dreaming. 

Plants are constantly dreaming, creating a River of Dream 
equivalent to their physical forms. Obviously this is very different 
to the way that humans and animals interact with the River o f  
Dream and some even point out that the dual nature of plants is 
similar to the dual nature of  the Fatimas. Describing this kind of \ 
relationship between Fatimas and plants borders on heresy to -. 
many Tribals, though, so few outside o f  the Fallen really try to 
investigate the nature o f  spirit plants. 

Some plants are known to develop rudimentary intelligence. 
This intelligence becomes reality only when plants congregate in 
large numbers. There seemingly also must be some kind of 
history or myth - some great or traumatic event - associated 
with the plants before any type o f  intelligence can be detected. 
Groves consecrated to Evan birthing rites, haunted woods and 
hedges known for hiding lovers all are good examples of the 
types of  plants that can be communicated with in the River o f  
Dream. 

~ To& spirits are the manifestation o f  an ideai or a concept that 
takes the form of an animal. Many times totem spirits are not 
directly associated with any species o f  animal, instead being a 
variation of a species. Totem spirits, next to the Fatimas, are the 
great masters ofthe River o f  Dream. Their intelligence and 
power is surpassed by few, and some are said to be more 
knowledgeable about the River o f  Dream than the Fatimas. 

Totem spirits are more than powerful spirits associating 
themselves with the Fatimas or other spiritually powerful entities; 
rather, they are the living manifestation of an ideal. Totem Spirits . 
reflect many ofthe Eminences in the River of Dream. The Great , 
Owl, associated with Tera Sheba and her Eminences of Truth 
and Wisdom, is probably the best known ofthe Totem Spirits 
(Rulebook, p. 163). 

It is not unheard of for  many normal animal spirits to associate 
themselves with a Totem Spirit. Usually, these animals are of a 
similar type to  the Totem Spirit. In the case o f  the Great Owl, 
familiar owl spirits o f  all types follow the Great Owl’s lead and 
will likely do the totem spirit’s bidding. 

divide, immensely long but having n o  real thickness to it. In 
effect, the Fold acts like a ceiling or a wall to much o f  the River 
of Dream. More importantly, it is the place where the worlds o f  
flesh and spirit finally meet, a fault-line between the two plates. 
The Fold is a barrier in every sense of the word and as such, no 
anima may cross it or see beyond it. Only spirits, most 
specifically ghosts, may traverse the Fold and begin their journey 
into the Spirit World. 

The Fold is the closest any living Dreamer can get to the Spirit 
World. 

. . . . . . . . . . . . . . . . . . . . . . . . .  
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Thikghastly and hushed place is the void where any dect ion of 
the physical and spiritual is lost, laying outside o f  the line where the 
two realms meet. It is the substance that surrounds the two realms 
and the River of Dream, much like the void of space encompasses 
the many planets. The Sea of the Lost is a place that is best ’ 
avoided by dreaming humans. A vast abyss of pure spiritual matter, 
with little form or substance, the Sea is an endless wasteland. 
There are no physical structures for Dreamers to maneuver about 
with, such as ground and so those unable to control their progress 
find themselves hopelessly adrift. 

The location of the Sea of the Lost is not easy to comprehend. 
It is beyond the River of Dream’s reflection ofthe World o f  
Flesh, off into the reaches o f  dreaming void. Many just assume 
that where the River of Dream’s sky ends is where the Sea o f  the 
Lost begins. It seems easier for those spirits untethered to 
bodies and minds, like ghosts, to find the Sea. Some Yagans 
suggest the Sea of the Lost itself is a spirit, an immense one that 
consumes the energies o f  wayward souls. The Sea of  the Lost is 
a huge place, with little floating in its environs, and encounters 
of any type are extremely rare. 

D ’ E S C R I B I N G  I >  T H E  R I V E R  

sixth sense’ is a possibility for the Weaver to exploit while 
the PCs travel in the River of Dream. The sixth sense is the 
uncommon ability for a Dreamer to know aspects o f  a situation 
they could not know by just using their normal senses. 

Using the ‘feeling’ as it is called, is a very intuitive process and one 
very few Dreamers are familiar or comfortable with. If the Weaver 
needs to use a rolling convention to represent the ‘feeling’ it is 
best to use PSY in lieu of normal Atttibutes and Skills. Remember 
that the ability to use the ‘feeling’ is usually subject to chance, with 
the sense becoming especially powerful in an individual only for 
their duration in the River o f  Dream. Humans are very visual, and 
noting how the other senses react to an object - smelling 
sounds or feeling taste - can be one method for emphasizing 
just how alien the River of  Dream can be. 

19 

igor stepanovic (order #2203414) 212.124.174.7



Poetry is a good source for ideas to explain the River of Dream. 
Poetry, at least good poetry, should explain a feeling rather than 
make a flat statement about it. This process o f  explanation can 
present an amazingly different way to look at common objects, 
as well as provide a suitably ‘spiritual’ vocabulary for describing 
the River of Dream. In fact, poetry itself is a nice parallel t o  the 
River o f  Dream. Poetry, like the River, is created by combining 
the static and physical: grammar and word choice, with the 
creative and spiritual: telling or explaining a story. Having the 
Players record their Character’s dreams by writing poems can 
serve to place them in the right frame of mind for adventuring in 
the River of Dream. 

Is regarding Synthesis while in the River o f  Dream add +1 
roll. The power o f  Dream is, not surprisingly, easy to , 

control while Dreaming. 

The flip side to the ease of control over Synthesis while in the 
River o f  Dream is that losing one’s touch with concrete reality is 
especially dangerous. While in the River o f  Dream there is no 
such thing as Disconnection, since the anima is already 
separated from the Physical Plane, instead those acts that would 
cause Disconnection while in the physical realm, here cause 
Separation. Separation involves the anima and the body losing 
contact with each other. Once the body and anima experience 
Separation, the Dreamer falls into a deep coma. 

