





PLAYERTS

COMPENDIORT




Earthdawn® is a Registered Trademark of FASA Corporation. Barsaive™ is a Trademark of FASA Corporation. Original
Earthdawn® content copyright © 1993—2006 FASA Corporation. Earthdawn Player’s Compendium™ is a Trademark of
FASA Corporation. Earthdawn® and all associated Trademarks used under license from FASA Corporation.

Cover artwork copyright © 2005 John Matson. Cover artwork used under license from John Matson. All Rights Reserved.
Published by RedBrick Limited—Auckland, New Zealand.

RBL-100: Earthdawn Player’s Compendium
March 2008—eBook Edition—20080331

ISBN-13: 978-1-877451-03-4
ISBN-10: 1-877451-03-7

No part of this publication may be reproduced in any form by any means, electronic, mechanical, photocopying,
recording or otherwise without the prior written permission of the publishers.
Permission is granted to copy the Appendices and Character Record Sheet for personal use only.



CRIDITS

Product Director

Line Developer James D. Flowers Additional Material
Carsten Damm Attila Hatvagner, Bradley Robins, Carlton W. Anderson,
Carsten Damm, James D. Flowers, Joshua Harrison,
Development Lars Gottlieb, Louis J. Prosperi, Steven J. Black, Olav Wikan.
Carlton W. Anderson, Carsten Damm, James D. Flowers, Special thanks to Nicholas Warcholak, Donovan Winch, and
Joshua Harrison, Steven J. Black, Richard Vowles Jason U. Wallace for last minute assistance.
Senior Editor Associate Editors
James D. Flowers Carsten Damm, Joshua Harrison
Layout Administration
Carsten Damm, James D. Flowers, Kathy Schad Kim Flowers, Rewa Vowles, Richard Vowles
Cover Art Web Design

John Matson Richard Vowles

Interior Art

Anita Nelson, David Martin, Earl Geier, Janet Aulisio, Jeff Laubenstein, Jim Nelson, Joel Biske, Kathy Schad,
Karl Waller, Larry MacDougall, Mark Nelson, Mike Nielsen, Rick Berry, Rick Harris, Rita Marfoldi,
Robert Nelson, Steve Bryant, Tom Baxa, Tony Szczudlo

Questors

A HUGE “Thanks!” from all of us at RedBrick to our Questors: Andrew & Tiffany Ragland, Bradley Robins,
Carlton W. Anderson, Christopher Mahoney, Jacob Jgrvang, J. Anne Mauck, Kathleen E. Czechowski,
Lars Gottlieb, Pawel Jarostaw Jankowski, Louis J. Prosperi, Steven J. Black, and Matt Wilson.

Dedication

James would like to thank his extremely patient and supportive family: love and heart-felt thanks to Dominic, Nathan, Alex
and Kim for allowing me to take my dreams to the next level. Also, special props to Richard, Carsten and Josh—you know why.

Richard would like to thank James Flowers for introducing him to Earthdawn, and special thanks to his wife Rewa
and family for putting up with all the time he spends at the computer.

Carsten would like to thank Evi (your support over the past year was what kept me going) and my groups Named the
Starblades and the Vendetta—for a decade of roleplaying fun.

Josh would like to thank Lou Prosperi for his generosity, the Storm Riders and Valyan's Heirs for their enthusiasm,
and his wife Mary for her patience and understanding.

Playtesters

Aaron Scott, Andrew Read, Andrew Sutton, Attila Hatvagner, Baz Stevens, Brad Blisset, Cameron Garrett, Charles F. Tewes,
Christopher Boothman, Christopher Buss, Dale Emery, Damien Jones, David Dankel, Dean Galitsis, Dominik Goesken, Edwin
Huang, Eric Zuller, Erlend Johannessen, Eyvonne Read, Gary Bowerbank, Gary Winchester, Glen Kelly, Grayson Lintell, Hank

Woon, Cassy Petrich, Craig Guarisco, Hendrik Buyken, Ingo Klein-Raufharke, Jason Murphy, Jens Elgeti, John I. Sandvik, John
Soper, Jon Simpson, Jonathon Handyside, Joshua Murphy, Julien Pritchard, Jutta Wetzel, Kevin Johnston, Marco Burnus, Mark

Walsh, Matthias Buyken, Meil O’'Dwyer, Michael Broster, Michael Sivertsen, Neal Costello, Neil A. Uranic, Olav Wikan, Paul

Rollings, Pete Atkinson, Richard Guy, Robert Cannon, Robert Davidson, Robert Eggly, Rune B. Reinaas, Ryan Good, Sebastian
Klein, Shawn Pitman, Simon Walsh, Stefan Freck, Stefan Hoba, Stefan Mauch, Stian Lundli, Svenn T. Mauseth, Theodore Favinger,
Thomas Wilhelms, Tim Golden, Uwe Thiesmann, Zach Best

Original Design Original Development
Greg Gorden Game Concept Louis J. Prosperi

Christopher Kubasik, Greg Gorden, Jordan Weisman, Louis J. Prosperi, L. Ross Babcock I11, Sam Lewis, Tom Dowd

Original Material

Achim Held, Allen Varney, Angel Leigh McCoy, Carl Sargent, Chris Hepler, Chris Ryan, Christopher Kubasik, Daniel Vitti,
Diane Piron-Gelman, Jay Krob, Jennifer Brandes, John J. Terra, Kathleen E. Czechowski, Keith Graham, Loren Coleman,
Louis J. Prosperi, Marc Gascoigne, Michael A. Mulvihill, Michael L. Jacobs, Mike Nielson, Neal A. Porter, Nicole Frein, Nigel
D. Findley, Randall N. Bills, Richard Tomasso, Robert C. Charrette, Robert Cruz, Robert Fulford, Robin D. Laws, Sam Lewis,
Sam Witt, Sean R. Rhoades, Shane Lacy Hensley, Steve Kenson, Teeuwynn Woodruff, Tom Dowd, Zach Bush

Visit us on the Internet at: http://www.earthdawn.com Email us at: info@earthdawn.com




INHERITANCE

GAME CONCEPTS

We Live in an Age of Legend

The World of Earthdawn

What is a Roleplaying Game?

How to Use This Book
Optional Rules
Game Terms

Adepts and Disciplines
Character Record Sheet
Steps and Action Dice
Action Tests

Time

Distances and Weights
The Passions

The Horrors

Names

Blood Magic

HOW IT CAME TO PASS
The Martyr Scholar

The Eternal Library
The First Horrors
Therais Born

The Therans and Barsaive

Birth of an Empire
Rites of Protection
and Passage
Orichalcum Wars
Theran Navy and Empire
Jaron and the Sphinx
Thera and the Dragons
Race to the Shelters
The Elven Schism

The Scourge

Throal and Parlainth
Blood Wood

The Time of Hiding
The Return

The Earthdawn

Throal Opens

Conflict of Destinies
The Theran Behemoth
The King is Dead

The Dragons Intervene
The Rise of Cara Fahd
A Different World

NAME-GIVER RACES

Kinship between the Races

Dwarfs
Elves
Humans
Obsidimen
Orks
Trolls
T'skrang
Windlings

CREATING CHARACTERS

Building a Hero
Getting Started
Character Record Sheet
Choose a Discipline
Common Disciplines
Circle
Choose a Race
Generate Attributes
Attribute Descriptions
Purchase Point Method
Random Roll Method

Modify Attribute Values for Race
Record Step Numbers and Action

Dice

Determine Characteristics

Armor Ratings
Defense Ratings
Health Ratings
Initiative
Karma

8

21
21
22
22
23
23
23

24
24
25
25
26
27
27
27
28
28
29
29
29
30
30
31
31
32
32
32

33
33
33
34
36
36
37
38
39
40

41
41
a1
a1
41
a1
43
43
43
43
43
44
45

45
45
45
46
47
47
47

CONTLNTS

Movement Rates 47
Encumbrance 48
Record Racial Abilities 48
Astral-Sensitive Sight 48
Flight 49
Gahad 49
Heat Sight 49
Increased Physical Defense 49
Increased Wound Threshold 49
Low-Light Vision 49
Maximum Strength 50
Minimum Strength 50
Minimum Toughness 50
Natural Armor 50
Tail Attack 50
Versatility 50
Assign Talent Ranks
and Spells 50
Starting Talent Ranks 51
Starting Spells 51
Assign Skill Ranks 51
Knowledge Skills 51
Artisan Skills 51
Language Skills 52
General Skills 52
Equip Your Character 52
Flesh Out Your Character 53
Personality 53
Character History 54
Play the Game 55
Creating Experienced
Characters 55
Create a Beginning Character 55
Spend Legend Points 55
Advance to the Next Circle 55
Equipment and History 55
Sample Character 56
DISCIPLINES 57
To Live Life as an Adept 57

On Discipline and Identity 57
On Individuality

and the Adept’s Way 58
On Becoming an Initiate 58
On Initiating other Adepts 58
On the Phenomenon

of the Talent Crisis 59
On the Acquisition

of Multiple Disciplines 59
On the Practice of Multiple
Disciplines 59

Concerning Other Disciplines 59
On Minor, or

Half-Magic, Adepts 60
Personal Visions 60
Initiation Into a Discipline 61
Training for

Circle Advancement 61
Talent Crises 62
Deeds of Atonement 62
Half-Magic 62
Making Half-Magic Tests 63
Half-Magic and Skills 63
Discipline Descriptions 63
Important Attributes 63
Racial Restrictions 63
Rituals of Advancement 63
Karma Ritual 64
Artisan Skills 64
Talents 64
Characteristics Bonuses 64
Spell Bonuses 64
Discipline Abilities 64
Karma Bonuses 64
Additional Information 64
THE NOBLE WAY
OF THE AIR SAILOR 65
On Being an Air Sailor 65
Learning the Ways of the Sky 66
Proving Your Worth 66
Non-Adepts as Air Sailors 67

On the Races the Sky Chooses 67

Of Air Sailors and the Passions 68

Of Those Who Serve Thera 68
Game Information 69
Human Air Sailor 71

ON THE PATH

OF THE ARCHER 72
On Dividing the World 72
On the Art of Seeing 73
Concerning the Enemy 73
Understanding the Arc 73
Of the Bow and the Crosshow 74
Regarding the Sniper 74
Game Information 75
Human Archer 7

KEEPER OF THE BEASTS 78
On Becoming a Beastmaster 78
On Learning Mastery

from Beasts 78
On the Virtues

of Strength and Patience 79
On the Many Kinds

of Beastmasters 80
Of Those Races Unsuited

to the Discipline 80
On the Beastmaster’s

Faith in Jaspree 81
On Avoiding the Taint

of the Horrors 81
On the Beastmaster’s

Duty Since the Scourge 82
Game Information 82

Ork Beastmaster 84

THE DARING AND
DAUNTLESS CAVALRYMAN 85
The World of the Cavalryman 85
On the Bond

Between Mount and Rider 85
On the Limits

of Relationships with Others 85
On Life in a Cavalry 86
On Daily Practices 86
On Becoming a Cavalryman 87
On Bonding More than Once 87
Of the Rite of the Hero 87
Of Honor Braids 88
On the Training of a
Cavalryman 88
Of Soldiers and Horsemen 88
Game Information 89
Dwarf Cavalryman 91

THE IMPORTANCE
OF THE ELEMENTALIST 92

How the Elementalist

Sees the World 92
On the Need for Balance 93
Of Elemental Spirits 93
Of Working With Earth 94
Of Working With Air 94
Of Working With Fire 94
Of Working With Water 95
Of Working With Wood 95
Of the Place of Orichalcum

in the Balance 95

On Training an Elementalist 95
On the Significance of Ritual 96
Of Those Who Follow

