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“Here.” Alastrina jabbed her finger into the crude diagram that she
had drawn in the loose, arid soil. “This point here, just before they
emerge from the canyon.”

Gudrun grunted. It was a familiar sound, and one that Alastrina had
come to appreciate over their years of working together. It usually
indicated that he had some astute tactical observation she had not
considered. “The Iron Guard will be extremely cautious. The canyons
are the most dangerous portions of their journey.”

Alastrina smiled. For once, she was ahead of her second-in-command.
“This is very near the end of the canyon. No significant attack on the
Thunder Train has ever taken place anywhere near the canyon’s end.
This is a safe zone, as far as the Iron Guard are concerned.”

The jurak chuckled. “The Iron Guard consider nothing safe.”” The
massive warrior was from the Wall Mountains, and had fought many
battles as a mercenary in the employ of the Urbanan military. He had
not fought alongside the Iron Guard, as far as Alastrina knew, but he
knew more about the soldiers of Urbana than anyone she had ever met.
It was only one of the many reasons he was so valuable to her in battle.

“We do not need them to be negligent in their duties,” she pressed.
“We only need a slight advantage in terms of their reaction. This is the
only option we have at this point. The canyon is necessary to ensure the
train cannot turn broadside and bring its full armament to bear on us.”

There was a hissing laughter from one of the others. Silak, the
rapacian who had been a member of her band for almost six months
now, apparently found her comments amusing. “Just because they
can't fire ten storm cannons at us doesn't make the two they can fire
any less dangerous,” he said, his tongue darting out over his scaled
lips as he talked, his eyes taking in her entire body as they always did.
As far as she understood, the lizard-like rapacians found the concept
of human beauty detestable. That Silak did not was only another sign
of his dangerously deviant behavior. He disgusted her, but his skill as
a warrior was such that she could not cast him aside, at least not yet.
“This isn’t the Pride of Mekanus we’re attacking,”” he continued. “It’s
not some glorified earth-mover. This is the Scourging Eye. If there’s a
more dangerous target in Aden, | can’t think of what it might be.”

Alastrina held her tongue. “I am aware of the danger, as | think we
all are,” she said patiently. “You know as well as | do what they hold
on that train. You know we have to get it back, no matter the cost. Or
are you content to let it reach Mekanus, and fall into the hands of the
Inquisitors of the Eye?”

Even the lizard-man did not laugh at the thought of that. “I wasn’t
objecting,” he said, licking the blade of his knife in a suggestive
manner. “Just observing.”

“Observe silently,” she rebuked. “The men will be anxious enough
without you making things worse.”

““As you wish.”

For a moment, there was nothing more to say. Alastrina closed her
eyes, savoring the silence. Exhaustion had set in so long ago that she
could scarcely remember a time when she was rested. She longed for the
beauty of Arasteen, her homeland. There was little she would not give to
return to the majestic city of Sea Reach, to sit in the sacred lighthouse
of her order and sip mulled wine while discussing philosophy with her
comrades-in-arms. But that life was gone long ago, lost in the moment
of the Darkfall. The lighthouse still stood, but there were precious few
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members of the Radiant Order who could afford inactivity. There were
no more quiet discussions, no more debates, no more good-natured
sparring in the courtyard. Now there was only war, the war against the
endless horde of the nocturnals spawned by the Darkfall and, perhaps
more tragically, the war against those who would sacrifice everything,
even their fellow men, to defeat the threat. Alastrina opened her eyes
and looked to Gudrun. “Can this be done?”” she asked quietly, so that
the others could not hear.

The jurak was inspecting his blade carefully. “Can the objective be
reached? Yes. It will be no simple matter, and a great many of our men
will die.” He looked up at her. ““Is that what you meant?”’

The weight settled on her chest. “Yes,”” she said. “Ready the men.”

“Of course.”

Alastrina watched him gather the other officers and move to the
encampment where their men waited. She was about to lead them into
a battle where the vast majority of them would die. The only way she
could live with it, the only thing that allowed her to continue, was the
certainty that if they failed to act, ten times their number and more
would perish in their place.