See page 166 ofthe Rulebook for more on Lost Equilibrium and 

Separation 
Great Distortion, 3 action penalty (ID6 hours) 

Great Distortion, 3 action penalty (2D6 rounds) 

Minor Distortion, 2 action penalty (2D6 rounds) 

Minor Distortion, 1 action penalty (2D6 rounds) 
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C F S  I N  T H F  D R F A M  

Th&e places are significant to the River o f  Dream, particularly 
because they are considered bridges in one way or another 
between the World o f  Flesh and the River o f  Dream. Specific, 
man-made places are rarely found in the River o f  Dream. There 
is the occasional exception to this rule, however. Places with 
many memories, ideals, or stigmas attached to them are the 
most likely o f  places to have a reflection in the River of  Dream. 
When a place or structure does have such a spiritual aspect to it 
that it can manifest in the River o f  Dream, it is powerful indeed. 
These places are called by their generic name o f  Gully or 
Anchor, though if a place has enough resonance to have a River 
o f  Dream reflection then it is sure to have a designated name o f  
its own. Some have a number o f  names, their power and 
memory enduring for generations. 

...... . . . . . . . . . . . . . . . . . . . . . . . . . . . ,. .. {,Gb I I 1 F !j 
X I  

1.- 2, 
&hies are landmarks where the boundary between the River o f  
Dream and the physical plane is particularly weak. At certain 
times it may be possible to  see directly from the physical realm 
into the River of  Dream and vice versa. Powerful Gullies may in 
fact pull a human directly into a dream-state and into the River 
of Dream. It is possible to  see spirits in the Gully while still in the 
Physical World, and the reverse is also true. 

While within a Gully anyone or anything that uses Synthesis or 
similar powers (including spirit abilities) may roll an extra die 
during any Skill tests. 

The Circle o f  the Chosen is an excellent example of a Gully. It is 
a place where the Tribes routinely sacrifice some of their own to 
the beasts that roam near the Seven Fingers. The powerful 
emotions associated with the Circle allow those who will be 
sacrificed to see the hungry and voyeuristic spirits that have 
come to watch the spectacle. It is usually a horrifying experience 
to spend any time in the Circle, with the spirits o f  the dead and 
monstrosities becoming visible and then vanishing again into the 
mists. Most usually try to dismiss the terrible visions as 
hallucinations. 

See Virnary p. 56 for more information on the Circle o f  the 
Chosen. 

Another Gully is The Sepulcher. The Sepulcher, once the home 
o f  Veruka the Wraith, has recently somehow created itself in the 
River of Dream. The area in and around the Sepulcher carries so 
much Synthesis power that people have been known to  fall 
unconscious and be sucked directly into the River of Dream. 

Those who make pilgrimages to the Sepulcher usually downplay 
the actual danger of  such an occurrence. Instead, they focus on 
the power ofthe dreams and visions that they can receive while 
in such a dream-coma. No one has ever seen Veruka’s ghost, 
not even within the power o f  the Sepulcher Gully. Most assume 
that Veruka has, despite her status as a Fallen and beyond Baba 
Yaga’s love, indeed passed on to the Spirit Realm. 
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River o f  Dream. They are much more common than Gullies, but 
much less powerful. An Anchor is identified as such by the 
presence of a reflection in the River. Anchors are particularly 
sensitive places to manipulations in Dream. The effect of this is 
that anyone using the Dreaming Skill gains a +1 to their Skill 
rolls. 

The Skyrealm that T’Phalus calls home is an anchor, and was a 
place where an inordinate number o f  people took their own lives 
during the Fall. The psychic shock o f  so many deaths has forever 
marked this towering structure in the River of Dream. The 
Skyrealm appears just as it does in the World o f  Flesh, a serene 
stone structure. Few know o f  the significance of the Skyrealm, 
though T’Phalus selected the building as his home specifically 
because of its status. 

The Great Dome and Grave Fields of Mortuary are also 
anchors. These are the places Baba Yaga calls home, and are 
powerful and easily recognizable landmarks in the River of 
Dream as an Anchor. It is arguably the most revered place 
regarding the process of death and is a very spiritually powerful 
place. Mortuary is the largest man-made object reflected in the 
River o f  Dream. 

A’ 

\ ‘  - ’A, 
Noinecessarily Characters that must be used in Warrior 
Unbound, these NPCs are for general use in the River of Dream 
and to prompt the imagination of the Weaver when making her 
own spirits. 

. , . . . . . . . . . , . .  . . . . .  
C H A R L E S ,  E V E R - W E E P I N G  
..., . 

I ’  * O S T )  $6 
A m‘an from the Times Before who killed his family and then 
took his own life in the wake ofthe Z’bri’s arrival, Charles 
cannot believe he has died. He has wandered the River and the 
Sea of the Lost for generations now, tagging along with travelers 
in the hopes that they will help him regain what he has lost. 

Charles, Ever Weeping sees his family in almost everyone he 
meets - though he no longer has any recollection of who or 
what his family really was. 