One Element 96
On Those Adepts Known

as Enchanters 96
Game Information 96
Dwarf Elementalist 99

AN ILLUSIONIST REVEALS
THE TRUTH 100
The Tale of Odu Fratan 101
On the Life of an Illusionist 101
On Training and Teaching 102
On the Rituals of Advancement 102
Concerning Charlatans 103

Game Information 103
Troll lllusionist 105
WALKERS IN SHADOW 106
On the Continuum

That is Life and Death 106
On the Nature of the Spirit 107
On the Migration of the

Spirit After Death 107

On the State That is Undeath 108
On the Workings

of Nethermagic 108
On Cosmology

and Other Dimensions 109
On Understanding

the Horrors 109
Game Information 110
Human Nethermancer 112
ON THE WAY

OF THE SCOUT 113
One With the World 113
A Discourse on Other
Environments 114
On Specialists 115
On Combat and Other Skills 115
On Training 115
Scouts and the Passions 116
Game Information 116
Human Scout 118

THE FIERCE AND HONORABLE
WAY OF THE SKY RAIDER 119

Of a Life in the Skies 119
A Discourse on Responsibility 120
On Working With Others 120
On Loyalty to Ship and Crew 120
On Raiding 121
Of Sky Raiders and the Passions 121

On Training 121
Concerning Ongoing Training 122

Game Information 122

Ork Sky Raider 124

THE DANCE OF
THE SWORDMASTER 125

The World
of the Swordmaster 125
Life as a Swordmaster 126
On Finding One’s Path 126

On the Art of Training 126
Taking Up the Gauntlet 126
The Tripled Blades 127
Flattery 127
The Foil 127
Contention 127
Of Tournaments and Tales 127
Bragging Rights 128

On Specialists 128
On the Gallant 128
On the Bladesman 128

Game Information 129

T’skrang Swordmaster 131

THE GIFT OF THEFT 132

On the Tyranny
of Possession 132

Forging Alliances 132

Finding a Master 133

On Stealing Magic From
the World 133

On Other Thieves 134

On the Way of Selfishness 134

Game Information 135

Windling Thief 137

WHY THE
TROUBADOUR SINGS 138

Of Our Place in the World 138
On the Importance of Tales 138
On Entertainment 138
On the Persistence of Memory 139
The Joy of the Troubadour 140

Troubadours and the Passions 140
On Training 140
On Specialists 141
Game Information 141
Elf Troubadour 144
THE BATTLEFIELD PATH 145
The Battlefield 145
The Shield 146
The Sword 147
The Enemy 147
Loyalty 148
Training 148
Game Information 149
Obsidiman Warrior 151

THE VALUE OF STRONG ARMS

AND STRONGER MINDS 152
On Becoming

a Weaponsmith 152
Being a Weaponsmith 154
The Heartblade 154
The Forge 154
Weaponsmiths and

Other Adepts 155
Game Information 155
Dwarf Weaponsmith 158
THE WAY OF MIND

AND SYMBOL 159

On Symbols and Spellcasting 159
On the Idea and its Meaning 160
Understanding Through

Ideas and Symbols 161
On Correspondences
and Antipathies 161

On Branches From the Path 162

Game Information 163
Obsidiman Wizard 165
TALENTS 166
Using Talents 166
Talent Tests 166
Discipline Talents 166
Talent Duration 167
Game Terms 167
Talent Descriptions 167
Abate Curse 167
Acrobatic Strike 168
Air Dance 168
Air Sailing 168
Air Speaking 168
Animal Bond 168
Animal Leadership 169
Animal Possession 169
Animal Training 169
Animate Object 169
Anticipate Blow 169
Arcane Mutterings 170
Armored Matrix 170
Armor Mount 170
Astral Pocket 170
Astral Sight 170
Astral Web 171
Attribute Pattern 171
Aura Armor 171
Avoid Blow 171
Bank Shot 171
Bardic Voice 171

Bargain With Summoned Creature 172

Battle Bellow 172
Battle Shout 172
Bestial Resilience 172
Bestial Toughness 172
Blade Juggle 172
Blind Fire 173
Blood Guilt Weapon 173
Blood Share 173
Body Blade 173
Book Memory 174
Book Recall 174
Borrow Sense 174
Call Arrow 175



Call Mount
Casting Pattern
Cat's Paw
Chameleon
Champion Challenge
Charge

Claw Frenzy
Claw Shape
Climbing

Cobra Strike

Cold Purify
Conceal Weapon
Confront Horror
Create Arrow
Creature Analysis
Critical Hit
Crushing Blow
Dead Fall
Defense

Detect Falsehood
Detect Influence
Detect Trap
Detect Weapon
Develop Animal Sense
Direction Arrow
Disarm

Disarm Trap
Disguise Self
Dominate Arrow
Dominate Beast
Down Strike
Durability

Eagle Eye

Earth Armor
Earth Skin

Echo Location
Effect Pattern
Elemental Hold
Elemental Tongues
Emotion Song
Empathic Command
Empathic Sense
Endure Cold
Enduring Art
Engaging Banter
Enhanced Matrix
Ethereal Weapon
Evidence Analysis
False Sight

Fast Hand
Fearsome Charge
Fence

Fireblood

Fire Heal

First Impression
First Ring of Perfection
Flame Arrow
Forge Armor
Forge Blade
Frighten

Frighten Animals
Gain Surprise
Gliding Stride
Gold Sense
Graceful Exit
Great Leap
Haggle

Heal Animal Servant
Heartening Laugh
Hold Thread
Howl

Hypnotize
Impressive Shot
Impressive Strike
Improve Armor
Improve Blade
Incite Mob

Incite Stampede
Item History
Karma Ritual
Lasting Impression
Leadership

Life Check
Lifesight

Lion Heart

Lion Spirit

Lip Reading
Lizard Leap

Lock Picking
Lock Sense
Maneuver

Matrix Strike
Melee Weapons

175
175
175
175
175
175
176
176
176
176
176
176
177
177
177
177
177
177
178
178
178
178
178
178
178
179
179
179
179
179
179
179
180
180
180
180
180
180
181
181
181
182
182
182
182
182
183
183
183

183
184
184
184
184
184
184
185
185
186
186
186
186
187
187
187
187
187
187
187

188
188
188
188

189
189
189
189
190
190
190
190
190
191
191
191
191
191
191
191
191

Memorize Image
Metal Ward
Mimic Voice
Mind Wave
Missile Twister
Missile Weapons
Momentum Attack
Mount Attack
Mount Durability
Moving Earth
Multi-Charge
Multi-Shot
Multi-Strike
Multi-Tongue
Multi-Weaving
Mystic Aim
Netherwalk
Orbiting Spy
Picking Pockets
Pin

Plant Shelter
Poison Resistance
Questor
Quickblade

Quick Shot

Rally

Range Pattern
Read and Write Language
Read and Write Magic
Reshape Object
Resist Taunt
Riposte

Ritual of the Ghost Master
Rushing Attack
Safe Path

Safe Thought
Screaming Arrow
Second Attack
Second Chance
Second Weapon
Sense Magic Weapon
Sense Poison
Shared Matrix
Shield Beater
Shield Charge
Show Armor Flaw
Silent Walk
Slough Blame
Soften Blade
Song of Deflection
Soul Shatter
Speak Language
Spell Crystal Lock
Spell Matrix
Spellcasting
Spirit Dodge
Spirit Hold

Spirit Mount
Spirit Strike
Spirit Talk

Spot Armor Flaw
Sprint

Steel Thought
Steely Stare
Stone Skin
Stopping Aim
Summon
Summoning Circle
Sure Mount
Surprise Strike
Swift Kick

Swing Attack
Talent Pattern
Tame Mount
Taunt

Temper Other
Temper Self
Temperature
Thought Link
Thoughtful Expression
Thread Weaving
Throwing Weapons
Thunder Axe
Tiger Spring
Trace Missile
Tracking
Trample

Trap Initiative
Trick Riding

True Shot

True Sight

Truth Skit
Unarmed Combat

192
192
192
192
192
192
192
193
193
193
193
193
193

193
194
194
195

195
195
195
195
195
196
196
196
196
197
197
197
197
198
198
198
198
199
199
199
199
199
200
200
200

200
201
201
201
201
201
201
202
202
202
202
203
203
203
203
203
204
204
204
204
204
204
205
205
205

205
206
206
206

206
206
206
207
207
207
207
207
207
208
208
208
208
208
208
208
209

Unmount
Unshakable Earth
Venom
Versatility

Vital Strike
Vitality
Warning Shot
Warp Missile
Water Dancing
Weapon Breaker
Weapon History
Wheeling Attack
Wheeling Defense
Whirlwind
Willforce

Wind Bow

Wind Catcher
Winning Smile
Wood Skin
Wound Balance
Wound Transfer

TALENT KNACKS
Learning Talent Knacks
Creating Talent Knacks
Using Talent Knacks

Talent Knack Descriptions

Adept’s Best Friend
Air Conditioning
Air Legs

Air Mount
Anchored Spell
Angelic Appearance
Arcane Curses
Armor Beater
Arrow Cutting
Arrow Stop
Assault

Astral Spy

Astral Tracking
Backbiter

Bind Spirit
Boarding Action
Bounce

Braiding Threads
By the Fingernails
Calm Herd

Cat’s Skill

Claw Riposte
Claw Tool
Cosmetics

Covet Item

Create Orichalcum

Create Armored Matrix Object
Create Enhanced Matrix Object

Create Shared Matrix Object
Create Spell Matrix Object
Create Thread Item
Creature Remains
Deathbed

Deathsight

Deflect Blow

Defuse Mob

Diagnose

Disassociate

Epic

Explosive Flame Arrow
Extend Range

Far Speaking

Faulty Bowyer

Faulty Goods

Feinting Lunge
Feinting Retreat

Fire Arrow

Flaming Wounds
Flying Kick

Forge Arrow

Gaping Wounds

Glide

Halt Disease

Hard Glare

Head Butt

Heal Others

Here’s the Deal

Hold Multiple Threads
Horror Analysis
Identify Tracks
Improvised Missiles
Improvised Weapons
Lasting Memory

Liar

Lift the Curtain
Lightning Throw

209
209
209
209
209
209
210
210
210
210
210

211

211

211

211

211

211
212
212
212
212

213
213
214
215
215
215
216
216
216
216
216
216
216
217
217
217
217
217
217
217
217
218
218
218
218
218
218
218
218
219
219
219
219

219
219
219
220
220
220
220
220
220
220
220
220
220
221
221
221
221
221
221
221
221
222
222
222
222
222
222
222
223
223
223
223
223
223
223
223
224

Maintain Spell Threads
Matched Weapons
Mighty Throw

Mimic Music

Mind Trick

Mountain Hoof

Name Spell

Offguard

Orbiting Watcher
Photographic Memory
Pin Down

Pin Up

Placed Shot

Placed Throw

Rapier Wit

Remember Conversation
Second Riposte

Setup

Shadow Hide

Share Sense

Signature Spells
Smooth Armor

Songs of Inspiration
Spell Stacking

Spirit Flame

Spirit Shield
Subliminal Mutterings
Swab the Deck

Swift Hoof

Swinging in the Rigging
Talent Linking

Telling the Tale
Thread Masking
Translator

Unraveling

Vertical Jump

Water Mount

Weave Element
Weapon Scream
Whispered Conversation
Wound Heal

Wound Share

SKILLS

Learning and
Improving Skills
Using Skills
Default Skill Use
Skill Tests
Artisan Skills
Using Artisan Skills
General Skills
Knowledge Skills
Using Knowledge Skills
Making Knowledge Tests
Knowledge Skill Limits
Language Skills
Skill Descriptions
Acrobatic Strike
Acting