WELCOME TO
THE WORLD OF ADEN

Aden is a vast land, home to ten great nations and a number of proud
settlements who owe allegiance to no one. It is a land of astonishing
contrasts, steeped in tradition but embracing progressive thought, rich
with magic but aggressively pursuing technology, celebrated for peace
but constantly on the brink of war. And it is a land that, ten years ago,
fell victim to a supernatural cataclysm of unknown origin that utterly
devastated everything that had existed for more than one thousand
years.

Welcome to the Thunderscape Campaign Setting.
The Lands of Aden

Aden, the name for both the continent and the world in which it is
located, is an incredibly vast realm with a diverse landscape. In the far
north, all is frozen and empty in the region known as the Ice Wastes,
separated from the mainland by a thin channel in which some of the most
abundant fishing in the world is found. The northernmost reaches of the
mainland are known for their cool climate, which warms steadily as the
plains give way to rolling hills and farmland as one proceeds south. In
both the east and west, these farmlands dominate the entire span of the
continent from north to south, yielding only to the colder reaches in the
north and, eventually, dense jungle in the south. The center of the conti-
nent is much less forgiving, however, and is dominated by a massive
desert in which survival is a constant struggle, and from which the
foolish or incautious never emerge successful. Barren and desiccated,
the Sundered Desert divides the lands of Aden sharply into two separate
realms, each with its own nations, cultures, and traditions.



Mountains abound throughout Aden, from the massive Wall Moun-
tains of the west to the smaller, but no less foreboding, Charred Peaks,
Mother Mountains, Knuckles, and the Alabaster Cliffs. The stones and
ore found within the mountains are a vital resource that the people of
Aden have depended upon for centuries to fuel not only their need for
developing technology but magic as well. Likewise, the great lakes and
rivers, from Tirrian’s Eye in the west to Great Moss Lake in the east,
have been the lifeblood of Aden and its people.

The Peoples of Aden

There are a great many races represented in Aden. The most
numerous, of course, are humans, who have spread to virtually every
corner of the known world, from the frozen wastes of the north to the
vast, dark depths of the Skar in the Sundered Desert. Although one of
the shorter-lived races, the prolific and ambitious nature of humanity
has ensured that they play a major role in the rule of almost every nation
in Aden. In addition to humans, the ancient races of the elves and the
dwarves have embraced their roles in the greater society of Aden, and
are found throughout the world despite their much smaller numbers.
With lifespans measured in centuries, both races have aided in guiding
the world through the Golden Age and the Age of Thunder, only to see
their great works imperiled by the horrors of the Darkfall.

Born of the mountains and the earth, the jurak and goreaux peoples
have added much to the history of Aden. Great warriors and innovative
thinkers, respectively, these races have been instrumental not only to
the events of the Age of Thunder, but also in adapting to the terrible
state of the world in the aftermath of the Darkfall. Likewise, the hardy
rapacians and the artificially-created ferrans have emerged from rela-
tive obscurity to stand shoulder-to-shoulder with the other races as they
struggle for survival.

Ever on the outskirts of society, the races of the faerkin and the half-
elves remain enigmatic and misunderstood by many, but in the face
of the hardships in the forefront of daily existence, those who know
them know that they are warriors and companions. That they have so
often chosen to stand apart has not prevented them from embracing
a new path since the cataclysm that rocked Aden, and their numbers,
while small, are greatly appreciated by all who have benefited from
their assistance.

There are many races in Aden that choose to remain apart, for what-
ever reason. Some, like the naga, the slurgitihans, and the salamanders,
have cultural reasons that drive them to hostilities with the other races,
forcing them to embrace a path that forever isolates them. Others, like
the ilithix, are simply too alien to ever truly integrate with the nations of
Aden. And still others, like the tragic, cursed echoes, remain completely
hidden from the others, keeping to the shadows and eking out an exis-
tence in secret. Regardless of the reasons, there are many in Aden who
believe that the time for separatism has passed, and that the only true
hope for salvation lies in the complete integration and cooperation of all
races, lest all fall to the darkness forever.

The Horror of the Darkfall

Ten years ago, a disaster of completely unprecedented proportions
devastated the world of Aden. For reasons that remain beyond the
understanding of men, the sun was blotted out for a brief instant. Those
few who study the movement of the heavens have, even after ten years,
no explanation for why this occurred. All that is known is that during
those few moments when Aden was thrown into total darkness, night-
mares sprang to life. Some unknown, malevolent force not only cast the
whole of Aden into a moment of absolute night, but also gave form to
every evil legend, every twisted bogeyman from the public conscious-
ness. In moments, tens of thousands of people died, and countless
settlements across the face of the continent perished in flames.

