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OrPEN GAME LICENSE VERSION 1.0A

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

1. Definitions: (a)”Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b)”"Derivative Material”
means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correction,
addition, extension, upgrade, improvement, compilation, abridgment or other
form in which an existing work may be recast, transformed or adapted; (c)
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly
display, transmit or otherwise distribute; (d)”Open Game Content” means the
game mechanic and includes the methods, procedures, processes and routines
to the extent such content does not embody the Product ldentity and is an
enhancement over the prior art and any additional content clearly identified
as Open Game Content by the Contributor, and means any work covered by
this License, including translations and derivative works under copyright law,
but specifically excludes Product 1dentity. (e) “Product Identity” means product
and product line names, logos and identifying marks including trade dress;
artifacts; creatures characters; stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and other
visual or audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special abilities;
p]aces, locations, environments, creatures, equipment, magica] or supernatura]
abilities or effects, logos, symbols, or graphic designs; and any other trademark
or registered trademark clearly identified as Product identity by the owner of
the Product 1dentity, and which specifically excludes the Open Game Content;
(f) “Trademark” means the logos, names, mark, sign, motto, designs that
are used by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g)
“Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game Content. (h)
“You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be Used
under and in terms of this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to or subtracted from
this License except as described by the License itself. No other terms or
conditions may be applied to any Open Game Content distributed using this
License.

3. Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License,
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive
license with the exact terms of this License to Use, the Open Game Content.



5. Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions are
Your original creation and/or You have sufficient rights to grant the rights
conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NOTICE of
any Open Game Content You are copying, modifying or distributing, and You

must add the title, the copyright date, and the copyright holder’s name to the
COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product ldentity: You agree not to Use any Product ldentity,
including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of that
Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product 1dentity in Open Game Content does not
constitute a challenge to the ownership of that Product 1dentity. The owner of
any Product ldentity used in Open Game Content shall retain all rights, title
and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open Game
Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version of this
License to copy, modify and distribute any Open Game Content originally
distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every
copy of the Open Game Content You Distribute.

1. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regulation then You may not
Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the termination of
this License.

14 Reformation: If any provision of this License is held to be unenforceable,
such provision shall be reformed only to the extent necessary to make it
enforceable.



15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

Fate Core System and Fate Accelerated Edition © 2013 by Evil Hat
Productions, LLC. Developed, authored, and edited by Leonard Balsera, Brian
Engard, Jeremy Keller, Ryan Macklin, Mike Olson, Clark Valentine, Amanda
Valentine, Fred Hicks, and Rob Donoghue.

Fate System Toolkit © 2013 by Evil Hat Productions, LLC. Developed,
authored, and edited by Robert Donoghue, Brian Engard, Brennan Taylor, Mike
Olson, Mark Diaz Truman, Fred Hicks, and Matthew Gandy.

“Fate Boosts Revisited” from ryanmacklin.com © 2014 Leonard Balsera and
Ryan Macklin.

Fate™ is a trademark of Evil Hat Productions, LLC. The Powered by Fate logo
is © Evil Hat Productions, LLC and is used with permission.

Brainstorm mechanics (referred to as ‘deductions’ in this text) from the
Atomic Robo RPG, © Evil Hat Productions, LLC, 2014. Used with the express
permission of Evil Hat.

This book uses material that is copyrighted by Cyan Worlds Inc. and does
not necessarily depict actual story-line. Myst Online: Uru Live™ is the sole
property of Cyan Worlds Inc. Copyright 2003 Cyan Worlds, Inc. All Rights
reserved. Used with Permission.

In accordance with the Open Game License Section 8 “Identification” the
following designate Open Game Content and Product ldentity:

OPEN GAME CONTENT

Any material found in this document that is directly taken from the above
named works is deemed open game content in accordance with the open
content declarations within those works..

Additional contents of this document are declared Open Game Content
except for the portions specifically declared as Product 1dentity.

PRODUCT IDENTITY

In addtion to anything covered in section 1, above, the following is deemed
Product Identity:

All artwork, logos, symbols, designs, depictions, illustrations, maps and
cartography, likenesses, and other graphics, unless specifically identified as
Open Game Content.