Air Sailing

Alchemy

Animal Bond
Animal Handling
Animal Training
Anticipate Blow
Arcane Mutterings
Artist

Artisan

Avoid Blow

Bardic Voice

Battle Shout

Blade Juggle
Bribery

Champion Challenge
Charge

Climbing

Cold Purify

Conceal Weapon
Conversation

Craft Armor
Craftsman

Craft Weapon
Creature Analysis
Critical Hit

Dead Fall

Detect Trap

Detect Weapon
Disarm

Disarm Trap
Disguise

Down Strike
Emotion Song

224
224
224
224
224
224
224
225
225
225
225
225
225
225
225

226
226
226
226
226
226
226
227
227
227
227
227
227
227
227
228
228
228
228
228
228
228
229
229
229
229

230

230
230
230
231
231
231
231
231
232
232
233
233
234
234
234
234
234
235
235
235
235
235
235
236
236
236
236
236
236
237
237
237
237
237
237
237
238
238
239
239
239
239
239
239
239
239
239
239

Engaging Banter
Entertainer
Etiquette
Evaluate
Evidence Analysis
False Shackles
Fast Grab

Fast Hand

Fence

First Impression
Fishing

Flirting

Forgery

Graceful Exit
Great Leap
Haggle
Heartening Laugh
Hunting
Hypnotize
Impressive Shot
Impressive Strike
Knowledge

Lip Reading

Lock Picking
Maneuver
Mapmaking
Melee Weapons
Mimic Voice
Missile Weapons
Momentum Attack
Mount Attack
Navigation
Physician

Picking Pockets
Pilot Boat

Pin

Quickblade

Read and Write Language
Read and Write Magic
Read River
Research

Resist Taunt
Rhetoric

Riposte

Rushing Attack
Sailing

Second Attack
Second Weapon
Seduction
Shackle Shrug
Shield Charge
Silent Walk
Slough Blame
Speak Language
Spellcasting
Streetwise

Sure Mount
Surprise Strike
Swift Kick
Swimming
Tactics

Tame Mount
Taunt

Throwing Weapons
Tracking

Trading

Trample

Trap Initiative
Trick Riding
Unarmed Combat
Unmount
Weapon Breaker
Wheeling Attack
Wheeling Defense
Wilderness Survival
Wound Balance

WORKINGS OF MAGIC
The Cycle of Magic
Magic in Our World
Patterns

True Patterns

Names and Naming
Pattern Knowledge
Pattern Items

Threads
Astral Space

The Nature of Astral Space
The Astral Landscape
Astral and Physical Forms
Astral Imprints

True to Form

Astral Regions

240
240
240
240
240
240
240
240
241
241
241
241
241
241
241
241
241
242
242
242
242
242
242
242
242
243
243
243
243
243
243
243
244
244
244
245
245
245
245
245
245
245
245
246
246
246
246
246
246
246
247
247
247
247
247
247
247
247
247
248
248
248
248
248
249
249
249
249
249
249
249
250
250

250
250

251
251
251
251
252
252
253
253
254
254
254
255
255
255
256
256




Astral Sensing

Using Astral Sensing
Patterns in Astral Space
Astral Sensing Methods
Blood Magic

Common Blood Magic
Blood Oaths

Sacrifice Magic
Familiars

THREAD MAGIC
Nature of Threads
Threads and Legend Points
Using Thread Magic
Limits on Threads

Losing Threads
Weaving Threads to
Magic Items

Pattern Knowledge

Key Knowledges

Deeds

Obtain the Key Knowledge
Spend Legend Points
Weave the Thread
Weaving Threads to
Pattern Items

Obtain the Key Knowledge
Spend Legend Points
Weave the Thread
Unweaving Threads
Thread Magic and
Group True Patterns
Creating a Group True Pattern
Character Death or Separation
Adding New Members
Key Knowledges

of Group Pattern Items
Weaving Threads to

Group True Patterns
Group True Pattern
Thread Limits

ENCHANTING
The Enchanting Process
Creating or Obtaining the Item
Imbuing the Item with
Magical Power
Making an Enchanting Test
Creating Magical Items
Common Items
Blood Charms
Living Armor
Spell Matrix Objects
Thread Items
Legendary Items
True Elements
Properties of True Elements
Gathering and
Mining True Elements
Orichalcum
Purchasing True Elements

SPELL MAGIC
About Spellcasting
Talents for Casting Spells
Spellcasting Talent
Thread Weaving Talent
Spell Matrix Talent
Willforce Talent
Spell Threads
Learning Spells
Grimoires
Spell Learning Cost
Spell Legend Point Cost
Untutored Spell Learning
Casting Spells
Concentration
Human Versatility and
Spellcasting
Targeting Spells
Observing Spellcasting
Spellcasting Sequence
Weave Threads into Spell
Make Spellcasting Test
Check Success
Determine Spell Effect
Determine Duration
Spellcasting Methods
Spellcasting (Matrix Casting)
Casting Raw Magic
Casting from a Grimoire
Dispelling Magic

257
257
257
258
259
259
260
262
263

264
264
264
264
264
265

265
265
265
266
266
267
267

268
268
269
270
270

271
271
272
272

272

272

272

273
273
273

273
275
276
276
276
277
277
278
278
278
279

280
281
281

282
282
282
282
282
282
283
283
283
284
284
284
284
285
285

285
285
286
286
286
286
287
287
287
287
287
289
290
291

Named Spells
Casting Named Spells
Dispelling Named Spells
High-Circle Spells
Spell Descriptions
Threads

‘Weaving Difficulty
Range

Duration

Effect

Casting Difficulty
Description

ELEMENTALISM SPELLS
First Circle Spells
Air Armor

Crunch Climb

Earth Blend

Earth Darts
Flameweapon

Heat Food
Moonglow

Plant Talk

Purify Earth

Purify Water

Resist Cold

Resist Fire
Second Circle Spells
Air Mattress
Billowing Cloak

Boil Water

Detect Elementalism Magic
Flame Strike

Gills

Hunter’s Sense

Ice Spear

Icy Surface

Path Home

Shield Willow

Slow Metal Weapon
Small Slayer
Sterilize Object
Stick Together
Third Circle Spells
Astral Sense Elementalism
Behind Eye

Dispel Elementalism Magic
Fingers of Wind

Fuel Flame
Grounding

Ice Mace and Chain
Lightning Bolt

Plant Feast

Porter

Puddle Deep

Repair

Rust

Sky Lattice

Smoke Cloud

Snuff

Sunlight

Thrive

Throne of Air

‘Winds of Deflection
Fourth Circle Spells
Air Blast

Blizzard Sphere
[Element] Spear
Falcon’s Cloak

Fire Whip

Great Sticky Vines
Lighten Load
Lightning Shield
Lightning Step
Liquid Arrow
Lodestone’s Touch
Root Trap

Shield of Warping
Spirits of Death’s Sea
Suffocating Paste
Uneven Ground
Weapon Back

Fifth Circle Spells
Balloons of Mist
Earth Staff

Fireball

Inflame Self
Ironwood

Metal Scream

Metal Wings
Nutritious Earth
Resist Poison

291
291
292
293
293
293
293
293
294
294
294
294

295
295
295
295

296
296
296
296
296
296
296
297
297
297
297
297
297
297
298
298
298
298
298
298
298

299
299
299
299
299
300
300
300
300
300
300
301
301
301
301
302
302
302
302
302
303
303
303

304
304
304
304
304
304
304
305
305
305
305
306
306
306
306
307
307
307
307
307
308
308
308
308
308
309
309
309

Shattering Stone
Stone Cage
Sixth Circle Spells
Drastic Temperature
Ease Passage
Fireweave
Flameshaw
Living Wall
Ricochet Attack
Stone Rain
Tossing Earth
Tree Merge
Seventh Circle Spells
Beastform
Calm Water
Cloud Summon
Death Rain
Earth Q'wril
Earth Surfing
Engulf [Element]
Fire Hounds
Flame Darts
Grasping Hand of Earth
Storm Manacles
Thunderclap
Whirlwind
Eighth Circle Spells
Blade Fury
Crushing Hand of Earth
Earth Wall
Perimeter Alarm
Silence Metal
Silver Shadow
Waterspout
Ninth Circle Spells
Burning Water
Cloud Banish
Cold Embers
Dragon’s Breath
Fire Wall
Moon Shadow
Water Wall
Tenth Circle Spells
Air Fortress
Earth and Air
Elemental Merchant
Fire and Water
Frozen Harbor
Petrify
Weather Change
Eleventh Circle Spells
Wood Blade
Twelfth Circle Spells
Crop Blight
Fourteenth Circle Spells
Council of the Forest
Fifteenth Circle Spells
Call Forth the Maelstrom
Purify Forest

ILLUSIONISM SPELLS
Illusions and Damage
Sensing and
Disbelieving Illusions

First Circle Spells
Assuring Touch
Bellow of the Thundras
Best Face

Blazing Fists of Rage
Catseyes

Disguise Metal
Displace Image

Fun With Doors

Light

Pauper’s Purse

Rope Guide

True Blazing Fists of Rage
Unseen Voices

Second Circle Spells
Blindness

Crafty Thought
Disaster

Encrypt

Ephemeral Bolt
Impossible Knot
Innocent Activity
Monstrous Mantle
Remove Shadow

Send Message

Tailor

True Ephemeral Bolt
Weather Cloak

309
310
310
310
310
310
310
311
311
312
312
312
312
312
312
313
313
313
313
313
314
315
315
315
315
315
316
316
316
316
316
316
317
317
317
317
317
318
318
318
318
318
319
319
319
319
320
320
320
320
320
320
321
321
321
321
321
321
321

322
322

322
323
323
323
323
323
323
324
324
324
324
324
325
325
325
325
325
325
326
326
326
326
326
327
327
327
327
328
328

You Got Me
Third Circle Spells
Alarm

And Then I Woke Up
Astral Sense Illusionism
Blinding Glare
Dampen Karma
Detect Illusionism Magic
Dispel Illusionism Magic
False Floor
Impossible Lock
Mind Fog

Nobody Here
Phantom Warrior
See the Unseen
Soothe the Savage Beast
Suffocation

Fourth Circle Spells
Aura

Bleeding Edge

Circle of Well Being
Clarion Call

Conceal Tracks

Eyes Have It

Great Weapon
Hunger

Improved Alarm
Memory Blank
Multi-Missile
Nightmare of Foreboding
Stop Right There
Unmask

Fifth Circle Spells
Awaken

Bond of Silence
Clothing Gone

Enter and Exit

Eye of Truth

Flesh Eater

Flying Carpet
Illusion

Improve Karma
Noble Manner
Phantom Fireball
Pleasant Visions
Switch

‘Wall of Unfire

Sixth Circle Spells
Astral Shadow
Bouncing Blaster
Chosen Path
Dancing Disks
Foreseeing