Highlights: Lonely, sorrowful 

Athibum AGI -1, INF +3, PER +1, PSY -2, STA 40, UD 2, AD 3 

Skills: Human Perception 21-2, Intimidate 110, Lore (World 
Before) 310, Melee l/-1, Theatrics 1/+3 
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knowledgeable beyond normal humans. To summon her god 
back she must convince a large number o f  men, women and 
children that she is the only real thing in their lives, that all else is 
just some ancient memory. Not surprisingly, she has no memory 
of her life before and is totally convinced o f  her own righteous- 

Highlights: Driven, faithful, intimidating 

Attributes: ACI +1, APP +1, INF +1, PSY +2, WIL +1, STA30, UD 

Skills: Athletics l /O, Combat Sense 110, Etiquette 2/+1, Healing 1/ 
0, Human Perception 2/+2, Intimidate 210, Leadership 2/+1, 
Melee 1/+1, Mythology 1/0, Ritual 2/0 

"' " t . P -  S H A D F  ( S P F C T F R )  
' \/ . *  
The Shade was once a member ofthe Blood Silk Circle. While 
she slept and dreamt one night, she wandered into the Sea o f  
the Lost and has only recently returned. Her body died from lack 
o f  nutrition and Shade has decided she likes where she is. She 
still has her Sundering and Synthesis powers, and is quite insane 
due to the prolonged amount oftime she spent in the Sea. 
Almost miraculously, she guided herself back through sheer 
force of will, though her mind was forever shattered by the 
journey. Shade cannot communicate in any meaningful way, 
though she does retain a bestial and malevolent intelligence. 

Highlights: Horrific, deadly 

Atmosphcrc: Koleris 

Eminence: Conflict 

Athibut=: APP -2, CRE +1, INF +1, KNO +2, PER +1, PSY +3, 
STR +1, WIL +2, STA 45, UD 5, AD 4 

Skills: Athletics 1/0, Dodge 2/0, Hand-to-Hand 3/0, Intimidate 2/ 
0, Navigation (River of Dream) 1/+2, Navigation (Sea o f  the 
Lost) 1/+2, Notice 2/+l, Sneak 110, Survival 3/+1 
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T H R E E  C L A W S / O N E  T O O T H  

'?>. :,$; ... i .  \, 
Three ClawslOne Tooth is a ferret trickster with a certain 
penchant for the Fallen. The activity that always seems to  follow 
the Outcasts attracts the ferret spirit to the Eighth Tribe. His 
fascination with the Fallen is a bit dangerous for the little spirit, 
prompting him to travel into areas where he is not welcome. 
Three ClawslOne Tooth would love to learn more about their 
society and why they are who they are, and has an uncanny 
knack for appearing at very inconvenient times. 

Highlights: Inquisitive, enjoyable, rambunctious 

Atbib- INS +3, PER +2, WIL +3, HEA +1, STA 30, UD 9 

Skills: Athletics 31+3, Hand-to-Hand 41+3, Lore (Playground) 31 
+3, Bite (x10 damage), Claws (x8 damage), Into the Crevice 
(successfully dodges the first attack directed at ThreeClawslOne 
Tooth each round), Speed o f  the Ferret (Three ClawslOne 
Tooth can act twice a round). 

LI ?. 

- - \  

Wise and helpful, Gravel was once killed by a Tribal hunter and 
now seeks to understand why (in an existentialist sense) he was 
killed. Gravel has helped a number ofTribals and Fallen in 
trouble while in the River of Dream and has become quite 
familiar with a number o f  human conventions (such as kissing 
and shaking hands). He questions a number ofthe paradoxes o f  
life (why one must take life to continue living?) and seeks a 
human to  help him work through some o f  his questions. 

Highlights: Knowledgeable, disturbed 

Atbib-. CRE -1, INF +2, KNO +3, PER +1, PSY +3, WIL +1, 
STR 10, HEA 7, STA 100, UD 25 

Skills: Dodge, 11-1, Hand-to-Hand 31-1, Herbalism 2/+3, 
Intimidate 31+2, Notice 2/+1, Bite (x7 damage), Bear Hug (xl5 
damage), Claws (x10 damage), Hibernate (Gravel may create 
his own dream realm where nothing can affect him), Touch 
Minds (Gravel can speak to any traveler, spirit or not, in their 
own language). 

a2 
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A V E S  W I T H  T H E  W I N D  

arely capable o f  communicating with humans, the glade as 
a whole has manifested a unique level of intelligence. it is vety 
wise, despite its limited methods o f  communication (it can only 
speak in one-word adjectives) and knows just about every living 
thing that has passed through it. It does not understand exactly 
what animals are, thinking ofthem as evil plants. Waves with the 
Wind manifests in the World o f  Flesh as a come oftrees that has 

cret burial site for a group o f  iquats that call the 
t their home. The many memories and emotions 
years infused the grove with Synthesis and created 

Highlighk Intractable, alien 

Attributes: INS +1, PER -1, WIL +lo, HEA 20, STA n/a 

Skills: Lore (Outlands) 4/+1, Mythology 4/+1, Human Percep- 

\ 

.. . 
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T H E  R U S T  C U R  ( R U S T  WOLF 

J ~ T F M  S P I R I T )  
: Y4 

Thekust Cur is a totem spirit that has allied itself with the 
Keepers and now considers them her children. The totem spirit 
is quite cunning and resourceful, and collects tidbits o f  
knowledge about the past and future. The Rust Cur is a hunter, 
though, and will not associate with anyone that she does not 
believe deserves her respect. Ruthlessness and cutthroat 
attitudes are the attributes she most looks for in her ‘pups’. The 
Rust Cur is not happy with Issooc’s antics with the Keepers, and 
may well intervene (if properly called upon) to  end Issooc’s 
farce. 

Highlights: Territorial, Clever 

Attiburn APP +3, CRE +lo, KNO +3, PER +5, PSY +4, WIL +6, 
STR 10, HEA 7, STA 100, UD 25 

Skills: Dodge 3/+10, Hand-to-Hand 4/+10. Lore (Rust Wastes) 
4/+3, Navigation (Rust Wastes) 4/+3, Human Perception 4/+5, 
Curse o f  Days (the Rust Cur is unaffected by non-natural 
weapons), Rust Wave (all those present must roll WIL vs. a 
Threshold of 5 or be blinded for that turn by flecks o f  rust flying 
into their eyes). 
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The major NPCs who appear in the book are listed below. As 
always, the numbers are not set in stone, and the Weaver should 
feel free to modify any and all of them to better fit her particular 
Players and cycle. 