Ten years later, the Darkfall continues to be the most significant
event in Aden’s history. The creatures spawned by it, known as the
nocturnals, are the most persistent threat to Aden’s continued existence
that history has ever known. Survival is a struggle on a daily basis, and

countless horrible villains have arisen from the shadows to curse the
world with their very presence. But from this tragedy have risen heroes
as well, bold and valiant individuals who seek to lead the people of
Aden to victory over this sinister, unknown foe. By blade and by bullet,
by sorcery and by steam, the world of Aden continues to fight for its life
in the wake of inconceivable tragedy.

For those whom some call heroes, and even for those whom others
call villains, the Darkfall is the greatest threat that faces their world.
Not only must they try and deal with the seemingly endless threat of the
nocturnals themselves, but the nigh-impossible task of identifying and
stopping the threat that gave rise to their evil must be dealt with as well.

Wait, Have I Heard
of Thunderscape before?

That is entirely possible! Thunderscape first appeared as a computer
game in 1995, produced by SSI and based upon a campaign setting
created by Shane Hensley. The game was a success, and later that year
SSI followed it up with Entomorph: Plague of the Darkfall. Entomorph
was not a sequel to Thunderscape per se, but it was set in the same
world, Aden, and introduced the players to entirely different aspects
of the setting. Like Thunderscape before it, Entomorph proved quite
successful.

The world of Aden experienced much more development in 1996
with the release of three novels. The Darkfall by Shane Hensley was the
broadest in scope, establishing the struggle of different nations with one
another and against the Darkfall as a whole. The Sentinel by Dixie Lee
McKeone introduced the horrors visited upon the world by the nation
of Urbana from the viewpoint of a defector from the Thunder Trains,
and took place largely in the Rhanate. Finally, Indomitable Thunder by
Marc Acres explored the horrors of the Lost Ghetto in Mekanus and
the threats facing the innocent people trapped in that miniature realm.

Finally, the owners of Thunderscape licensed its further development
to West End Games, who produced two sourcebooks based in the world
of Aden for their Masterbook/D6 system line. The World of Aden and
Campaign Chronicles were the last two appearances of the Thunder-
scape brand before SSI was purchased by another company and the
license was cancelled. The world of Aden did not appear again for many
years. During that time, the developers of this project made periodic
attempts to secure the rights to the property, without success. In late
2012, however, Shane Hensley agreed to sell the property to the owners
and operators of Kyoudai Games which made it possible for them to
produce the tome you now hold in your hand, a tome that will be the
first of many products devoted to the wondrous and haunted world of
Aden.

Let’s go exploring, friends.




CHAPTER ONE

THE WORLD oF ADEN

Aden is a world with a long and storied history, marked by both
terrible conflicts and prodigious advances in learning and science.
Generally speaking, Aden’s scholars agree upon broadly divinding
history into specific ages that make up the vast majority of recorded
history as well as the enigmatic periods of the Known Lands’ prehistory.

Pre-History

The ancient roots of Aden’s people remain something of a mystery
due to the extensive loss of knowledge that was suffered during the
Great War (see below). In modern Aden, there are occasional ruins that
hint at what might have existed prior to the beginning of the Golden
Age, but attempts to learn more from these remnants have typically
yielded more questions than answers. Temples found in Carraway and
the High Steppes hint at the existence of ancient lost religions, and
strongholds such as the one in which Burcham’s Pass was created may
suggest advanced peoples that no longer walk on the face of Aden.
Unfortunately, there seems to be no method by which these mysteries
can be unraveled, especially in the chaos following the Darkfall.

The little that can be gleaned from this era is taken from the records
of the elves and dwarves, who have marginally more complete records
than the other races. It is known that during this time, the elves main-
tained a serene civilization centered around the beautiful Sylfanus
Forest in what is modern day Arasteen. The elves were once xeno-
phobic in the extreme; however, partial records indicate that a powerful
divination ritual on the part of one of the elves’ most powerful and influ-
ential spellcasters ended this custom. The ritual revealed that the elves
would eventually come to absolute ruin and perish from the world if
they did not unite with what they, at that time, regarded as the lesser
races. Records suggest that a debate that lasted for centuries was held
before the elves finally chose life and ended their self-imposed quar-
antine from the other races, joining fully in the growing civilization
of Aden.