Illusory Missiles
Memory Scribe
Spotlight

Stench

Seventh Circle Spells
Dream Sight
Drunken Stagger
False Enchantment
Rebel Limb

Reversal of Passion
Silent Stampede
Stampede

Time Flies

Twisted Tongues
Vertigo

Walk Through
Eighth Circle Spells
Astral Nightmare
Dreamsend

Form Exchange
Ilusory Spell
Leaping Lizards
Massive Missiles
Other Place

Shadow Spell

Ninth Circle Spells
Do Unto Others
Grim Reaper

One of the Crowd
Revulsion

Shift Walls
Thundering Walls
Tenth Circle Spells
Afterlife

Astral Materialization
Eclipse

Eternal Day

Haunted House

328
328
328
328
328
328
329
329
329
329
329
329
329
330
330
330
330
330
330
330
331
331
331
331
331
331
332
332
332
332
332
333
333
333
333
333
333
333
333
334
334
334
335
335
335
335
335
336
336
336
336
336
336
337
337
337
337
337
337
338
338
338
338
338
339
339
339
339
339
339
339
340
340
340
341
341
341
341
341
341
342
342
342
342
342
343
343
343
343
343
344

Thirteenth Circle Spells
Restore Pattern
Fourteenth Circle Spells
Shadow Palace

NETHERMANCY SPELLS
First Circle Spells
Astral Spear
Bone Dance
Chilling Circle
Command Nightflyer
Detect Undead
Dry and Wet
Experience Death
Insect Repellent
Mount Call
Putrefy
Spirit Dart
Spirit Grip
Undead Struggle
Second Circle Spells
Bone Circle
Detect Nethermancy Magic
Ethereal Darkness
Fog Ghost
Gadfly
Life Circle of One
Pocket Guardian
Repel Animal
Shadow’s Whisper
Shield Mist
Third Circle Spells
Arrow of Night
Astral Sense Nethermancy
Dark Messenger
Death Trance
Death’s Head
Dispel Nethermancy Magic
Fog of Fear
Grave Message
Pack Bags
Pain
Preserve
Shadow Meld
Spirit Double
Summon Bone Ghost
Fourth Circle Spells
Animate Skeleton
Astral Flare
Blood Servitor
Dark Spy
Evil Eye
Fatal Food
Friend or Foe
Last Chance
Nightflyer’s Cloak
Spirit Servant
Viewpoint
Visions of Death
Fifth Circle Spells
Animate Spirit Object
Astral Horror
Astral Mount
Astral Whisper
Blind
Circle of Astral Protection
Incessant Talking
Pass Ward
Sculpt Darkness
Sense Horror
Shadow Hunter
Spiritual Guidance
Star Shower
Target Portal
Tears of the Scourge
Whisper Through the Night
Wither Limb
Sixth Circle Spells
Blessed Light
Bone Puppet
Bone Shatter
Bone Walker
Dust to Dust
Foul Vapors
Friendly Darkness
Recovery
Soul Armor
Wall of Darkness
Seventh Circle Spells
Astral Beacon
Astral Maw
Banquet of Dis

344
344
344
344

345
345
345
345
345
346
346
346
346
346
346
347
347
347
347
347
347
348
348
348
348
349
349
349
349
350
350
350
350
350
350
350
351
351
351
351
351
352
352
352
352
352
352
353
353
353
353
353
354
354
354
354
354
355
355
355
355
356
356
356
357
357
357
357
357
357
358
358
358
358
359
359
359
359
359
359
359
360
360
360
361
361
361
361
361
361
362



Bone Pudding

Cold Storage
Constrict Heart
Damage Shift
Marathon Run
Restrain Entity
Reverse Withering
Spirit Bolt

Spirit Portal

Steal Strength

Step Through Shadow
Wit Friend

Eighth Circle Spells
Control Being

Globe of Silence
Horror Call
Netherblade

Restrain Horror
Shadow Tether
Translator Spirit

Visit Death

Wall of Bones

Wither Away

Ninth Circle Spells
Create Life

Dark Sword

Disrupt Magic

Mystic Vessel

Shift Skin

Silent Darkness
Talent Shredder

Void Wave

Walking Dead
Tenth Circle Spells
Animate Dead

Astral Slice

Damage Transfer
Fragile Pattern
Gateway

Soul Trap

Spirit Tempest

Strong Pattern

Tap Horror Karma
Eleventh Circle Spells
Alter Life

Shatter Pattern
Unnatural Life
Twelfth Circle Spells
Forge Falsemen
Pervert Emotion
Thirteenth Circle Spells
Erase Horror Mark
Eternal Youth
Fourteenth Circle Spells
Call Forth the Army of Decay

WIZARDRY SPELLS
First Circle Spells
Astral Sense
Bedazzling Display
of Logical Analysis
Crushing Will
Dispel Magic
Divine Aura
Flame Flash
Ignite
Iron Hand
Mind Dagger
Silent Converse
Triangulate
Wall Walker
Second Circle Spells
And His Money
Astral Shield
Clean
Dodge Boost
Rope Ladder
Seal
Vines
Wake-Up Call
Third Circle Spells
Aura Strike
Catwalk
Combat Fury
False Aura
Healing Sleep
Identify Spell
Leaps and Bounds
Levitate
Notice Not

370

374
374
374

374
375
375
375
375
375
375
375
376
376
376
376
376
376
376
376
376
377
377
377
377
377
377
377
377
378
378
378
378
378

Ork Stoke

Quicken Pace
Seeking Sight
Shatter Lock

Water Wings

Wizard Mark
Fourth Circle Spells
Ball of String
Binding Threads
Buoyancy

Dust Devil

Hair Frenzy

Icy Fingers

Identify Magic
Inventory

Juggler's Touch

Kaer Knocking
Karmic Connection
Relax

Thorny Retreat
Trust

Wizard's Cloak
Fifth Circle Spells
Counterspell

Giant Size

Heat Metal Armor
Invigorate

Kaer Pictographs
Mage Armor
Makeshift Missile
Mystic Shock
Sanctuary

Slow

Solo Flight

Study Thread

Sixth Circle Spells
Blood Lost

Displace Self

Doom Missile
Karma Cancel

Loan Spell
Makeshift Weapon
Mental Library
Multi-Mind Dagger
Rampage

Razor Orb

Sleep

Spellstore

Seventh Circle Spells
Astral Gift

Blood Boil

Call

Confusing Weave
Dislodge Spell
Lightning Cloud
Liquid Eyes

Move on Through
Mystic Net

Spell Cage

Eighth Circle Spells
Catch Spell
Compression Bubble
Delay Blow
Peacebond

Safe Opening

Spell Snatcher
Wound Mask

Ninth Circle Spells
Absorbing Sphere
Channel Raw Magic
Draining Eye
Glowing Swarm
Observe Event
Reattach Limb

Tell Tale

Wipe Matrices
Tenth Circle Spells
Death Vow

Draw and Quarter
Hold Pattern
Journey to Life
Onion Blood

Spell Fusion

Warp Astral Space
Eleventh Circle Spells
Block Magic
Twelfth Circle Spells
Alter Form
Thirteenth Circle Spells
Cleanse Astral Space

379
379
379
379
379
379
379
379
380
380
380
380
380
380
381
381
381
381
381
382
382
382
382
382
382
383
383
383
383
383
383
384
384
384
384
384
384
384
385
385
385
385
385
385
385
386
386
386
386
386
386
386
387
387
387
387
387
387
388
388
388
388
388
388
389
389
389
389
389
390
390
390
391
391
391
391
392
392
392
392
392
393
393
393
393
393
394
394
394
394

Fifteenth Circle Spells
City in a Bottle

COMBAT
Combat Summary
Declare Actions
Determine Initiative
Resolve Actions
Begin a New Round
Actions
Movement
Standard Actions
Simple Actions
Resolving Actions
Resolving Attacks
Make an Attack Test
Determine Success
Make a Damage Test
Adjust Damage for Armor
Check for Wounds
Make a Knockdown Test
Check for Unconsciousness
or Death
Using Shields
Shields and
Armor-Defeating Hits
Armor Bonuses
Spell Defense Bonus
Effects of Injury
Recovering From Damage
Wounds
Combat Options
Aggressive Attack
Aiming
Attacking to Knockdown
Attacking to Stun
Called Shot
Defensive Stance
Giving Ground
Going Inside a Shield
Jumping Up
Shattering a Shield
Splitting Movement
Setting Against a Charge
Situation Modifiers
Blindsided
Cover
Darkness
Distance
Harried
Impaired Movement
Knocked Down
Stunned
Surprised
Types of Combat
Close Combat
Melee Attacks
Unarmed Attacks
Ranged Combat
Missile Attacks
Thrown Attacks
Spell Combat
Mounted Combat
Charging Attacks
Mounted Unarmed Attacks
Staying Mounted
Mounted Movement
Ranged and Spell Combat
Aerial Combat
Flying Movement
Close Combat
Swooping Attacks
Charging Attacks
Ranged and Spell Combat
Knockdown
Creature Combat
Initiative
Number of Actions
Karma Use
Creature Attacks

Creatures and Combat Options

BUILDING YOUR LEGEND
Earning Legend Points

Player vs. Character Experience

Tallying Legend Points
Current Legend Points
Total Legend Points
Spending Legend Points
Improving Attribute Values

394
394

395
395
395
395
396
396
396
396
396
397
397
398
398
398
399
399
400
400

401
401

402
402
402
402
402
403
403
403
403
403
404
404
404
405
405
405
406
406
406
407
407
407
407
408
408
408
409
409

409
409
410
a11
412
412
412
413
413
213
414
414
214
415
415
415
415
415
215
415
415
415
415
415
416
416
418

419
419
419
419
419
419
420
420

Improving Talent Ranks
Improving Skill Ranks
Learning Talent Knacks
Learning New Spells
Purchasing Karma Points
Weaving Threads

Advancing Discipline Circles

Conditions for
Circle Advancement

Minimum Talent Requirements

Training Requirements
Reaching the Next Circle
Learning New Disciplines

Improving New

Discipline Talents

Durability

New Discipline Talent Knacks
Characteristics Bonuses

Karma

Human Versatility
Personal Visions

Deeds of Atonement
Legendary Status

Status Levels

The Price of Fame
Adventuring Groups
Adventuring Logs

The Great Library of Throal
The Players’ Role

Log Payment

Log Legend Points

Group Legendary Status

GOODS AND SERVICES
Purchasing Goods
Taking Extra Time

Quality of Goods
Currency

Currency Denominations

Gems

Elemental Coins
Weapons

Repairing Damaged Weapons
Armor and Shields

Repairing Damaged Armor

Creating Piecemeal Armor
Magical Equipment

Blood Charms

Common Magic Items

Healing Aids
Adventuring Equipment
Services

Accommodation

Provender

Trade Services

Transport
Animals and Mounts

Mounts

Other Animals

Tack and Harness
Clothing

421
421
423
423
423
423
424

424

424
425
425

427
428
428
429
429
429
429
429
430
430
430
430
431
431
431
431
431
431

432
432
432
433
433
433
434
434
434
439
439
442
442
443
443
447
450
451
453
453
454
455
456
456
456
458
458
459

PASSIONS AND QUESTORS 460

The Nature of Passions
The Passions in Conflict
Worship of the Passions
Harbingers

Passion Descriptions
Astendar
Chorrolis
Dis (Mad Passion)
Floranuus
Garlen
Jaspree
Lochost
Mynbruje
Raggok (Mad Passion)
Thystonius
Upandal
Vestrial (Mad Passion)

Questors
Becoming a Questor
The Questor Talent
Acts of Devotion

Questor Powers
Absorb Damage
Animate Plant
Break Shackles
Cause Pain
Change Thoughts