,p ;-% 
Kcyhembers: Dah’am’pir, Vezmal, lssooc 

Gathering Place: Skyrealm in Bazaar, laboratory outside o f  
Capal, occasional Sundering pocket realm ‘in’ the River of 
Dream 

Goal: Gain revenge on the H’I Kar by returning to the Seed 
alone. 

Antagonists: The Baron, T’Phalus, Dominic. 

The Blooded Blades were formed by threeloh’an Z’bri all cast 
out o f  H’I Kar a short time ago. Eth’ian of Melanis (see Vimary 
p. 123 and Trial by Fire) was a close associate o f  the Blooded 
Blades while the Blades still resided in the H’I Kar. The Blades 
were implicated by association when Eth’ian fell from grace, and 
were forced to leave or take the brunt o f  the Baron’s wrath. As 
things calmed, the Baron took stock ofthe state ofaffairs and 
declared that Dah’am’pir, lssooc and Vezmal shall never again 
step foot in the H’I Kar. 

In one way or another, each is motivated by a sense of  revenge 
against the Z’bri of H’I Kar. They want to see their ideas and 
motivations vindicated by doing what no other Z’bri can do: 
returning to the Seed. By doing so they will have their final 
revenge, returning to  paradise while leaving the Z’bri that so 
cruelly cast them out stuck in their fleshy forms. Since becoming 
Joh’an the three Z’bri have dedicated their existence to returning 
through the Fold, no matter what the cost. 

The Blooded Blades are named as such because of the ornate 
and wicked daggers they use during their experiments and 
rituals. Each of  the Z’bri in the Blooded Blades carries one o f  
their namesake daggers on their person at all times. Sundering 
powers are infused into each blade, as is their particular Taint. 

Relations: The Blooded Blades have acquired a few enemies in 
their time as Joh’an outcasts. T’Phalus is particularly unhappy 
with the group, since he considers himself sovereign over 
Bazaar. The Blades’ constant interloping is not taken well by the 
respected Joh’an and he plans to eliminate the three pests. 

The Blades are also on the run from the Baron. The Baron is still 
displeased by Eth’ian and his plotting and looks for ways to gain 
vengeance without directly moving against Eth’ian and his 
powerful new allies in Capal. The Blooded Blades provide a 
nice, easy target to fulfill the Baron’s desires. The Blooded 
Blades, therefore, do their best to maintain a wide berth 
between them and any Z’bri loyal to the Baron. 

h o f  the power o f  the Blades has to do with the rituals they 
can perform, especially their ability to create a sphere devoid of 
the power of Synthesis within the River of Dream. There, they 
can use their powers of Sundering while manipulating some o f  
the vast powers of Synthesis and Dream, much like a chemist 
wearing gloves to protect himself from the caustic acids. An 
accidental, but not unwelcome side effect to the creation of the 
pocket realm is that the Sundering and Synthesis powers offset 
each other and mask the taint of corruption that the Z’bri and 
their creations usually leave behind. This effect severely reduces 
the possibility that the Z’bri will be discovered in the Physical 
World until they reveal themselves (any tests to detect Z’bri or 
Serfs within a klick o f  the sphere suffers a -3 to the roll). 

Another ritual the Blades use is the ability t o  grant a one-shot 
Sundering ability to another Z’bri by exchanging blood. The 
three share their Sundering powers freely through this ritual, so 
it is not unheard of for  Vezmal or Dah’am’pir (both Melanis) to 
manipulate flesh with Appeasement, or for lssooc to have the 
ability to Chain. 

Yet another ritual used by the Blades is the ability to mask the 
shape oftheir Weres so that the beasts look like normal humans. 
With the use ofthis ritual, the Were appears to be a very tall and 
bulky human. The ‘skin’ o f  the Were while masquerading as a 
human is little more than a very responsive covering, and is not 
the Were’s own skin. If the Were gets involved in combat before 
shedding their skin (they can shed the skin at any time they 
want, but from then on must receive a new ritual to regain their 
human guise) then the skin may be ripped to reveal the Were 
underneath. Any flesh wound will leave a rip in the skin. The 
normal Threshold is 6 to detect one o f  these rips and see that 
something is wrong. Each extra wound beyond the first drops 
the detection Threshold by 1, t o  a minimum of 2. Normally, 
though, for pragmatic purposes, the Were immediately sheds 
the skin once it enters combat. A Were disguised by the ritual 
may not use any of its natural attacks, beyond the fists and leg of 
the human form it is imitating. 
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minal leader of  the Blades. He is the only Sangis 
often acts more like a Melanis with his interest 
xts he recovers. lssooc is deeply interested in 

When they hailed him as a god, it did not take him long to 
create the Fatima myth around himself, creating a costume and 
mannerisms to fit the bill. He knows he is not a Fatima and has 
no delusions as such. lssooc just enjoys manipulating the hopes 
and dreams ofthe Keepers under his sway. Isaac's Chosen, the 
group o f  Keepers he controls, are little more than a useful 
plaything. 

As time has gone by ISSOOC has become desperate to leave this 
world, feeling that he is the only one who really feels the call of 
the Seed. His ostracism from the H'I Kar was originally a joke to 
him, but now deep inside, he is terribly lonely and wishes to be 
part of a greater part o f  a greater community. The Seed is his 
hope for salvation from his oppressive loneliness. 