Any elements of the proprietary setting described herein, including but not
limited to capitalized names, organization names, characters, historic events,
and organizations; any and all stories, storylines, plots, thematic elements,
documents within the game worlds, quotes from characters or documents,
example texts, and dialogue.

Concept art and screenshots of Myst franchise games used with the express
permission of Cyan Inc.

Unwritten: Adventures in the Ages of MYST and Beyona' © 2015, Inkworks
Productions
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Adventures in the Ages of MYST and Beyond

Based on the Myst and Uru franchises ?717 Cyan Inc.

Lead DeVela}aer: Scott L. Hamilton
Fraject Mnnmgar: C. Eleri Hamilton
Developmental Editing: Leonarq Balsera
Copy f.c(itingz Cuinn A’Very
Lwyaut: Scott L. Hamilton, C. Eleri Hamilton
D'ni #istorian and Cartographer: Gary Buddell
Executive Producer: Leander van Reeth
Cover Art: Claire Hummel
Original Interior Art
Tazio Bettin, C. Eleri Hamilton, Claire Hummel, Keith Lord,
Reba McNeill, Miquel Santos, Dede Willingknm

ame and Concept Art

Victoria Brace, Colab Architecture, Stephen Martiniere,
Christian Piccolo, Thom Sckillinger, ]asi» Staub

Concept art graciously provided by Cyan Inc.

Further Credits At the end of this book.



SPECIAL THANKS

to

Unwritten exists because of the kindness of many special people. 1 hope
call out a few of those people here.

I'd like to thank...

Our Kickstarter backers, who have helped make Unwritten a reality and
who have been extraordinarily patient while we put together this labor of
love.

The geniuses at Evil Hat, for creating the platform on which 1 could
combine my love of role-playing games and my love of Myst.

The clever people in the Fate and indie gaming communities, notably: Mike
Olson, for allowing me to reskin Atomic Robo RPG’s Brainstorm mechanic
as deductions; Jason Pitre, for allowing me to use his excellent Spark RPG
as inspiration for Unwritten’s game creation; Robert Hanz, whose insightful
posts on the Fate Google+ community informed many of my choices in
designing Unwritten; Kirt Dankmyer, for giving me the feedback 1 really
needed to hear.

Leonard Balsera, for providing critical insight that made Unwritten a

much better game, for believing in the concept that is Unwritten, and for
generally allowing me to pester him again and again.

Claire Hummel and Keith Lord, talented artists and Myst fans who
volunteered their work for use in Unwritten.

My ‘core team’ of compatriots (Gary Buddell, Oscelot Haalan, Quinn Avery,
Kris Lancaster) who spent many a weekend helping me work on and
refining the game.

My lovely wife, for kicking me in the rear when 1 needed it, for taking up
the grunt work 1 could not do, for reminding me to go to bed on those late
evenings when 1 became inordinately grumpy, and generally just having faith
that 1 could do the thing.

And, of course, my deepest thanks to the people at Cyan, past and present,
from the front-line ResEngs up to the original masterminds behind it all.
Thank you for treating your fans like family, for believing in the community,
and giving to us even when it didn’t make business sense. Thank you for
allowing me to add a footnote to the epic that is the D'niverse. Thank you
for creating something beautiful, and allowing us to make your worlds into
ours as well.

~IAL AWML
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From: <cristiana@guildofwriters.org>
Subject: Re: Synopsis of the Art

Trying to sum up the Art isn’t an easy task, but I
will try.

Creation is a multiverse, and the universe we know
is just one of many. There are an endless number of
them out there in the Great Tree of Possibilities.
Each branch of the Tree is an Age: a section of
reality that is its own. In one, the forces of
erosion have miraculously carved mountains into
the shapes of giants. In another, crystals grow on
trees, and diamonds can be dug up from the dirt

by the handful. And so on, in infinite number and
variety. Ages can push the limits of possibility,
and often do.