460
461
461
461

462
462
462
463
464
464
465
465
466
466
467
467
468

468
469
469
470

472
472
472
472
473
473

Command Animal
Comfort
Confusion

Create Structure
Create Weapon
Deceit

Discover Desire
Ease Suffering
Enchanted Gift
Encourage Trade
Enslave

Fortify Structure
Heal

Incite Greed
Increase Initiative
Increase Perception
Increase Speed
Increase Stamina
Increase Strength
Inspire Rage
Inspire Rebellion
Instill Love
Living Death
Locate Valuables
Manipulate Desire
Perceive Emotion
Plant Growth
Raise Undead
Return Youthful Spirit
Seal Home

Speed Ship

BARSAIVE PROVINCE
Overview
The Land
Climate
Population
Travel and Trade
Plains
The Badlands
The Wastes
Hills and Mountains
Caucavic Mountains
Delaris Mountains
Dragon Mountains
Scol Mountains
Scytha Mountains
Thunder Mountains
Throal Mountains
Twilight Peaks
Tylon Mountains
Jungles and Forests
Blood Wood
Glenwood Deep
Liaj Jungle
Poison Forest
Servos Jungle
The Serpent River
Coil River
Mothingale River
Servos River
Tylon River
Notable Settlements
The Serpent Lakes
Lake Ban
Lake Pyros
Lake Vors
The Mist Swamps
Scavia
Seas and Oceans
Aras Sea
Death’s Sea
Scarlet Sea
Government
The Kingdom of Throal
Cara Fahd
The T'skrang Aropagoi
Blood Wood
The Theran Empire
The City States

APPENDICES
CHARACTER SHEET

INDEX

473
473
473
473
474
474
474
474
474
475
475
475
475
475
475
476
476
476
476
476
476
476
477
477
477
477
478
478
478
478
478

479
479
479
479
479
480
480
480
481
481
481
481
481
481
481
481
481
481
481
482
482
482
482
482
482
483
483
483
483
483

484
484
484
484
484
484
485
485
485
485
485
485
486
486
486

487

489

509

516




INACRITANCE

When the Scourge ended, we were determined to reclaim our heritage.
But we were not yet ready to pay the price.

e Tolan Oddear, Historian of Landis

A A A

Yes, it is a fine axe, and tempered in many battles, my friend.
Its head has even tasted the blood of a Horror. How did I gain
possession of such a fine weapon? Well, fill my mug with more of
that fine dwarf stout and I'll gladly tell you the tale.

‘Twas during an expedition to the lost city of Jalendale. I
shall never forget it. We set out on a cold, wet day, much like
today—the elven magician, myself, and the warrior who wielded
this mighty axe, the troll called Lorm...

A A A

I ran up the steep, rocky slope, breathing in steaming gasps.
Over the din of rain pelting the nearby rocks, I could hear the ork
scorchers below. | stumbled and rolled down a few lengths then
regained my feet, strands of moss now clinging to my matted red
beard. As | fumbled to put my helmet back on my head, arrows
hissed past, striking rocks upslope. Fear gave my legs new strength
and I quickly crested the hill, diving for cover behind the boulder
| had seen my companions use earlier.

Glancing up, I saw Lorm’s green wart-covered fist holding his
huge axe a finger’s width away from Mestoph’s face. The hair tufts
in Lorm’s large ears twitched and his nostrils dilated. His rough
tongue rimmed his left tusk, and his yellow eyes glared from the
slits formed by his pockmarked eyelids. Lorm was one unhappy
troll.

“Where’s all the gold? Where’s this lost city? Where is
Jalendale?”

Mestoph shook his long white hair away from his face, reveal-
ing an ugly sneer. He stared at Lorm with the orb of magical amber
that served as his left eye.

I wheezed over to Lorm, reached up and tapped him near his
belt.

“Wouldn't you rather kill some scorchers?”

“No thanks, dwarf.”

“Then perhaps you would consider killing some scorchers
before killing me?” Mestoph asked.

Lorm blinked at the elf’s question, then pulled his axe away
from our magician. Mestoph slumped away from Lorm into a
puddle, rain dripping from his aquiline features. Noticing that
Lorm and Mestoph had leaned their packs against the boulder, |
took mine off too. As feeling returned to my shoulders | looked
downbhill.

The ork scorchers had taken cover about halfway up the hill.
Apparently they were concerned about what sort of defense we
would concoct and wanted to consider the possibilities before
charging up the last open stretch of ground. They were giving us
more credit than we deserved.

I took a step toward Mestoph, and the elf fixed me with his
amber eye.

“l swear the maps put Jalendale here, or close to here.”

“Well that’s great. How about whipping up a spell to take care
of a few angry scorchers?”

“l am afraid my ‘destroy angry ork’ selection is limited.”

“Then how about something from your ‘take action to make
angry troll happy’ collection?”

Mestoph nodded. He squatted and crabbed along the ground,
careful to stay behind the boulder as he gathered a few pebbles
and began to weave a spell.

Lorm and | had seen this one before. | drew my short sword.
Lorm grabbed his axe with both hands.

Suddenly the sky above us darkened and within minutes we
were enveloped by a blackness so deep we could barely make out
the stones at our feet. This was midnight dark, copper-cavern-no-
lamp dark. This was Mestoph'’s darkness. | crouched and waited.

A few moments later we were back to the murky-storm light. A
quick glance told me Mestoph had cast the darkness on the peb-
bles, then tossed the pebbles down the hill at the orks. Confused
shouts now came from three large bubbles of darkness where the
orks had stood.

Lorm and | scrambled down the hill and waited at the edge of
the darkness. An ork stumbled out. Lorm smashed him and the
scorcher fell back into the darkness, leaving a trail of red on the
rocky slope.

Apparently unable to coordinate their movements in the dark-



ness, the orks kept wandering out haphazardly. Lorm and | took
care of as many as we could. As soon as four orks made it out of
the darkness at the same time, Lorm and | rushed back up the
hill.

The plan now called for Mestoph to take care of the most
determined ork pursuer or two with a different spell. Nothing
happened.

Lorm strode on ahead while the orks gained on me. They say
never look behind you when you're in a close chase because it
slows you down. I looked. The orks were maybe fifteen of their
strides back, swinging their swords across their bodies as they
pumped their arms in time with their legs. They looked angrier
than Lorm had looked. Two of them stopped to draw their bows.

| heard Lorm yell, a peculiar fading yell. The lead ork made
an extra effort, and | promptly did the same. | reached the crest
at top speed and dived for the cover of the boulder. | remember
thinking, “That doesn’t look like Mestoph’s darkness spell,” then
falling.

Darkness again surrounded me as | fell, interrupted by an
occasional flash of blue light ahead of me. Then I hit something,
more gently than | expected, and my descent stopped. A blue glow
enveloped me, then | was falling again, but not too fast. Another
hit. Another blue glow. Another fall.

Soon | realized | was inside some type of shaft carved into
the hill, and the blue glows were coming from runes carved into
the shaft’s walls about every three body lengths. | passed about
a dozen levels of runes before landing on the rocks at the bottom
of the shaft.

As I checked for broken bones, a flame sputtered, died, then
another sputter turned into a warm yellow glow. Mestoph had lit
a torch. While Lorm just sat there, looking a bit dazed, Mestoph
walked over and handed me the torch. He took another from his
pack, but this one took some time to light because it was damper
than the first. The torch popped and hissed as it caught, illuminat-
ing my pack lying a few feet away. Lorm was already picking his up.
Mestoph cleared his throat. “An illusion hid this shaft until one of
my spell castings revealed it. Rather surprising.”

“Mestoph, take a look at this,” Lorm said, pointing to the sec-
tion of wall near his pack. Mestoph walked over and leaned toward
the wall, holding his torch just above his head.

After a moment of exploring the wall with his fingers, he shiv-
ered, pulling his hand back. He took a deep breath. His fingers
went back to the wall.

The wall was covered with curving lines just slightly thicker
than my fingernail. They were carved into the rock to different
depths, some as deep as a finger length. Pacing around the shaft
wall, | saw that the lines covered nearly every inch of its surface,
except for occasional palm-sized blank spots. | counted out sev-
enty paces to circle the shaft. The curlicues rose perhaps five or
six dwarf-lengths from the floor of the shaft. The lines were deep-
est near three pitted, metal triangles hanging above a pillared
entrance. We had found Kaer Jalendale.

Stone doors four dwarf-lengths tall lay cracked on the ground.
Apparently, we were not the first to discover the city.

Mestoph pointed at the triangles.

“Those metal triangles look like they contain orichalcum. They
must have been the wards protecting the town.”

Lorm ran his axe across the wall. The rasp was just loud
enough to hear above the splatter of rain overhead.

“And this?”

“I think a Horror etched all this. Every single line has an astral
image. | think these designs sapped the magic from the wards.
But carving these lines would take a year at the very least, and
probably closer to five.”

“A Horror spent five years breaking into Jalendale?” My voice
rose in pitch as | spoke. | thought of something carving a few lines,
stepping back, then carving a bit more, scratching lines a jeweler

would be lucky to make as precisely. Something carving day after
day, year after year, just waiting to get into the town. My desire
for treasure was lessening.

“Did they know?” Lorm asked.

“The citizens? Probably not at first, not until the first ward
failed. And by then it would have been too late to do anything.”

Lorm took a long look through the doorway. | decided to
check out my short sword. Mestoph laughed, a quick, high-pitched
sound.

“We can wait for the monster out here or look for treasure
inside.” Mestoph spun in a half turn, then walked over the broken
gates. | took a swig of water and thought a bit. | suppose only a
desperate dwarf thinks on water. Lorm hurled a stone as far up
the shaft as he could, then followed Mestoph inside. | made my
most gallant “after you” bow, before crunching over the broken
rock just behind our troll.

The town smelled dry, musty, like leaves during a parched
autumn. | thanked the Passions for the dry part. Mestoph’s map
showed a Jalendale built along dwarf lines. The large central mar-
ketplace housed the guild building, the courts and jail, and the
Passions’ temple. Eight streets radiated out from the market to
the edge of town, bisected by evenly spaced cross streets, giving
Jalendale’s road grid the appearance of a spider web.

Give humans and orks a couple of centuries, however, and
they can foul up any dwarf plan. My first clue was the rope ladders
and hemp-and-slat bridges above us. Jalendale’s population must
have been larger than planned, and the settlement had expanded
up rather than out. A few buildings were even hewn from the rock
of the cavern ceiling and used as supports to suspend thick cables
and ropes. These ropes, in turn, held platforms and precarious
dwellings. Other shacks stood on platforms resting on pillars set
atop the roofs of Jalendale’s original buildings. An incompre-




hensible series of ropes, rods, and beams connected the entire
construction.

| found a night post with a light quartz that still responded to
touch, and Lorm fashioned a lantern from the quartz, some rope,
and one of his sacks. It gave off better light than the torches, but
Mestoph and I kept ours lit. Light frightens some things, but fire
hurts more of them.

Mestoph tried to lead us to the guild building. We started
down the main avenue, but an array of pillars and cables support-
ing the city overhead blocked our passage before we had walked
even fifty paces from the gate.

Blocking the main avenue seemed downright ork-stupid. Then
| realized that once the gate was sealed, it wouldn't matter if they
blocked the avenue this far from the market. Nobody would be
coming through the gate until the day the Horror came along, that
is. The walls all around the jumble showed more of the scrolling
lines, even more intricate than the writing outside the gate.

Mestoph tried another street. It was blocked by shanties. His
next choice got us closer to the marketplace before a thicket of
stone spikes closed it off. A few of the spikes penetrated the walls
of nearby buildings.