Highlightx fleeting, archaic, powerful 

A T T R I B U T F S :  
ACI +3 APP +3 BLD +3 CRE +3 FIT +4 

INF +4 KNO +1 PER +2 PSY +2 WIL +3 
STR 3 HEA 3 STA 55 UD 11 AD 11 

CornbatScnsc 3 +2 Dodge 2 +3 Hand-to-Hand 3 +3 
Intimidate 3 +3 Leadership 4 +4 Lore (Sangis) 2 +l 

Lore 2 +1 Melee 3 r3 Notlce 1 +2 

Ritual 2 +1 Seduction 3 +3 Speak" 2 +I 

Survival 1 +3 (World Before) '* (Farnzay) 

S U N D F R I N G :  

Sundcnng Skill Raong 3 

Atmosphere. Sangis 

Aspects: Appeasement, The Calling, Perspective 

Equipment Sacrificial Dagger (ACC -1, Party -1, Damage AD+& 
Each blade also manifests in the River of Dream and carries the 
Taint (see p. 93, Horrors ofthe Z'bri), Fatima-like Armor (AR 
15), Huge Sword (Party +3, AD +20), numerous books on 
philosophy and spiritualism from the world before. 
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T H E  ‘B .LOODED B L A D E S :  

8 R . 2 ,  
\ e  .*:j’. .+;. 4 

A Melanis expert in Chaining, Dah’am’pir became so adept at 
her craft that she began performing the Chaining with wanton 
abandon. This abandon soon turned into disregard for other 
living things, even Z’bri. Ofall the Blades, Dah’am’pir was the 
closest associated with Eth’ian. After being thrown out o f  H’I 
Kar, she now sees the opportunity to return and gain her 
revenge against the Baron and all the Z’bri of the H’I Kar. 

Dah’am’pir has a limited imagination, and does not often work 
on new ideas, beyond coming up with new things to Chain living 
beings to. She is enraptured with the ideas that lssooc and 
Vezmal generate and is quite emotionally dependent on them. 
Dah’am’pir is the creator of the scrawled code that the Blooded 
Blades use to  inscribe their research. 

Physically, Dah’am’pir is supremely strong and enjoys the look 
of carving pictograms and the Blades’ scrawl on the bodies o f  
her Serfs and in untouched concrete. Dah’am’pir considers both 
mediums absolutely pure, and goes to great lengths to  find 
suitable ‘palettes.’ 

Highlights: dependent, strong, vicious 

. . . . . . . . . . . . . . . . . . . . . . . . . .  
A T T R I B U T F S :  

ACI +3 APP +2 BLD +5 CRE +2 FIT +5 

+3 INF +2 KNO +2 PER +3 PSY +1 WIL 
~ 

STR 5 HEA 3 STA 65 UD 17 AD 16 

S K I I  I S :  

CombatScnse 1 0 Craft’ 3 +3 Hand-to-Hand 4 +3 

Intimidate 2 +5 Mclcc 3 +3 ReadlWnte 3 +2 

Ritual 3 +2 Speak (Tnbal) 1 +2 *(Calligraphy) 

S U N D F R I N G :  

Sundering Skill Ratinz: 4 

AtmosDhcre: Melanis 

Aspects: Chaining, Shattering 

Equipment: Sacrificial Dagger (ACC -1, Parry -1, Damage AD+8. 
Each blade also manifests in the River of Dream and carries the 
Taint (see p. 93, Horrors ofthc Z‘bri), writing utensils, 
laboratory equipment. 
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He is responsible for much o f  the power the Blades have in the 
River o f  Dream, as well as the original idea to unbalance the 
spiritual and physical planes to create the preconditions for their 
return to the Seed. 

Vezmal is fascinated with the concepts o f  salvation and purity (a 
topic often discussed with Dah'am'pir) and explores the River o f  
Dream searching for more tangible constructs o f  the two ideals. 
He does not quite understand that they do not exist as anything 
but ideals. His searching has made him quite an expert on the 
River of  Dream as well as on ancient human thought. 

Blood and spirit are major components o f  his many rituals. For 
Vezmal, the eye o f  a living thing is the best place to find this 
fascinating blend o f  physical and spiritual. He is fascinated by the 
workings ofthe eye, and has chained the souls o f  many o f  his 
Serk to their own eyes, a horrible and painful experience for the 
Serf. 

Much o f  Vezmal's knowledge comes from reading books that 
Issooc's Keepers have recovered, as well as questioning Serfs 
just before he plucks out their eyes to make his foul ichor. 

Highlights: Intelligent, domineering, secretive 

A T T R I B U T F S :  

.-_ . 

Vezmal is an expert in the River o f  Dream and Sundering rituals. 

~~ ~ 

ACI +2 APP +3 BLD +I CRE +3 FIT D 
INF +2 KNO +5 PER +3 PSY +3 WIL ' +3 

STR 0 HEA +2 STA 40 UD IO AD IO 

Disguise 2 +3 Human Pcrccp.3 +3 Investigation 2 +3 

Lore ' 3 +> Mclce 2 +2 Notice 3 +3 
Ritual 4 +5 Techlore" 2 +5 Techlore"' 2 +5 

* (dreamin& ** (life sciences) ''I (ohvsical sciences) 

. . . . . . . . . . . . . . . . .  . . . . . . . . .  
S U N D F R I N G :  

Sunderine Skill Ratine: 4 

Atmosphere Melanis 

Aspccts: Inspiration 

Equipment: Sacrificial Dagger (ACC -1, Parry -1, Damage AD+8. 
Each blade also manifests in the River of Dream and carries the 
Taint (see p. 93, Horrors ofthe Z'bri), various preserved body 
parts o f  animals and humans, ancient books, various vials of 
liquid. 
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H‘IGH P R I F S T  J F S T  
4 ; 
jest% the leader o f  the Keepers known as Isaac’s Chosen. Jest 
has recently traveled across much of the Rust Wastes, and due 
to his travels, he has begun to have second thoughts about his 
role in Isaac’s cult. He wonders if Isaac reallv is who he claims to 
be. High PriestJest no longer considers himselfthe dynamic 
leader he once was; he’s confused and unsure about himself and 
his place in the world. 