At some point during Aden’s prehistory, the dwarven people emerged
from their subterranean empire and encountered the surface world for
the first time. In the beginning, they believed that they had intruded
upon heaven, and that the sun was a wrathful god. One especially bold
soul realized that this was not the case, and chose to explore. She recog-
nized that it was simply another part of the world, and many joined her
in venturing forth to create a great fortress-city, a settlement that persists
to this day, more than one thousand years later, as Top of the World
in the northern Wall Mountains. Unfortunately, this bravery caused a
terrible schism within the dwarven people, and fully three quarters of
their race withdrew completely in the earth, swearing vengeance upon
the quarter that chose to embrace life on the surface world. To this day,
despite the travails of the Darkfall, the conflict between the divided
peoples of the dwarven race persists.

The Era of War

Slightly more than four centuries prior to the historic Peace of the
Rose, an event that marks the beginning of Aden’s successfully recorded
and documented history, historians agree that the first skirmishes of a
great war that would eventually envelope the entirety of Aden began.
Like so much else prior to the dawn of the Golden Age, the particulars
concerning the beginning of what would come to be called the Great

War are unknown. The precise factions who initiated the conflict remain
amystery, but the conflict gradually spread all across the continent, with
virtually every known tribe or nascent kingdom participating at some
point. Matters of territory, religion, philosophy, and virtually every
other possible cause of conflict were involved at one point or another,
so much so that the war ceased to have any unifying theme or purpose,
and was perpetuated for its own sake over and over again, with entire
generations being raised in the throes of a war that they did not fully
understand, but to which they committed everything.

The Great War is the cause of the dearth of knowledge possessed by
modern citizens of Aden concerning their past. Conflicts of religion and
ideology, as well as sheer pettiness and vengeance, saw the libraries
and oral traditions of entire cultures and races wiped from the face of
the world, with no one remaining to remember them. Only the wisest
and most organized races, primarily the elves and dwarves, managed to
retain any trace of their historical records, and even then only in very
limited amounts. The elves managed to preserve a reasonable amount
of arcane lore, while the dwarves protected their treatises on mining,
metallurgy, and related fields; both also have surprisingly intact records
of lineage, but little else.

A relatively recent historical theory holds that the incredible loss
of knowledge during the Great War could not possibly have been an
accidental occurrence. The sheer volume of information lost, and the
uniformity with which such loss occurred within every known cultural
and racial group, can only have been conducted through a deliberate
effort, or at least so the theory holds. Prior to the Darkfall, this theory
was regarded as the domain of the hopelessly paranoid, but in its after-
math there are those who have begun to suspect not only that this may
be the case, but that it may have been related to the Darkfall in some
way.

The Golden Age

The lion’s share of Aden’s modern history falls within a period some-
what ambitiously entitled the Golden Age. Notable for the extreme
scarcity of major conflicts during this period, the peace afforded by the
Golden Age allowed for significant development to be made in all areas
of learning, although the most significant advances by far were made
with regards to the advancement of technology. Initially, technology
was developed as an alternative to magic because of the inability of
magic to create lasting enchantment effects; due to Aden’s particular
metaphysics, metals cannot retain magical enchantments long-term,
limiting the creation of magical items to stone and organic materials.
Because of this limitation, many in Aden considered alternate avenues
of development, and the most significant advance made during this
period of history is the harnessing of steam as a power source.

The modern nations of Aden all have their roots in the Golden Age
in one form or another. Most were created during the accords at the
Peace of the Rose, which established the boundaries and governments
of Arasteen, Columbey, Kyan, Yzeem, Vanora, Aramyst, and Carraway.
In later years, the nations of Le’Ciel and lonara would be added to their
ranks and given the opportunity to sign the Rose Accords.