The Art of Writing is the secret; with it, we can
bridge the gaps between the branches of the Great
Tree, and new Ages can be discovered. Thanks to the
Art, we become explorers in something far larger
than we have ever known.

Writing an Age requires a special combination of
Book, ink and symbol. The pages and the ink must

be specially prepared, made with exotic materials
and crafted in just the right way. The symbols are
a language, passed down by masters of the Art for
generations. Each one describes an exact concept
about the environment of an Age, such as the shapes
of the mountains, the temperature of the oceans or
the workings of the ecology. With them, a skilled
Writer carefully describes a place in detail and the
Book creates a ‘link’ to a universe that fits the
description.

Because the complexity of even a single environment
in an Age is incredibly vast, a Writer can only
describe an Age either in broad strokes, or go

into great detail on specific topics. Aspiring
Writers spend years or even decades learning the
symbols, understanding their consequences and how
they interact. It’s common for an Age to exhibit
unexpected consequences that flow from a Writer’s
description, and it’s the mark of a true genius of



the Art for a Writer to account for these in the
work. But no Book can describe everything in an Age.
Everything the Book doesn’t describe is a complete
unknown, waiting for an intrepid explorer to come
along.

No one is quite sure why the Art functions the way
it does, and there are many questions. Is a Writer
creating the world that they describe, or are they
simply finding a place on the Tree that matches? It
may seem like an academic question, but it is one
that has real implications. If Writing is an act of
creation, one might be able to argue that the Writer
has a right to the Ages, that they are theirs to do
with as they wish. But if they simply find the Ages,
then they may only be uninvited visitors at best.

The Art is still very much alive. We at the Guild of
Writers are pouring over everything we can find on
the Art, and have been able to reconstruct portions
of it. We have learned how to make simple linking
books, allowing us to bridge the Ages more easily.
One of our current projects have been installing
these new books into the Nexus system SO that
everyone can utilize them.

We are also experimenting with actual Descriptive
Books. We have been able to Write one oOr two Ages
based heavily off of example books that we have
found. Soon we will be able to branch out more into
the Art. It’s an exciting time.

Our biggest problem is one of resources. We have
only been able to salvage so much ink, and only

a handful of blank Books large enough to hold an
entire Descriptive Book. Please remind new explorers
that if they stumble on any leads on ink or blank
Books, contact us right away.

Cristina Estrada, Guild of Writers

KI ID: 0000481523

“Yahvo does not give us a stone we cannot lift.”
- D’'ni proverb




FOR MOST OF MY LIFE, D'NI WAS JUST A FANTASY
LAND. MY FATHER. WAS A CIVIL ENGINEE R AND WORKETD
FOR THE DNl RESTORATION COUNCIL, THOUGH | HAD NO
IDEA WHAT THAT MEANT AT THE TIME. DAD WOULD TELL
ME THESE STORIES ABOUT WORL. HED TALL ABOUT
CAVES DEEP UNDE RGROUND AND ANCIENT RUINS, ABOUT
CLEARING OUT OLD BUILDINGS AND RE PAIRING ST RANGE
MACHNERY. AS A wD | ATE IT UP.

MY FAVORITE PARTS OF THE STORY WERE
ALWAYS THE BOOKS. THESE DNl PEOPLE COULD WRITE
BOOKS THAT COULD TALE YOU TO OTHE R WORLDS.
STRANGE, BEAUTIFUL WORLDS. | BEGGED MY FATHE®R TO
TALE ME TO SEE THEM, BUT HE ALWAYS SAID IT WAS NO
PLACE FOR A LITTLE GI'&L.