Jest has recently been racked by a number of nightmares about 
what will happen when his Keeper band reveals themselves to 
the rest of  Vimary. He fears the future, wanting to revel in the 
certainty o f  the past. He is normally a very conservative man, but 
events are quickly spiraling out o f  his control and he is 
becoming desperate. Jest is also an old man and remembers 
many o f  the tales his mother told him o f  what the beasts o f  the 
World Before were like. He knows them to be cunning and 
conniving creatures and wonders why his group, recently 
reintroduced to  the world from their hiding place, has not 
encountered the demons yet. He fervently hopes that the Z’bri 
are now a thing o f  the past. 

Jest and Isaac’s Chosen do not know it, butJest’s prolonged 
proximity to lssooc has IeftJest with a Sangis Taint, so he now 
danifests an aura not unlike that ofthe Sangis Z’bri. 

fl&li&tx rational, unsure, morose 

A T T R I B U T F S :  

ACI 0 APP 4 BLD 0 CRE -1 FIT Cl 

INF +2 KNO +1 PER 0 PSY 0 WIL C l  

STR 0 HEA 1 STA 30 UD 3 AD 4 

S K I I  I s :  

CombatScnse 1 0 Etiquette 2 +2 Human Percep. 2 0 

Investigation 1 0 Law 2 +1 Leadership 2 +2 

Melee 1 0 Survival 1 +1 Trade 1 +1 

Techlore (all) 1 +1 

. . . . . . . . . . . . . . . . . . . . . . . . . . .  
T F C H N  o S M  I T H  I N G : 

Tcchnosmithing Skill Rating 0 

Aspect9 none 

Equipment: trinkets, working bullhorn, numerous sli htly broken 
qaks ofeyeglasses, Rifle (ACC 0, DM xll, 7/14/28/53,6 
grenades 
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inic is the leader o f  the Bereaved’s Tears, a fallen Cell 
composed of Children of Lilith and Jackers. The Cell was 
originally formed during the height o f  Lilith’s reign over the 
Eighth Tribe and was devastated to learn the truth about their 
‘Fatima.’ After the Lilith affiir, the Cell took time to regroup and 
Dominic became its leader. His vision and ambition led the 
Bereaved’s Tears to focus their efforts on bringing some sort of 
reconciliation between Joan and the Fallen and in the process 
reinvigorated the Cell under Dominic’s leadership. Under 
Dominic, the Bereaved’s Tears have started to engage in a 
number of clandestine operations bringing newly outcast 
Joanites to the safety o f  Horn and Haven. 

Dominic is an imposing man and one who takes his work very 
seriously. He masquerades as a Child o f  Lilith, though in reality 
he is a Black Marian. A number ofyears ago his lover, a Marian 
herself named Ascon, revealed the truth about her tribal 
affiliation and Dominic knew that it was his calling as well. He 
has since moved on from his lover, unable to love anyone but 
Mary Herself. 

An active man, happiest when he has a goal before him, 
Dominic has been looking for a way to reinvigorate the Fallen. 
The events o f  Warrior Unbound seem to  be the first steps in 
Dominic’s overall quest and he jumps at the chance to associate 
himself and his Cell with any efforts to bringJoan and Joshua 
together again (at least in the metaphorical sense). 

Highlights: driven, sincere, intense, emotionally distant 

* 
rr%a 

A T T R  I B U T F S  : 

ACI +2 APP 0 BLD .I CRE +1 FIT 0 

INF +I KNO +I PER 0 PSY +3 WIL +I 
STR -1 HEA 0 STA 30 UD 4 AD 4 

~ ~ ~~ 

Archery 1 +2 CombatSensc 2 0 Disguise 3 +I 

Dodge 2 +2 Dreaming 2 +3 Gambling 1 0 

Hand to-Hand 2 +2 Herbalism 2 +l Melee 2 +2 

Notice 1 0 ReadlWritc’ 1 +2 Speak’ 2 +2 

Streetwise 1 +I * (Marian) 

S Y N T H E S I S :  
Synthesis Skill Rating 1 

Eminences. Purity 

Aspeas: none 

Equipment: Longsword (AD +lo), Leather Armor (AR 6). small 
and well concealed Marian trinkets. a number ofTribal amulets 
for trade 

c 

a9 
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5.:: e a 7.7 e r c Ee c 3 73 r c e c 

A Guide, Halos is master o f  all that is Dream. He has a mission 
before him to continue the work ofthe Nomads and is 
consequently, almost obsessed with the workings o f  the River o f  
Dream and the Fold. He is a strong-willed man, so intent on his 
mission and rituals that he is often hard to  relate to. 

His mind is constantly on matters outside ofthe physical realm. 
Halos is a loner by trade, but can be a very kind and fatherly 
figure if he makes the effort. With spirits and his fellow Guides he 
IS a very warm man, but usually appears distant to his fellow 
humans. The problem is, he rarely cares enough about the 
World o f  Flesh to make any effort to be likable to other people 
and is happier concentrating on the River o f  Dream. 

He can see the future but does not have to be happy with his 
role in it. 