As we backtracked, Lorm wandered from one side of the
avenue to the other, peering into buildings. | squinted in the
glare of the light quartz as he walked over to me. Lorm shifted
the lantern to his other hand, then whispered, “Where are all the
bodies?”

“Maybe the Horror ate them all.”

“Even all the bones?” Lorm blinked his eyes.

“Maybe it’s a very tidy Horror. Maybe it stacked all the bones
in a corner somewhere.”

“Thief, take a look at these.”

I heard the strain in Mestoph’s voice. He was standing at the
mouth of an alley. Five cracked crystalline shells lay next to a heap
of pottery shards. I took a few steps toward them.

A sharp odor stung my nose as | held my torch close enough to
one of the empty shells to see the gray-streaked ooze. The shells
were cysts. Whoever was in charge had just awakened a welcom-
ing committee.

The shadowmants attacked us when we were nearly halfway
to the center of Jalendale. I heard a fluttering sound and looked
up just as two dark shapes swooped at Lorm. Blunt heads fanned
out into pairs of sleek, featherless wings. Bodies tapered to
scorpion-like tails that curved along the under of the creatures.
Crystalline-pointed stingers tipped the tails.

Lorm roared, swinging the light over his head like a sling, and
the creatures rose out of sight on silent wings.

As | drew my sword, four more of the creatures plunged from
the darkness above. Mestoph performed a nimble dive-and-roll to
avoid three dark shapes, and | heard him begin a spell.

I had my sword out and up, hoping to impale a swooping shad-
owmant. But the dark form in front of me furiously beat its wings,
halting its forward motion in time to avoid my blade. | parried its
tail strike, the stinger coming within an inch of my face.

| stabbed upward without looking and struck something soft.
The shadowmant fluttered back a few paces, then came at me
again. I blindly thrust my sword again and felt the thud of its
stinger against my hardened leather breastplate.

The shadowmant dove at me again. | swung my blade and
the creature wobbled back. I crouched low, and when | heard the
flutter I struck, driving as hard as I could with my legs and arms.
| felt a weight on my blade writhe for a moment, then become still,
and | began congratulating myself just as Lorm howled.

I spun to see a shadowmant flopping at his feet, an axe embed-
ded in its dark flesh. Another fluttered over the troll, its stinger
lodged in Lorm’s neck. | ran and hacked the tail off and the shad-
owmant careened away. Lorm dropped his axe and fell to his knees,
head to the ground, left hand opening and closing spasmodically,

right hand clutched to his neck. I pulled out a poultice.

“Don’t touch me, worm beard!”

| stepped back, hands to my shoulders, palms facing outward
and my fingers apart. Lorm needed the poultice, but I could wait
until he felt less like pulling off my arms.

Three shadowmants lay on the ground. Mestoph eyed two
dark shapes circling above his head. He spoke and the shadow-
mants spiraled up and away from us.

Lorm nodded to me. Mestoph walked toward us, but when he
saw what | was doing, he turned away. The elf made a big display
of studying his map.

I drew one of Lorm’s knives, testing it on a plucked beard hair
to make sure it was sharp. | tried to cut a small slit near Lorm’s
wound.

“Ahhoww!”

“Sorry. If troll skin were a little less tough, this would be
easier.”

“If dwarf hands didn’t shake, it would be easier.”

I finally managed a clean cut. I applied pressure around the
wound with both hands, then tried to suck the wound clean. | felt
his neck buzz as he spoke.

“Have you ever seen a Horror?”

I pulled away, remembering to spit. | didn’t know whether the
bitter taste was the poison or the troll blood.

“No. You?” | went back to the wound.

“Years ago my father’s captain received a mind-plea from some
Caucavic kin. We launched our ship, flew all damn night, arrived
exhausted. We found all the adults dead, lying all about the place
in different stages of rot. The children were alive, except for the
babies who died from neglect.”

I spit a second and third time. Lorm kept talking.

“I was scouting for survivors when | saw the Horror. It was like
aslug, mottled yellow and white. It was only half my size, around
a corner and two steps away.”

“You mean twice your size?” | started shaking the vial contain-
ing the poultice. It began to warm.

“No, half. I caught myself thinking, this can’'t be what killed
all these people. It didn’t make sense. | took a step toward it. That
was as far as | got. Glittering silver lines appeared where its eyes
might have been, and | stopped dead. It looked at me, then turned
away, moving slower than | could ever walk. | couldn’t move until
it was out of sight.”

| took the poultice from the vial. Warm and moist, it smelled
of basil. I carefully placed it into the wound. Lorm flinched very
little.

“We took the children back home with us. As time passed, the
Horror touched each of them, one by one. One’s voice became
painful to hear, another congealed mead when she got too close.
One by one, we threw the children out of the hold. A couple left
before we had the chance.”

“Can you sit up?” | helped the troll as best | could by getting a
good grip on his shirt near his shoulder blades.

“lI remember thinking that the Horror had gotten two holds.”

“Can you stand?”

“Not yet. | always wondered what would have happened if |
could have taken that second step.”

“Probably it would have blown you to flaming bits. Come on,
let’s try the standing thing now.”

| put my back to his hip, planted my feet and pushed. Lorm
pushed back, sliding up my back to a standing position. He leaned
forward, hands on his knees, gasping for breath.

“Sure your poultice is going to work?”

“Should. | chose these carefully.”

“Doesn't feel right yet. Just like this place. This whole place
feels wrong. The smell.”

“Smells like leaves to me.”

“Dry leaves. It’s pouring outside. It's desert dry in here.”



“Maybe,” | stopped talking. None of my maybes sounded good.
I finished with a weak, “You should be fine.”

Lorm took a step. He winced, a funny expression on a wart-
covered old troll. One tusk poked through his familiar, lopsided
grin.

“Maybe. Thanks for your help, Ragnar.”

I blinked. The three of us had met in Throal. Somewhere on
the road to Jalendale they lost “Ragnar.” | became “dwarf,” some-
times “thief.” It struck me that a person’s name was the only thing
you could steal by refusing to use it.

“If the short and the tall are ready to go?” | matched Mestoph’s
mocking bow up with one of my own.

Mestoph led us, which is to say he walked a few steps ahead
of us. Each time we found the way blocked, Mestoph would then
stand and contemplate the next direction to try, and thus we
lurched through the maze of Jalendale.

While Mestoph pondered, Lorm and | poked around in nearby
buildings. The shops were in ruins. Not the buildings themselves,
just the items inside. A porcelain shop with every plate pulver-
ized, every vessel shattered. A goldsmith’s every case shattered,
every flattening hammer bent, every foil knife broken in two. I
saw not one undamaged piece of furniture, not one whole item
of merchandise.

Lorm spent less time searching than sitting down. He was
still breathing, so the poultice must have had some effect. Ragged
breaths said it was not yet enough.

Following Mestoph’s latest direction, we came to a cross-
roads that led to the marketplace. The intersecting road was gone,
replaced by a trench some twenty-five paces wide and, well, much
deeper.

As Mestoph and I approached the trench, lights winked on
in the square across the way. New lights appeared with each
heartbeat, revealing a massive shadow. Mestoph and | gazed at
the marketplace. A huge, irregular structure stood where Mes-
toph’s map showed three buildings. Built like a primitive mound,
stones of all sizes formed its walls and roof. Soon the open plaza
shimmered with the sheen of iridescent blues, purples, and
silver-whites.

“Cadaver men!”

Until Lorm’s shout | had been unaware that | was staring at
the plaza. Mestoph had three steps on me by the time | turned
around and saw eight shapes walking toward us.

Lorm had taken cover in an empty shop. He sat inside the
doorway, axe lying on the ground beside him.

Mestoph stopped running and crouched in a defensive pos-
ture, walking crab-style toward the nearest building. Apparently
he’'d decided he wasn’'t going make it past the cadaver men. My
heart and legs thought it was worth a try, but my mind told me
to stick with Mestoph. I sidled along with him. My sword only
shook a little.

The cadaver men had been orks once. Two still had their
ornamental gold tusk-caps. Their braided black hair was dusty
and their mummified flesh creaked more than the leather armor
they wore. The two with the tusk-caps carried swords and had
backpacks slung over their shoulders. Six more staggered along
with spears in one hand, rope or wood in the other. They smelled
of pepper and rot, as if a chef had tried to conceal the smell of a
bad piece of meat.

They walked right past us.

Let me say that again, in case you missed it. Eight cadaver
men had us pinned, and they walked right past us. They walked
to the edge of the trench. They dropped two coils of rope. The
rope twitched, then snaked its way through the air to the other
side of the trench.

Mestoph inhaled sharply. His face was contorted in pain.
Little by little, he regained control of his expression. His fea-
tures calmed.

“The Horror is close.”

Lorm joined us. We watched the cadaver men as they moved
away from the trench one by one. One lone cadaver man pounded
in a final stake. He finished his task with a ringing strike, then
gathered his tools and rejoined his companions.

The eight cadaver men blocked the road we had taken coming
in, and | knew they would stand there forever. Lorm wrung the
haft of his axe as if it were a wet cloth.

“Ragnar, when a Horror asks you to visit him, is it foolish to
say no?”

Mestoph stared blankly at the bridge. His amber eye went
milky, as if the color of his hair had somehow bled through. His
eyebrows furrowed, then shot up high on his forehead. He started
toward the bridge.

“If he wanted us dead, the cadaver men would have attacked.
He wants something from us he cannot get if we are dead.”

“So he Kills us after we do his bidding,” | said.

Mestoph stopped for a second, legs apart and arms raised.
“We can try to out-think him, out-wait him, or out-fight him. I
know which is my best chance.” He turned and began walking
again.

Lorm took one wobbly step, steadied himself, and followed
Mestoph. So did I.

Hundreds of carvings like those by the gate covered the plaza.
Our boots made a scratching sound as we walked, as if we were
sliding across invisible sand. Each step was like a knife-edge glid-
ing along the soles of my feet, feather-soft yet sharp.

We made our way toward the mound in the center of the plaza.
It seemed the only place to go. | could see a pointed archway.
Inside the mound was a cool darkness.

I blinked, then it was next to Mestoph. Twice as tall as me, it
wore high boots the color of burnished brass. Six-fingered gaunt-
lets curved into moving tendrils the size of my little finger. Each
tendril ended in a clear, sharp gem, each with an edge finer than a
knife-blade. A brass breastplate of at least a finger’s width covered
its torso, and gritty, dun-colored smoke seemed to flow from the
breastplate to form its neck and limbs.

The face froze me in my tracks. The whitish-gray color of
mushrooms and tree-rot, it looked like a skull built entirely of
worms. The worms squirmed in a pattern most active around
its eye sockets. A single worm protruded from the center of each
socket.

Two droplets of blood burst from Lorm’s wound, drawn
by magic to the Horror. They exploded with a white flash and
sizzle on its armor. The Horror flinched and the worms of its face
twitched and rolled a bit faster.

It opened its mouth to speak, revealing the writhing mass of
its tongue. When it spoke my lungs burned and my mouth dried.

“The one who brings me the small orichalcum shield shall live.
The others...”

The Horror swept his hand past me. One of the gems on his
finger-tendrils touched my face and bones in my legs snapped.
Blinding pain accompanied popping sounds as muscle discon-
nected. | fell forward. Several of my ribs twisted and snapped. |
screamed, | blubbered, | tried to crawl away, but | could not con-
trol the spasms of my body. | spit up a mouthful of vomit, bitter
bile spilling over my lips and matting my beard. My legs jerked
wildly. I could not even beg.

Then the pain stopped. My body was mine again, impossibly
whole. The Horror stood over me, watching me carefully.