STILL, | DREAMED OF THOSE BOOKS, AND OF THE
DNl cAvERN. AS | 6REW OLDER, | BEGAN TO CONSIDE R
THEM JUST ANOTHE R STORY MY DAD TOLD ME, YA KNOW,
A WAY TO GET ME TO READ MORE. HE ALWAYS STUCK
TO THE STORIES, INSSTED THAT THEY WERE TRUE.
['D YELL AT HIM, TELL HIM TO STOP TREATING ME LILE
STUPID CHILD THAT WOULD BELIEVE IN FAIRY LANDS AND
MAGIC. YEAR, | WAS A PAIN IN THE REAR AS A TEENACGE &

WHEN HE LOST HIS JOB wiTh THE DRC, IT
SHATTERETD WM. HE ALWAYS DEFINED HIMSELF BY HIS
JOB, AND HE HADN'T BEEN WITHOUT ONE SINCE HE WAS A
TEENAGE B.. HE WOULD JUST MOPE AROUND TALKING
ABOUT LOST OPPORTUNITIES. HE STARTED DRINKING. HE
WOULD DRINL. A FEW TOO MANY AND HE'D BRING UP DL
WE ENDED UP IN A LOT OF SCREAMNG FIGHTS. NO, Im NOT
PROUD OF THAT. [T JUST HURT SO MUCH TO SEE HIM LILE
THAT, DRINLING HIS LIFE AWAY AND GOING ON AND ON ABOUT
CHILDRENS STORIES.



THE LAST TIME | SAW HIM, WE GOT INTO ANOTHE R
FIGHT AND | STORMED OUT. WHEN | CAME BACK... WELL,
A NEIGHBOR. FOUND HIM PASSED OUT ON THE SIDEWALK..
BY THE TIME THE AMBULANCE GOT THERE, IT WAS TOO
MW ape

THE FUNERAL WAS HARD = WE DIDN'T REALLY HAVE
ANY FAMILY. MOM DIED whEN | WAS A KID, AND HER. FAMILY
BLAMED HIM. MOST OF THE PEOPLE WHO SHOWED UP
WERE FORMER CO-WORKLERS. ONE OF ThE M, AN
OLDE®R GUY WITH A BEARD AND A QUET VOICE, CAME UP
TO ME AFTER THE SERVICE. HE SAID THAT MY FATHER.
WAS A GOOD MAN, AND HE REGRETTED NOT LEEPING IN
TOUCH. HE HANDED ME AN OLD SATCHEL AND SAID IT WAS MY
FATHER.S. | JUST STOOD THERE LILE AN IDIOT, HOLDING IT
IN MY HANDS AND STARING AT IT. | DIDNT EVEN NOTICE WHEN
THE NICE MAN LEFT.

WhEN | 6OT HOME, | EMPTIED THE SATCHEL ONTO
MY SOFA. THERE WAS A THIS HUGE WATCH THING wITH
BUTTONS AND LIGHTS. AND WITH IT: A BOOK. | LOOLED AT
IT, AFRAID TO TOUCH IT. IT WAS LILE SOME THING YOUD
SEE IN AN ANTIQUE STORE = YELLOWING PAGES, LEATHE R
COVE®R, LITTLE DECORATIVE DESIGNS EMBOSSED ON IT.

FINALLY, | OPENED THE COVER. AND THER.E WAS THE
LINGING PANE'L = A PICTURE THAT LOOKED LILE A VIDEO
ON THE PAGE. | TURNED THE PAGE ] THE RE WAS NOTHING
BEHND IT, NO LITTLE SCREEN EMBEDDED IN IT. T HE PAGE
HAD A PICTURE, MOVING AND LOOKING MORE REAL THAN
ANYTHING [vE EVER. SEEN. IN ThE PICTURE, A CHAMBE R
WITH MACHINER.Y AND A STAR. PATTE RN ON THE FLOOR..

NO, IT WASN'T A BOOK. IT wAS A Boow. CaPiTAL B.
DAD TOLD ME HUNDR.EDS OF STORIES ABOUT THEM, AND
HE RE ONE WAS. RUGHT THERE, ON MY SOFA.

| CRABBED THE WATCH THING AND DAD'S SATCHEL. |
KNEW WHAT TO DO; ID DREAMED ABOUT IT ALL MY LIFE. |
TOUCHED MY HAND ON THE PAGE, AND | WAS GONE.