Highlights: inscrutable, imposing, caring 

Eminences: Many (most prominently: Recognition and Truth) 

Attrib- CRE +1, KNO +2, WIL +3, PSY +2, STA 25, UD 3, AD 
3 

Skills: Dreaming 3/+2, Human Perception 3/+2, Lore (Joshua) 31 
+2, Lore (prophecy) 3/+2, Navigation (Dream) 2/+2, Ritual 31 
+2, Survival 2/+1, Synthesis 3 

EquipmentlAbiIiim Walking stick (x3), flowing robes (AR 2). 
ritual tools, many allies, knows lots o f  rituals 

e-- 

nce a friend o f  Dah’am’pir in the H’I Kar, Viktanix helped 
reveal Dah’am’pir’s secret obsession with Chaining. In return for 
his betrayal o f  Dah’am’pir, he was himself Chained to the dog of 
a Serfthat Dah’am’pir controlled. The chained Viktanix was held 
within the form ofthe dog, his intelligence and will to live 
slipping away year by year. Just as Viktanix was finally about to  
pass away and leave his servitude, Dah’am’pir re-chained 
Viktanix into the form o f  a Serf, allowing the ancient Z’bri t o  die 
naturally and create a heartstone in his passing. 

Obtaining the heartstone was the first step in the Blades’ ritual 
to return to the Seed. The heartstone was then used to  bind the 
soul o f  Castor, creating a new device, a soulstone with both 
Castor and Viktanix hzd  within. 

Highlights: vengeful, captured, tortured 

Atmosphere: Koleris 

Atttibutes: CRE -2, INF -1, KNO +1, PSY -3, WIL -1 

Skills: Etiquette 21-1, Lore (Z’bri) 1/+1, Mythology 1/+1, Speak 
(Tribal) 1/+1 

EquipmcntlAbiIiies: none 
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a great warrior and now the leader o f  the Watch, the 
Fisher King is a living legend. He was once the right hand o f  
Tera Sheba Herselfand stood as Her blade during the liberation 
o f  the camps. He is now a recluse, for reasons only he and Tera 
Sheba share. The Fisher King is a man as much as a legend, and 
appreciates many o f  the finer arts ae his only link to the vitality o f  
the Nation he so misses. The ghosts of those he dispatched at 
the behest ofTera Sheba still haunt him. 

Highlights: insightful, quiet, poised 

Eminences: Truth, Wisdom 

Attibue: ACI -1, INF +2, KNO +2, PER +2, PSY -2, WIL +1, STA 
30, UD 5, AD 6 

Skills: Boating 11+2, Combat Sense 21~2, Perception 210, 
Interrogation 210, Intimidate 3/0, Law 41+2, Lore (Shebans) 31 
+2, Melee 31-1, ReadlWrite 2/+2, Teaching 110, Synthesis 
(Tradition) 3 

EquiprnentlAbiliics: Halberd (x12), Leather Armor (AR 5), 
ghosts, memories 
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'T'H.E. .F.I'S.H.E'R .K.I.NG " S  ' T O R F u l E N  - 
P I R I T S  

\ .  .. .. I : 

: *Y 
A number ofghosts and specters have harassed the Fisher King 
since he slew them many years ago. It is their final revenge, since 
Baba Yaga would not lead them across the Fold. They use the 
Fisher King as an anchor to keep from getting caught in the 
currents o f  the Sea o f  the Lost. 

Highlighrs: angry, playful, scarred 

Attdbutes: ACI +2, CRE +2, INF +1, PER +3, WIL +4, STR +1, 
HEA +2, STA 50, UD 11, AD 11 

Skills: Combat Sense 3/+3, Dodge 2/+2, Hand-to-Hand 2/+2, 
Lore (Various) 110 

EquipmedAbilies: can manifest in the physical world 
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A b l e n  Evan Herite, Jonas has fought his way to become the 
leader of  the Trashman’s Bane Cell. Jonas was humiliated afier 
the Lilith affair (he was a Child of Lilith at one time) and sees the 
current path o f  the Fallen as pure folly. He is an angry man, 
angry at the Tribes for banishing him, angry at the Fallen for 
walking a path he does not approve of, angry at anyone who 
questions his authority. He is a bully, having failed to grow up in 
any emotional sense ofthe word. He remains the leader of his 
Cell for the simple reason that he is fast and strong. Recently, 
Jonas has taken a ‘survival of  the fittest’ outlook on the world. 
He believes might makes right, and that anything one can do 
and get away with is just fine. He considersthis philosophy of his 
remarkably intellectual, and he is proud o f  himselffor coming up 
with such a revolutionary idea. 

Highlights: self-obsessed, ignorant, bully 

Emincnccs: Inspiration, Recognition 

Attributes: BLD +2, INF +1, PER +1, WIL +1, STA 30, UD 4, AD 5 

Skills: Combat Sense 2/0, Craft (Carving) 210, Dodge 210, 
Hand-to-Hand 210, Intimidate 2/+2, Investigation 11+1, 
Leadership 2/+1, Notice 2/+1, Streetwise 2/+1 

EquipmentlAbiliies: Axes (x8), Dagger (6, Parry -l), Leather 
Armor (AR 5) 

3 

She has overlooked their abusive natures towards her, beginning 
to think that such attitudes and actions are the norm. It is all she 
has ever known, even after leaving Magdalen’s love. After 
meeting the PG, she becomes disgusted with the aggregate 
violence o f  her Cell and decides to  make her own way in life. 

Highlights: dark, curmudgeon, needy 

Eminences: Sensuality 

Skills: Disguise 21+1, Healing 2/+1, Human Perception 110, 
Seduction 1/+2, Streetwise 310, Survival 11+1, Theatrics 2/+1 

EquipmendAbiliies: little but the clothes on her back 

...... 
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A Hunter, Paenitere hunts the Z’bri. He was once a Z’bri himself 
but has cast aside their ideals and teachings to instead pursue a 
life o f  zealotty and repentance. He is a dangerous creature, an 
ally of  the Fallen more because o f  their common enemy rather 
than any genuine goodwill towards the Eighth Tribe. He doesn’t 
hate or loathe humanity and in fact works with them though he 
is still alien in thought and appearance. He is regretful for some 
o f  the things he must put individual humans through, such as 
taking their forms so that he may continue his fight, but in the 
end it is the fight that carries him to perform many atrocious 
acts. There is a greater good Paenitere works for and that goal 
must be achieved, though he may regret the methods he is 
‘forced’ to use. 