I ran. I ran in ablind panic toward the mound. I slammed into
a wall, bounced and fell. | got up, slammed into the wall again,
still screaming. Lorm reached out of the mound to pull me the
few feet sideways to the door. I lunged inside.

I do not know how long I sat rocking myself. | remember
Lorm persuading me to drink something, and Mestoph asking
me questions.




“I think our dwarf is with us again.”

Mestoph knelt beside me, then handed me one of his flasks. I
took a sip of wine, passed it back to him.

“You have been out for some time. Welcome to your new
home.”

“Where are we?”

“We are in the biggest mausoleum | have ever seen.”

The sweep of Mestoph’s arm took in the entire building. Atop
eight pillars sat light quartz illuminating perhaps forty box-frames,
each nearly fifty arm-lengths high. Each frame was like a gigan-
tic library shelf, filled with bodies rather than books. Most were
wrapped in burial shrouds, a few in robes or armor. The place
smelled overwhelmingly of cloves, with just a hint of dry rot.

Mestoph rose, gesturing to me to follow. As | walked

behind him I noticed a couple of new books in his
backpack. In the middle of the mausoleum,
eight altars surrounded two sloped,
square pits, each pit deepest in the
center. One altar stood on each
side of each square. Each altar
was carved with troughs lead-
ing to the pits. The troughs fed
into notches running to the
center of each pit, each hold-
ing a brilliant golden shield.
The light struck the shields,
flowing and dazzling in a
way impossible even for
pure gold. Orichalcum.

Mestoph brushed a lock
of hair away from his ear.

“The shields are magical
protections. The magic was
strengthened by the blood of
the citizens.”

“They killed themselves?”

“Sacrificed, almost down to the
last man. Last few in here took poison.

The larger shield protects this tomb from

being entered or harmed by the ‘destroyer of our

brethren’ or his ‘unliving servants.” The smaller prevents

the ‘destroyer of our brethren’ from moving more than a few hun-
dred yards away from it.”

“Destroyer of our brethren?”

“l think they enchanted eight of their citizens, left them out-
side this tomb. Their deaths triggered the magic in the shield.”

“Those are the cadaver men?”

“Yes, but they would have been alive then.”

I thought about the citizens of Jalendale. A Horror gnawing
his way through the town’s defenses. No magic strong enough to
stop him from coming in. But they had one desperate way of pre-
venting the abomination from harming another town.

“They left plenty of loot.” Lorm nodded toward a wall. | could
see the gleam of neatly stacked gold. Items in chests and bins,
weapons laid out in a panoply. It all looked attractive. But not as
attractive as | thought it would.

“Pick something light.” Lorm held up a gleaming dagger. Its
pommel was carved into a wolf’s head and its blade gleamed with
the same fire as the shields. “Our plan requires speed.”

I walked toward the treasure. Lorm directed me to a small
pile.

“Mestoph separated out some of the more promising items.”

I started sorting through the loot. I rejected a sword with five
matching emeralds in its hilt, but paused to consider a helmet that
was as clear as glass and lighter than ten coins.

“Those bracers,” Lorm said, pointing to finely hammered
copper bracers adorned with jade and lapis lazuli, “probably have

defensive magic. Might as well take something that will help you
get out of here.”

I fingered the bracers, but took the helmet. Lorm grinned. I
tried it on. Fit was a little big, but the helmet felt cool and some-
how reassuring. | stashed my old helmet in my pack.

Mestoph was reading one of the books when we walked over.
Lorm nodded in his direction.

“While you were worthless, Mestoph read. He’s already
reversed the levitation magic in the shaft. It should now push us
up and out.”

“How do we get past the Horror?”

“Mestoph starts working on a spell. | take the shield outside.
When creepy comes for the shield, | whack him long enough for

the spell to finish. You run out and throw the shield back
in here, out of his reach. Elfie throws the spell.
While creepy recovers, we head out of town.
Got it?”

“l have my doubts about running
out there to get the shield. And seri-
ous doubts about you whacking
creepy long enough for Mes-
toph to take a breath, let alone

finish a spell.”

Lorm swung his axe in
alazy arc, stopping the axe
in mid-swing. He loosened
his grip, letting the haft
slide down until his right
hand rested just below the
axe-head. His left hand
tested the edge.

“This is my axe. My
grandfather made it for my
father. He told my father the
axe was destined to blood a
Horror, perhaps slay one.”
“Sure, once the Horror kills
you, he can use your axe to whack his
friends.”
A page rustled.
“You are unduly pessimistic, dwarf.”

“Name’s Ragnar.”

Mestoph closed his book and regarded me with that amber
eye.

“Ragnar. The good people of Jalendale did not die in vain. They
left detailed records behind, and so we know this Horror is some-
what vulnerable to life magic. Are we ready?”

Lorm nodded vigorously. | shrugged. Mestoph reopened his
book. Lorm set his axe down. He drew his newly acquired wolf-
handled dagger and carefully cut his left forearm three times. He
sheathed the dagger. The troll picked up his axe and began to
apply his own blood to the blade.

I walked back to the pit and got the smaller shield. When |
returned | saw Lorm had spread a generous coating of blood on
his axe. He looked up.

“Just in case things go wrong, | want you to know the poultice
finally worked. You chose well.”

“What could possibly go wrong, Lorm?”

The troll snorted. | handed him the shield. We watched Mes-
toph work his way through the spell. The elf spoke softly, his
fingers moving in time with his words. His right eye was closed.
His left eye swirled with light. He began to speak more slowly.

“That’s the signal.”

Lorm took four steps out, then dropped the shield and stood
on it.

“Here’s your cursed shield!”

The Horror appeared a yard from Lorm, its tongue flailing



like a snake on fire. Lorm stepped toward it, swinging his axe.
The weapon found the Horror’s breastplate, and the blood on the
axe flared into white fire. The Horror hissed and screeched. Lorm
roared.

I finally remembered to get the shield. | scrambled for it,
picked it up as Lorm rang another blow off the Horror’s armor. |
carried it back into the tomb. Once inside I saw Mestoph fling his
arms up and heard him shout three elven words.

Thousands of droplets of water appeared, then coalesced into
dozens of spinning blades. The blades flew around Lorm, striking
the Horror. The screech turned into a scream. The blades tore
whisps of dun-colored smoke from its legs and arms and sliced a
tendril off its left hand. They rang and sizzled against its breast-
plate. The Horror spun around. Two of the blades caught it in the
side of his head, sending shreds of white worm through the air.

Mestoph was already running, and so | followed his lead.
Lorm took one last swipe then brought up the rear.

“Follow me! | found more maps in the tomb and | think I can
get us to a clear avenue!”

We crossed the bridge and turned left. We ran past a plaza
with four brass poles, through dusty alleys, down a road with
shops with blue doors, then turned right at a dry fountain with
lion-head spouts onto a broad avenue. Mestoph’s laugh boomed
down the dead streets of Jalendale. The magician slowed to a walk.
I caught up. Lorm was huffing half a dozen paces behind. Lorm
bellowed.

“Whacked him pretty good, I'd say.”

The Horror appeared next to Mestoph. Its left eye-worm
twitched uncontrollably as it reached out to touch the magician.
Mestoph tried to dodge, but the elf reacted too slowly. A sucking,
tearing sound came from within him and he began screaming.
Then his hair whipped up and forward and his screams suddenly
grew strangely muffled.

| screamed too, a dry, pitiful noise. | was staring at Mestoph’s
eyes and mouth, which were on the side of his face. The Horror
had torn the skin loose from muscle and was shifting it around
the elf’s body.

Mestoph’s blood did not flow so much as gush toward the
Horror, transforming into burning white ribbons that wrapped
around the entity. The Horror’s triumphant screams drowned out
our own.

The Mestoph-lump collapsed to the ground. The left side of the
Horror’s face was a smoking, ruined mass. It pointed at Lorm.

“Get me the shield.”

Lorm started to run. He took five fast steps, then stopped and
turned around. His eyes shone with a silvery web. The Horror
hissed.

“Once Horror-touched, never free. Get me the shield!”

| tried to tackle the troll as he started to move, but he batted
me aside. The Horror turned his gaze on me.

“Nothing more from you.”

I was frozen to the ground. The Horror stared at
me with his one good eye. Its seared tongue
wiggled back and forth, as if it tasting my
fear and anguish.

Apparently the Horror’s momentary distraction provided
Lorm a brief second of self-control, because he suddenly flung
himself at the entity, the wolf’s-head dagger flashing in his out-
stretched hand. The Horror snapped its head around and Lorm
crumpled to the ground with a strangled cry. Blisters boiled up on
the troll's green skin, releasing rivulets of blood as they burst.

“Noooo!”

I do not remember whether that was my scream, or the Hor-
ror’s. The entity tried to reach the troll, but the blood now pooling
on the ground sparked when it approached. The Horror staggered
back and began to hiss rhythmically.

I struggled to gain control of my legs, then knelt by Lorm. His
cloudy yellow eyes met mine for a split second then darted toward
the axe at his side.

| grabbed for the weapon, but could barely lift the damn thing.
Finally I worked the blade around the pool of troll blood. Lorm’s
breathing rose and fell in time with the Horror’s hiss.

When | charged, the Horror looked up but did not move; its
hiss just grew a little louder. The axe wobbled a bit at the top of
its arc and my resolve wavered, then | crashed the weapon onto
the thing’s head. | felt a jolt, heard a brittle crunch and smelled
the odor of rotted wood.

The Horror lurched back. I held onto the axe, which jerked
free as the Horror moved. The creature had no working eyes. But
it kept hissing. I could no longer lift the axe. I looked over at Lorm,
and saw he was dead.

I clutched the axe to me. The hiss told me to leave it. | turned
around. This hiss told me to stay. | took a step. The hiss grew
louder, almost strident. Another step. Then another. The hiss grew
weaker, thinner. Then I could no longer hear it.

| found my way back to the shaft. Struggling to climb up to
the first blue rune, I was dimly aware of the cadaver men enter-
ing the chamber, climbing after me. | heard them scrabble at the
wall. | reached the rune. A warm sensation lifted me, then hurtled
me upward. | passed from rune to rune, gathering a little more
speed with each.

| shot out of the shaft, over the unsuspecting sentries the
scorchers had posted. They might have pursued me if the cadaver
men had not appeared to keep them busy. | walked as far as |
could, reaching the village of Twin Chin well into the next morn-
ing. There I stopped and slept for days. | do not think | let go of
Lorm’s axe that whole time.

A A A

Many years have passed since that night, and I have survived
my share of adventures. But one task remained unfinished, one I
believed I would take to my grave undone. Tonight I walked into
this tavern and saw you and heard your tales, the stories of your
adventures. Now I have hope that it will be completed.

Take this axe. It is Lorm’s axe. His grandfather made it for his
father. It has blooded a Horror. Perhaps now it shall slay one...

A A A




GAML CONCLPTS

The magic of the world follows rules. Understand them and use them, as
others will surely use them against you.

¢ Kors Blackshard, Troll Wizard of the Crystal Raiders

This chapter introduces you to the Earthdawn game and
explains the key concepts and terms used. Some are terms common
to most roleplaying games, others are unique to Earthdawn.

Whether you are an experienced gamer or new to roleplaying,
once you understand how these concepts operate in Earthdawn,
the rest of the rules will fall easily into place.

CLIVEIN AN
AGL T LLGEND

After centuries of hiding beneath the earth, humanity has
ventured out into the sunlight to reclaim the world. Trolls, dwarfs,
elves, orks, and humans live side by side with other, more exotic,
races: the lizard-like t'skrang, the small, winged windlings, and
the earthen obsidimen. Creatures both magical and mundane
dwell once more in the forests and jungles. Arcane energies offer
power to those willing to learn the ways of magic.