The Golden Age is regarded by many as the pinnacle of Aden’s
achievements and civilization, and its loss is mourned regularly in the
dark days of the present era. Ironically, it was neither war nor cata-
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clysm that brought about the end of the Golden Age, but the continuing
advancement of magic and technology. More than eight centuries after
the Peace of the Rose, scholars and scientists in Aramyst (although
this nationality is debated somewhat among certain scholarly circles)
discovered the existence of a previously overlooked mineral that could
retain magical enchantments indefinitely. This mineral, soon christened
manite, quickly became one of the most valued commodities in the
Known Lands.

The Age of Thunder

The discovery of manite and its essential, magic-retaining proper-
ties transformed Aden in a very short period of time. Throughout the
Golden Age, magic and steam technology were avidly pursued by
virtually all nations to varying degrees. Metal weaponry was already
in production despite the inability to merge it with magic, simply
because enchanted weapons of other materials were difficult to produce
in any significant quantity. The ability to fuse the pursuits of magic
and technology rapidly advanced the cause of both, dramatically esca-
lating mining operations throughout the continent. Most nations were
fortunate enough to find at least trace amounts of the metal, which
had either gone undiscovered due to its small quantities, or which had
been mistaken for another metal. The richest deposits were discovered
in Columbey, enough to ensure that they were able to trade additional
amounts to the other nations at a tremendous benefit.

Although the shortest of Aden’s great ages, the Age of Thunder
heralded advances unlike anything in recorded history, and remains
perhaps the most significant period in the world’s development to its
present state.

The Dark Era

The decade since the occurrence of the Darkfall, an incident that
effectively cut the Age of Thunder short, has seen dramatic, malevolent
change throughout the whole of Aden. The world’s population is a frac-
tion of what it once was, and many great cities and scholars perished
terribly during that dark day or in the weeks and months that followed.
In modern Aden, survival is the most pressing concern for most citi-
zens, and living from one day to the next is something that many cannot
afford to take for granted.

TIMELINE

YeAR 420BP

Simmering hostilities between the many tribes and kingdoms that domi-
nate the continent of Aden break out into numerous small conflicts.
These quickly escalate into a much larger battle that involves dozens
of different groups and more than ten different kingdoms. Although
participants come and go as different tribes dissolve, are created, and
alliances are made and broken, the war does not completely stop for
more than four centuries.

YEAR 259 BP

A spiritual elven woman named Chandrey writes her personal feelings
on theology and philosophy, creating what will become the holy scripts
of the Church of All Saints. During her long life, she brings the Church
into reality and constructs the Cathedral of All Saints over ancient ruins
in what will become modern Carraway. Known for her kindness and
firm character, Chandrey is given the title of Theocrat of the Church, a
title she holds until her death centuries later.

YEAR 222 BP

Denizens of the Misland island chain off the southeastern coast of Aden
grow weary of the pirate attacks that have been plaguing them for years.
Relations between different settlements in the islands grow increasingly

fractious until it seems as though the denizens there might fall to all-out
war. One man, a determined warrior named Kavi Davimposa, takes a
crew and captures a pirate vessel. Using it, Davimposa and his men
proceed to capture more and more ships, creating a fleet cannibalized
from pirate forces. This fleet is then used to wage terrible war upon the
plague of piracy destabilizing the region, and in turn gives the people of
the Mislands a symbol to unite behind.

YeAr 109 BP

An elven warlord named Dyus unites numerous tribes in the south-
eastern portion of Aden through the creation of a new philosophy that
unites their cultural beliefs. After a successful campaign to bring the
warriors of the tribes together as his army, Dyus declares himself the
first Emperor of Vanora, and plunges his dagger into the earth at the
southernmost tip of the territory he has claimed, declaring that he will
build his capital city on that spot.

YEAR 27 BP

A druid of unprecedented power rallies others to her cause and
proclaims the vast Crawling Jungle to be her domain, free from the
conflicts that continue to break out all across the continent. Within a
matter of months, numerous warbands attempt to test her dominion over
the jungle, but none survive. The druid rapidly becomes known for her
affinity with the giant insects of the jungle, and many of her followers
come to share her abilities. By the time the Peace of the Rose accords
are established, the druid is recognized as the first Queen Mother of the
kingdom of Kyan.