Obviously, we were not the first to rediscover
Do, The D'ui Restoration Council had found
the cavern much earlier and had beew working
for years. They put in all of the hard work:
figuring out how to restart the machivery ane
the vewtilation fans, excavating the robble, sorting
throuvgh the remaive of D'wi civilization. The RC

worked tiv-elessl_t.j on the greatest AY‘Q}'\A&olos;cAl
Gnd of all times.

Aod thew we showed up. The Called uuakt
the TRC completely by surprise. There they were,
being all seholarly ad iNdustrious and suadesly, all
these people started showing up. We had Books
they vever kwew existed anvd had No covtrol over.
Werse, we were gettivg invto eVe.v-thua.

We called curselves explorers, though I'm
pretty sure the DRC had much stronger wames
for us, i€ you get my meaning. They blocked us
off from hges and sections of DN they thought
weren't safe.

Now, my surface life isn't that interesting. It
vever has been. Sure, there's beew good times
avd bad times, but really, | just had times. |
WAS A uoboéﬂ i A dead-end job just tryn' to
get along. But this, this was A new world. | had
A second chanvce down here, and | was damued
i€ | wasw't going to take it. | was done beivg 4
wohoéﬁ.



So | did what | wasw't supposed to do. | went
past the traflic coves and barriers the TRC put
op. | trekked ivte the uwsafe vrubble to Gud a
place | could claim for My SN,

| settled ov a place along the wall of the
main cavers, overlooking the lake. I'd [ike to
say | chose it becsuvse of some great historical
siguificance, but it was just a practical choice. It
was close eNough to the lake that the orange
glow from the water gave me some light to work
by, The real bomus was that | found a working
Nexus termival. It still had a Nexvs RBook on the
pedestal, so | could livk to Nexus Lrom there. |
fidaled with the mechanism v the base and was
sble to start it vp. Sure enough, onee | turved
it on, it showed up as 4 destivation i Nexus'
list. Boom, the D'V version of a city bus stopped
right in frovt of My wew house.

Ove more trip to the surface, and | came
back less ove 40lk SAVINGS Account And CArrying
A ton of supplies - bulk food, CAMPING eguipment,
batteries, first aid kits. [t wasw't long before
some ecurious soul linked to my front deor. |
offered him some food for the fre marbles he'd
collected from ove of the Neighborhoods. Now, |
was IV busivess.




Yeesha’s recording re:Gahreesehn
transcribed by
S. Richter

Your journey has begun. You can’t
imagine how these small things affect
the future, but someday you will; you
will return. Many paths have brought me
to this place. The path of my great-
grandmother, bringer of destruction. The
path of my grandfather, the rebuilder
of pride. The path of my mother, writer
of dreams, and of my father, my dear
father, the caretaker of burdens. And T
knew that at the end of such great paths
must lie a great purpose.

I returned to the Cleft to find it.
The Cleft. The Fissure in the desert,
the wound in the Earth, the path to
things beneath the surface. It was
there I sought to find my purpose. It
was from there I came to know the dead
underground city of D’ni. These D’'ni
people who are now gone came thousands
of years ago to the shelter of the
Cavern to return to leastness. They
found solace in their smallness in
the dark, and so did I. But light 1is
powerful in the darkness.

Let me tell you of King Kerath, dare
I speak ill of him. One of the great
kings, but yet, he was the maker of



the proud, for it was his system of
guilds that served as the foundation of
power, and corruption. The powerful need
control; fortresses and garrisons to
guard their power, and soon the guarding
is yet another thing to be proud of.
Layers within layers built to preserve
their Ages and their pride from the

weak and Least who might attack from
without. And yet, it is from within that
most nations fall. And so the mighty
garrisons of D’ni now stand vacant.

The people of D’'ni didn’t return
easily. They only would take, until
all was taken from them in the Great
Returning, the Fall that destroyed them.
D’'ni fell only a few hundred years ago.
All of it was removed.