Once, long ago, the land grew lush and green. Thriving forests
sheltered plants and animals, and people grew and prospered off
the land’s bounty. Then the Horrors came, and drowned the world
in darkness. The world’s flow of magic rose and at its height dread
creatures from the darkest depths of astral space crossed into our
world, leaving suffering and destruction in their wake. The world’s
inhabitants named these fell creatures the Horrors. They laid our
world waste in a terrible time now known as the Scourge. The lush
forests died. Bustling towns vanished. Beautiful grasslands and
majestic mountains became blasted, barren terrain, home to the
Horrors’ twisted mockery of life.

The Horrors lusted to destroy all life, but they did not suc-
ceed. Before their coming, the magicians of the Theran Empire
warned the world, and the people of the Earth took shelter under
it. They built fantastic underground cities called kaers and cita-
dels; their children and their children’s children grew up within
these earthen enclaves, never seeing the light of the sun. For four
hundred years the Horrors roamed the land, devouring all they
touched while the people hid in terror, until the slow ebb of the
world’s magic forced these loathsome creatures to retreat to the
astral pit that spawned them. The Horrors departed before the
magicians and wise men had believed they would; the wary people
emerged slowly from their kaers, facing the world half in hope
that the Scourge had truly ended and half in fear that the Hor-
rors lingered. Though most of the Horrors left this world, many
of them remain, inflicting cruel anguish and suffering on other
living creatures. As humanity struggles to remake the shattered
world, they must combat the remaining Horrors who seek to pro-
long the destruction and despair of the Scourge.

Now heroes travel the land, rediscovering its lost legends and
exploring its changed face. For the world has changed, almost
beyond recognition. Many people died during the Scourge; the
Horrors breached some kaers and citadels and destroyed their
inhabitants. Other kaers remain sealed, from unknowable disas-
ter or simple fear; their contents await discovery by bold explorers.
Should they find any folk still living within, these brave adven-
turers may lead such fear-darkened souls out to live again in the
light.

The dwarf kingdom of Throal lies at the center of the province
of Barsaive, the largest inhabited province in the known world.
The dwarfs seek to unite Barsaive’s far-flung cities and people
under one crown and banner, the better to repel the advances of
the Theran Empire that ruled Barsaive before the Scourge. The
Therans returned to the province shortly after the Scourge ended,
seeking to bend it again to their yoke, but the people of Barsaive
rejected the Therans’ iron rule and rallied behind the dwarfs of
Throal. Beaten for the moment, the Therans gather strength and
wait to strike again. As Barsaive’s heroes search for lost treasures
and battle fantastic creatures, they must also fight the Therans,
who plot to rob Barsaive of its new-found freedom and make its
people pawns of their vast Empire.

In the Age of Legend, heroes band together fighting the Hor-
rors and reclaiming the wounded world for those born in it. As
they explore the altered land, searching for legendary cities and
treasures, they become the legends that will light the coming
days. Like those who went before them, tales of their deeds will
live forever in men’s hearts. From many paths, the heroes come
to join in common cause. Those who seek honor and glory come
from many Disciplines, and battle evil to redeem the world with
a multitude of gifts. A band of heroes may include an Illusionist,
a magician who combines deception and reality to confuse those
around him; a Swordmaster, one trained in the art of fighting with
bladed weapons; or a Beastmaster, able to train and command
the beasts of the earth and sky. The world holds countless heroes,
but all share one trait: a willingness to fight to reclaim the world
from that which threatens it. Through noble deeds and sacrifice,
the heroes of the world will forge its future.

AL WPRLD
°F EARTHDAWN

Earthdawn is a roleplaying game designed for two to six
players. Like many other roleplaying games, Earthdawn has
an open-ended style of play. That is, the game has no definitive
ending, no preset time limit or number of turns of play, and no
single goal that, when achieved, marks the end of the game. Unlike
other types of games, however, there is no winner or loser. The
object of the game is to have fun while exercising your imagina-
tion. When this happens, everybody wins.

The world of Earthdawn is one of legend. Its people and
places are larger than life, the stuff of song and saga. Heroes fight
the monsters of this and other worlds; their bold exploits light
a beacon of hope for the future, as word of their deeds spreads
across the troubled, fearful land. Earthdawn is a world of high
adventure, high magic, and terrible danger. Those dangers lurk
not only within long-forgotten kaers, but also within the minds
of people forever corrupted by the Horrors. To rebuild its heart
and soul as well as its outward aspect after the devastation of
the Scourge, the world needs heroes. The players of Earthdawn,
by creating their characters and playing the game, provide these
heroes.

In contrast to many other roleplaying games, characters in
Earthdawn do not simply survive each adventure and become



a little smarter or a little richer. Earthdawn adds another
dimension to roleplaying; its characters become heroic figures,
accomplishing deeds so impressive that generation after gen-
eration will honor their memory in song and story. The world
of Earthdawn brims over with legends, heart-stirring tales
of famous adventurers told by the fireside to while away the
night. Earthdawn player characters can become the figures in
those legends. As they build their characters’ legends through
play, they create the fireside tales that their descendants will tell
about them. Gaining this heroic stature through daring deeds is
as important a part of playing Earthdawn as any lesser gain in
riches or experience.

For those with experience in roleplaying, some of the follow-
ing explanations will sound familiar. Those readers might want to
skip ahead to Action Tests, p. 18, or the How it Came to Pass
chapter (p.21) and dive right into the history and background of
Earthdawn. The opening short story—Inheritance—provides
atmosphere and a taste of the language and style of Earthdawn.
Specific chapters cover every aspect of the game and how to play
it in detail.

For those who are new to roleplaying, the following text
introduces the concept. This introduction will not answer all
your questions, because most roleplaying games are more easily
learned from other players than from reading a book. This brief
overview will give you the idea behind roleplaying; to learn more,
find others who are familiar with roleplaying games and learn by
playing. Together you can explore the world of Earthdawn, and
discover the fun of roleplaying in the Age of Legend.

AAT IS A
ROLLPLAYING GAML?

Everyone has read a book or seen a movie where the protago-
nist does something so utterly wrong that the reader or viewer
wants to shout a warning to the character. But no warning from
the audience can keep that character from doing what the plot
demands, no matter how much trouble it lands him in. The read-
ers and viewers can't change the character’s behavior; we're just
along for the ride. A roleplaying game turns this situation on its
ear. In a roleplaying game the players control the actions, or
play the roles, of their characters and respond as they wish to the
events of the plot. If the player doesn’t want his character to go
through a door, the character won't. If the player thinks his char-
acter can talk himself out of a tight situation rather than resorting
to that trusty sword, he can talk away. The plot of a roleplaying
game is flexible, ultimately based on the decisions the players
make for their characters.

In roleplaying, stories (the adventures) evolve much as they
do in a movie or book, but within the flexible story line created
by the gamemaster. The story outlines what might happen at
certain times or in reaction to other events. The story remains
an outline, with few concrete events, until the players become
involved. When that happens, the adventure can become a drama
as riveting as that great movie you saw last week or the book you
stayed up all night to finish.

Though the players all contribute to the story, creating it as
they play, the gamemaster creates the overall outline and controls
events. The gamemaster keeps track of what happens and when,
describes events as they occur so that the players (as characters)
can react to them, keeps track of other characters in the game
(referred to as gamemaster characters), and uses the game system
to resolve the players’ attempts to take action. The gamemaster
describes the world as the characters see it, functioning as their
eyes, ears, and other senses. Gamemastering takes both skill and
practice to master, but the thrill of creating an adventure that
engages the other players, tests both their gaming skills and the
characters’ skills in the game world, and captures the players’




imaginations makes the gamemaster’s job worthwhile. While
there are many published game supplements and adventures to
aid the gamemaster, talented gamemasters always adapt the game
world to suit their own and their players’ style.

A roleplaying game offers its players a level of challenge and
personal involvement unmatched by any other type of game.
Because the players and gamemaster create the adventures they
play, what happens in the course of a roleplaying game is limited
only by your imagination. The game is not a contest between the
players and the gamemaster, however. The gamemaster may con-
trol all the bad guys, but he should work with the players to build
and experience a tense, exciting adventure.

oW TQ USL THIS BO9K

If you are new to Earthdawn, you might wonder what
our intentions are by confronting you with several massive tomes
of rules. While experienced Earthdawn players might love us for
that, beginners might feel they have a reason to get scared. Don’t
worry, the Earthdawn game is actually very easy to learn.

The Player’s and Gamemaster’s Compendiums contain
all of the rules you will ever need to run an Earthdawn game.
Since most roleplaying games are played as ongoing campaigns,
these books provide everything required for years of play.
Advanced rules, high-Circle opponents, legendary spells—you
name it, you'll probably find it in one of these books. However,
you only need to be familiar with a fraction of the material in
order to get started.

The best advice we can give beginning players and gamemas-
tersis this: only use the rules you need. You can safely ignore
everything else; optional rules, for instance, can be integrated
later when you are more comfortable with the game. Much of the
content in the Player’s and Gamemaster’s Compendiums is
sorted alphabetically—talents, skills, creatures, and so on—with
other content organized in a similarly accessible order—spells, for
instance, which are grouped by the type of magic.

While you might want to read both books from cover to cover,
you will soon realize how boring it can be to read hundreds of
talent descriptions at a sitting (something your brain might just
take serious umbrage at being subjected to). You don’t need to
memorize everything. Instead, focus on remembering where to
find the information you need. A comprehensive Contents and
Index are included in each book to help you find things quickly.
The Appendices should prove useful as a quick reference to the
abilities and spells found in this tome.

In addition, this chapter summarizes a number of basic rules
and game mechanics that are covered in detail in later chapters.
Armed with this knowledge, you should be in a good position to
quickly get up to speed with the Earthdawn game and thus get
your first game running as soon as possible. Welcome aboard!

OPTI?NAL RULES

By design, the Earthdawn game is extremely flexible. This
means there are many places where more complex rules can be
used for those who like more detail in their games. Throughout
this book you will find sections presented as optional rules. The
Rule of Three, p. 18, is an example of an optional rule.

Optional rules are intended for use only where the gamemas-
ter and players feel that they add to the overall playing experience.
This requires trying the rule out for a while to see if it suits the
group’s playing style. We have presented a number of different
rule options, but they are by no means the only ones available.

Another reason for including optional rules is for those players
using older published rulebooks and supplements. Some optional
rules in this book are actually standard rules for earlier editions
of the Earthdawn game. They are included here for players and
gamemasters who still want to use them.

AML TERMS

The following summary of terms used in the game should
help you start playing Earthdawn quickly. Complete examples
and definitions appear in the body of the rules.

ADEPTS AND DISCIPLINES

The world of Earthdawn is filled with magic. The most
talented characters, including yours, are initiated in the use of
magic. Such characters are called adepts. Some adepts train to
cast spells, some train to use swords or other weapons; others
train to work with animals. The form of magical training chosen
by your character is his Discipline. This training focuses the
magical energies of your character into special abilities called tal-
ents. Each Discipline offers unique talents. Characters of some
Disciplines—collectively known as magicians—possess the abil-
ity to cast spells.

All adepts can be rated in their Discipline according to their
knowledge and experience. These ratings are called Circles.
Adept characters usually begin the game at First Circle. Though
characters tend to specialize in one Discipline, some learn talents
from other Disciplines, or learn a new Discip