YEAR 1

Utterly exhausted by generations of near-constant warfare, the people
of Aden are desperate for relief. The most powerful leaders of the
nascent nations of the continent come together in a small town called
Rose and, over the course of a week, come to an agreement to ensure
that war the size of the so-called Great War is not repeated. Under the
accord of the Peace of the Rose, modern national boundaries are estab-
lished, a universal calendar is adopted, and a treaty ensures that if any
single nation instigates hostilities against another, all remaining nations
will unite against it to end the conflict quickly. History does not recall
the individual responsible for initiating this most sacred event, but one
of the most prevalent theories among scholars is that it was the first
Emperor of Vanora who did so, hence the continent-wide adoption of
the Vanoran calendar. This ushers in the period known as the Golden
Age.

YEAR 10

Only a few short years after the creation of Aramyst, the ruler of that
nation, a faerkin sorcerer, abdicates his throne and dissolves its power.
He instead cedes power to a hand-selected group of peers, the most
powerful and influential spellcasters of the nation. This group forms
the Celestial College, the new ruling body of the nation. A small group
of spellcasters offended at their exclusion from membership within the
Celestial College, abandons Aramyst and travels north to a large island
off the continent’s northern coast, where they found the fledgling nation
of Le’Ciel.

YEAR 117

The monarchy of Arasteen, currently occupied by a bold and noble man
named Tirrian, is permanently changed by the creation of the Radiant
Order, a militant paladin organization created by Tirrian and founded
on the twin precepts of judgment and compassion. The order’s creation
is spurred on by an attack on the city of Sea Reach by a force of merce-
naries under the command of a sorcerer from the Grey lIslands. The
loss of life in the battle to reclaim Sea Reach is staggering, and Tirrian
ultimately realizes that if his knights are to truly serve the people, they
must extol compassion and healing as well as force of arms and justice.
To signify his devotion to the new order, Tirrian declares that the throne
of Arasteen will no longer be a traditional monarchy, but rather each
king shall be selected only from the ranks of the Radiant Order.



YEAR 126

Near the village of Hammlish in the nation of Arasteen, King Tirrian
battles and ultimately defeats a massively powerful supernatural entity
known as the Lord of the Pale. This entity, whose origin remains a
mystery almost a thousand years later, was said to be the embodiment
of plague, pestilence, and virulence. The particulars remain unknown to
all but the king and his knights, but the Pale One is defeated and mysti-
cally bound so that it can never again trouble the people of Arasteen.

YEAR 189

An elven refugee, having spent centuries developing alchemical prac-
tices that ultimately result in the creation of a magical item called a
hearthstone, takes his family and travels north of Arasteen to the frozen
north. There, he establishes a settlement to carve out a life from the
ice and snow. Hearthstones allow his followers to thrive, and the
diamonds they harvest from the glaciers there rapidly ensure they are
quite wealthy. The city-state of lonara is soon recognized by the other
nations.

YEAR 223

After her death at an extremely advanced age, the first Theocrat of the
Church of All Saints in Carraway is honored by her successor when the
nation’s capital is renamed St. Chandrey in memory of her. The line of
mourners at the grand cathedral she built is said to be more than three
miles in length.

YEAR 332

After a lifetime of experimentation and failed attempts, a powerful
wizard in Aramyst succeeds in his attempt to create a hybrid of men and
animals. These creatures, which the wizard names ferrans, are intended
to be like men in form, but shorter lived and far less intelligent, making
them a perfect race of servants for the sophisticated people of Aramyst.
The experiment is vastly more successful than anticipated, however,
dramatically increasing both the animals’ lifespan and intelligence as
they are transformed.

YEAR 416

After nearly a century of oppression and subjugation by their creators
in Aramyst, the ferran people rise up and turn against their masters,
uniting in a massive revolt that catches the Celestial College and its
government completely off guard. The revolt spreads like wildfire, and
soon embroils much of the nation in a guerilla war known as the War
of Beasts.

YEAR 424

After nearly a decade of war, emissaries from the Celestial College
offer peace to the ferran rebels that have spent years disrupting every
aspect of life within the nation. The only condition is that the leader

of the revolution, a raven ferran named Sonerus, remands himself into
the College’s custody for trial as a war criminal. Sonerus agrees, but
his people do not. It appears that the war will resume until delega-
tions from other nations, including both Arasteen and Yzeem, make it
clear that if the conflict progresses further, their support will be for the
oppressed ferrans. The Celestial College grants amnesty to Sonerus and
his people, and the War of Beasts comes to an end.