And my journey was similar. I could
write things that no D’ni had ever
dreamed of. My writing smashed barriers
held as absolutes for millennia. I could
change things, I could move things, I
could control things. I learned beyond
my parents, I learned beyond all. I
wrote Ages against any challenger,
masters of The Art and they were beaten.
I took all that I could hold. Only
death can conquer pride so strong. For
the D’'ni, and for Yeesha, 1t was death
that moved me to return. All died. All
but the Least. The unproud. The Bahro
considered themselves as dead already,
and so they continued to watch D’ni,
always ready to give more away. And now
they will return.
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From: <navhah levi@gmail.com>
Subject: The state of the Cavern today

It’s been years since the DRC left and
Yeesha decided to play fox and hound with
the Bahro to draw them off. No one has
heard a peep from them since. No Bahro
screams, no rambling holographic recordings
of Yeesha talking like she’s been drinking
too much lake water, nada.

Someone told me that Laxman still comes to
visit from time to time, but I never seem
to catch him. I even tracked down a few of
the other DRC members on the surface, but
none of them wanted to talk to me. Cate
Alexander just hung up on me. Someone 1s SO
not getting a Christmas card this year.

The big question is: what the heck do we do
now?

People seem to come down in one of four
camps. First are the scholars. They want
to continue the restoration and get down
to some hardcore sciencing of the place.
There’s a ton of super science D’'ni
technology that no one understands that can
be examined, and there is literally ten
thousand years of D'ni history to uncover.
So, DRC-lite, really. They get their noses
out of joint whenever someone digs around,
muttering about disturbing priceless
archaeological sites, but a lot of people
pay no attention.

The next group are the squatters. They’ve
decided that D’ni is their new home and
they are trying to make do. People are
digging out buildings and fixing them up
and moving in. A few people I know have
moved to Carlsbad and gotten jobs there so
they can be close to D'’ni and still keep a
surface life going. After one person over
in the city set up her own little general



store, people have caught the idea and are
bringing down stuff and selling and trading
them to each other.

The third group are the people who are a
little too fond of the D’ni. They go gaga
over any bit of D’'ni people unearth. (Can
you really say ‘unearth’ when we’re still
under the earth down here?). They stick
apostrophes in their names, cobble together
D'ni clothing and pretty much do anything
they can to forget there is a world way up
above us.

The last camp are the hardcore Davy
Crockett types. You know, the ones that
look at a new Age, pull on the work boots
and head off to go boldly going-boldly.

A few of them just have that sort of
wanderlust to them. But some people are
homesteading out there.

We’ve had a lot of time to ourselves down
here, and we’ve pretty much done what
humanity usually does when left to its own
devices: getting on each other’s nerves.
Oh sure, there’s a lot of good people down
here, but there are a few nutjobs and

they always seem to make more noise than
everyone else.

The Guilds try to keep everything together.
They are the closest thing we have to
central organization, but they are
ultimately just a bunch of people herding
cats. The Maintainers are a little too
eager to volunteer for any adventure that
comes their way. They are also way too
eager to get involved in other people’s
business. I haven’t talked to any of the
Writers lately, but I know they don’t have
the lock on the Art anymore, and that has
them in a tizzy. The Messengers just wander
around, treating everyone nice and shaking
hands while they deliver messages and pass
along news.




We have a bunch of paranoid ones down here
as well. They are gearing up for when

the surface world finds out about what’s
happening underneath their feet. It’s only
a matter of time, really, and they are
expecting governments to come storming in
here with black helicopters and stuff.
I’'ve heard all sorts of crazy cockemamie
theories and plans from these types:
everything from declaring sovereignty to
fleeing to the Ages to burning all of the
Books to make sure the Feds don’t get their
hands on them.

And then there’s Exhibit A in the nutjob
category, the Children of the New Seed.
Remember I mentioned those D’ni obsessives?
The New Seed gives them a bad name. They
take D’'ni names, forswear the surface and
try to live as ‘real D’'ni’ as much as
possible. They are rocking the whole faux
D’'ni clothing thing and insist you call
them by their D’'ni names. I’'m sure there
are some nice people, but I can never get
them to talk to me. They always tell me to
go to their leader, Harlen, if I want to
talk. That’s like talking to brick wall
that thinks way too highly of itself.

Someday, I hope a real D’'ni shows up and
punches Harlen in the nose.
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