Highlights deadly, cloaked, sorrowful 

Atmosphere Hunter (see Horrors ofthc Z‘bri p. 97) 

- _-__ - 

A E N I T E R E ,  T H E  S H A D O W -  

Athibuhs: ACI +3, APP -2, BLD +3, CRE +3, FIT +3, INF +4, 
KNO +4, PER +1, PSY +2, WIL +3, STR 3, STA 55, UD 9, AD 9 

Skills: Craft (weapons) 5/+4, Dodge 2/+3, Dreaming 3/0, 
Human Perception 4/0, Lore (Weapons) 2/+4, Notice 3/+1, 
Speak (All) 2/+4, Teaching 3/+4, Synthesis 3 

Equipmcnt/Abilies: highest quality hand carved wooden 
weapons 

\ 

I 
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Q U I S I T O R  V A I  F D  J;;,y 
A m‘nor Inquisitor, Inquisitor Valed is targeted by the Night of  

Crimson Tears. He is an uncreative man and refuses to look at 
any points of view beyond those espoused by his superiors and 
Tera Sheba herself. His only enjoyment is that which he gets 
through his job and the occasional respect that his position 
garners. 

He is not a physical man and is actually quite subdued in public. 
In the process o f  an inquisition, however, he becomes a forceful 
man, though his force is all engineered well before hand. He is a 
servant ofthe public, no more, no less. 

Highlights: loyal, dogged, cruel 

Emincnccs: Truth, Wisdom 

A t t n ’ k :  APP +1, CRE -1, INF +1, KNO +2, PER +1, PSY +1, STA 
30, UD 4, AD 3 

Skills: Dodge 210, Hand-to-Hand 110, Human Perception 1/+1, 
Interrogation 11-1, Law 2/+2, Read/Write (Sheban) 2/+2 

EquipmedAbilitia: Light staff, cloak, copy o f  the Sheban Code 
of Ethics and Law 
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. . . . . . . . . . . . . . . . . . . . . . . . .  
I G H T M A R F  B F A S T  

;; ,;,-, .' ,.....;..?' ...... 
Val&ie Ben'on's dream incarnation. The Nightmare Beast is a 
giant creature, clad in random pieces o f  armor with her gangly 
arms ending in vicious claws that resemble swords. She wants 
nothing more than to converse and be in contact with pure 
humans, ones untouched by the taint of  the Z'bri. However, all 
she knows while in the nightmare is combat and fighting and 
must strike out at the PCS in order to  establish some sort o f  
rapport with them. 

Highlights: Lonely 

Eminences: n/a 

A # r i b w  CRE +2, INF +3, KNO +2, PER +1, PSY +1, WIL +2, 
STA 50, UD 15, AD 10 

Skills: Combat Sense 1/+2, Dodge 2/+2, Hand-to-Hand 2/+2, 
Lore (Capal) 2/+2, Lore (Vimary) 2/+2, Sneak 2/+2 

EquipmedAbiliies: Note that these are only those attributes 
and skills reflected in the River of Dream by Valerie and are not 
an accurate reflection o f  her physical form. 

H ~ M B F R  O F  ISAAC s C H O S F N  I' ' ' ' ' ' ' ' ' ' .  
..., . , , , , , , . . . . . . . . 

' 4  .\4. .:..;,y 
'..?he members o f  Isaac's Chosen have only just reentered the 
world. They cowered within a series o f  bunkers below the Rust 
Wastes during the Fall until their food supply became critical. 
When they emerged the first being they encountered was 
Issooc. Amazed at his powers they hailed him as an angel, and 
he took the initiative and acted as a messiah to the reclusive and 
ignorant Keepers. Since their initial time with Isaacllssooc, the 
Keepers have gained a high level o f  knowledge on the spirituality 
o f  the World Before. They have spent many o f  their foraging 
trips to gain food and texts specific to religion and spirits and 
have come across a number o f  ancient philosophy and religious 
texts at the behest of Issooc/lsaac. 

Highlights: quiescent, reclusive 

Technosmithing none 

Atbibutes: BLD -1, CRE +1, FIT +1, KNO +2, STA 25, UD 3, AD 3 

Skills: Craft 2/0, Firearms l/O, Human Perception 1/0, Mythol- 
ogy 1/+2, ReadlWrite (local script) 2/+2, Ritual 1/+2, Survival 21 
+1, Techlore (any 2) 2/+2 

EquipmentlAbiliies: Various guns and explosives (mostly jury 
rigged), piecemeal armor (AR 5 ) ,  trinkets and books from the 
World Before. 
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created by Dah’am’pir and the Blooded Blades are noted for 
their size and savagery when they enter combat. To make 
matters worse, these Weres are normally subjected to the rituals 

them to safely infiltrate those places normally believed t o  be safe 
from Z’bri attack. 

Attdbuta: ACI +3, BLD +4, FIT +4, INS +2, PER +1, WIL +3, STR 
4, HEA 2, STA 55, UD 14. 

of the Blades, which can mask them in human guises allowing skills: Combat Sense 3/+1, Dodge 2/+3, Hand-to-Hand 3/+3, 
Intimidate 21+4t Notice l/+l 

EquipmedAbilities: Bite (x9), Claws (xlO), Spines/Quills ( x3) 

- - -_I_ - 

5. Y e  a ~7 e I’ g s  R a s 3 11 r c e 7 

These creatures are a particularly nasty combination o f  base 
human intellect and the warped form of an animal. The Weres 

Highlights: disgusting, savage, dangerous 
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