YEAR 559

A necromancer of astonishing power reveals his decades-long plan to
conquer the whole of eastern Aden. The Silent One, his cult of spell-
casters, and their legions of undead warriors quickly seize control of
the region that will one day become the High Steppes, and they soon
move into portions of Carraway, the Sundered Desert, and even western
Aramyst. The armies of Aden are mobilized en masse for the first time
since the Peace of the Rose, and a desperate war is waged that lasts the
better part of a year. The final defeat of the Silent One results in a wave
of negative energy that cascades across most of the High Steppes and
Carraway, resulting in a permanent tendency for the land to spontane-
ously produce higher levels of undead than found anywhere else in the
world.

YEAR 667

Dwarven alchemists in Top of the World discover, largely by acci-
dent, the practices necessary to produce gunpowder. Although initially
employed as an explosive to assist in mining, the ever practical dwarves
quickly develop the notion of explosively propelled projectiles into a
reality, resulting in primitive muskets and wheel-locks within a matter
of a few years.

YEAR 671

An enclave of goreaux arcanists, spurred on by the discovery of
gunpowder a short time previously, discover the basic elements of
steam power at their laboratory in the central Wall Mountains. Savvy
in the ways of the world, the goreaux make their discoveries available
to all the nations of Aden for a price, and soon become some of the
wealthiest individuals in the world.

YEAR 817

Weary of the rampant corruption in the Council of Seven that rules the
nation of Yzeem, a young, newly appointed member of the Council
disguises his identity to ensure that he cannot be bribed or intimidated
outside of the chamber. Known simply as the Green Counselor, he
spearheads a reformation movement that eventually restores the sanc-
tity of the Council, despite numerous attempts to assassinate him by the
corsair captains who previously enjoyed control of the organization.



YEAR 845

A wizard and technologist in the nation of Aramyst discovers a new,
rare mineral in the mountains of his homeland. Experimentation quickly
reveals that once refined, this new substance, which is christened
manite, retains enchantments placed upon it indefinitely, something that
has never been accomplished with any other metal or alloy. Attempts
to keep the discovery of this mineral are futile, and soon all nations are
scouring their mountains and mines for any sign of it. While far rarer
than other metals, manite is still discovered in at least one location in
every nation, ensuring that trade for it remains relatively brisk and even.
Although it is not recognized at the time, the radical improvements the
discovery of manite has on the advancement of steam technology and
the creation of mechamancy result in scholars later decreeing that the
discovery of manite begins the Age of Thunder.

YEAR 919

The king of lonara, a descendant of the founder lonarus, suffers an
incredible tragedy when one of his twin infant daughters is lost to the
terrible currents of the glacial river that serves a vital trade role within
lonara. The river is renamed the Tongue of the Child after the terrible
cries that are released in the child’s last moments, and which are said to
echo occasionally throughout the subterranean caverns ever after.

YEAR 1061

The Emperor and Empress of Vanora, seemingly long plagued with the
common elven malady of infertility, give birth to a son whom they name
Dyok, after his father. The birth of an heir is cause for the entire nation
to celebrate, and festivals are held for weeks on end. The celebrations
have a tragic end, however, as someone in attendance at the Emperor’s
court suggests that the sudden birth might be due to infidelity on the part
of the Empress. Emperor Dyok has the man executed on the spot, a rare
showing of wrath for a monarch known for his just rule.

YEAR 1090

One of the youngest members of the Radiant Order, a knight named
Corben, is kidnapped by a bandit king after his patrol is all slain.
Hoping to claim a ransom from the order, the bandit is unprepared for
his hostage’s courage and ingenuity. Corben escapes his cell, climbs
the exterior of the bandit’s fortress, steals a sword, captures the bandit
king and escapes without being detected. Understandably, Corben
becomes the subject of much attention as a result, and five years later,
he is elevated to the rank of Paladin upon the death of his predecessor.

YEAR 1101

One of the greatest arcanists in the nation of Arasteen as well as a close
personal friend of the Paladin, the wizard Territus founds the elite
Academy Lora Aracana in the heart of Sea Reach.

YEAR 1105

A former student cast out from the Academy Lora Arcana for dabbling
in forbidden magic, Terramys Scratch returns to threaten Sea Reach
with an army of undead raised from the failed colony Grissom in the
Grey lsles. Scratch’s former teacher, Territus, is forced to face the
necromancer himself, ultimately destroying the ship Scratch was on as
it attempted to flee the harbor of Sea Reach. Unfortunately, the undead
under Scratch’s command do not dissipate afterwards, indicating
that the necromancer either survived, or perhaps more disconcerting,
continues to exist as a lich or other undead entity himself.

YEAR 1110

Month of the Dragon: In the final days of the year, the Red Prophet,
Karasynn, comes before the Elders of the Celestial College in Aramyst
and warns of a coming disaster. Convinced of his words and gravely
concerned with the similarity between Karasynn’s foresight and those
offered a short time earlier by the Blind Seer of Arasteen, the Elders
sent to the various nations of Aden in search of champions, and some
of the world’s greatest warriors respond. Among them is Kallon, the
Paladin of Arasteen, who sets aside his ongoing tour of eastern Aden,
dispatching his men home to serve as his nation’s champion.

YEAR 1111

Month of the Serpent: Champions from eight nations of Aden, trained
by the Celestial College Elders, set out on a quest through the legendary
nether portal, a gateway to worlds beyond Aden. They are gone for
several weeks, and not all return. Those who do return are in possession
of an ancient and terrible skull, the origins of which are known only to
the heroes themselves and the Celestial College. They promptly destroy
the skull along with a number of other mysterious artifacts.

Month of the Eagle: In the height of winter, the paladin Kallon and his
entourage resume their tour of the continent, lending succor to those
who need it. In the village of Rose, they encounter the Blind Seer of
Arasteen, who gives Kallon warning only moments before the Dark-
fall envelops Aden. The coastline of Aramyst, including the capital city
Regorra and the Celestial College within it, erupt into flame, killing
everyone within the city.

Month of the Wolf: After a bloody, two-month journey, the mercenary
known as Marlek returns to his homeland in Columbey and quickly finds
a place among the king’s personal forces. King Warrus of Columbey
falls in battle shortly thereafter, however, slain by the nocturnals. His
bloodied crown is taken up by Marlek, who rallies the king’s remaining
troops, returns to the capital city of Tarello, and breaks the nocturnal
siege that has held the city captive for days. In the aftermath of the
victory, Marlek takes the skull of the nocturnal leader and creates with
it a scepter, declaring himself the new king, Lord Urbane. Although
many among the nobility vigorously oppose him, the commoners are so
grateful for his ending the siege that they offer no resistance. In a matter
of weeks, Urbane renames the nation Urbana and its capitol Mekanus,
making clear his intent to aggressively pursue mechamagic as a means
of combating the Darkfall.

In Vanora, Emperor Dyok succumbs to the attack of a life-draining
nocturnal and lapses into a coma. He is avenged within moments by his
son, Dyok the Younger, but the younger elf is unable to resuscitate his
father, and is shortly thereafter proclaimed the new Emperor until such
time as his father recovers from his injuries.

Month of the Shark: After fighting for survival in the weeks following
the Darkfall, the massive nomad band under the control of a bandit
calling himself the Dust King seeks refuge from the harsh conditions
of the Sundered Desert and the predation of the nocturnals by traveling
to the massive mesa known as Terrotaxus’s Tower. The Dust King flies
to the mesa alone atop a drake, and returns with one of the eyes of the
great dragon Terrotaxus. His band of nomads quickly uses the drakes to
reach the top of the mesa, where they begin constructing a permanent
home from the dead dragon’s indestructible bones.

Month of the Drake: In the crisp fall weather, the lone warrior Ivar
faces a pack of vicious nocturnals. Resigned to death, Ivar swears that
the beast he faces shall not slay him. He lapses into a fugue state and
awakes shortly afterwards to face an entire pack of slaughtered beasts.
In the weeks and months following, Ivar develops this skill into the
philosophy of the red haze.

YEAR 1112

Month of the Fox: The only three surviving warlords of the High
Steppes, each holding the position of Kazan, come together to deter-
mine the future of their nation. The three decide that they shall rule the
High Steppes, but disagree as to who shall lead. The sorceress Lilith has
no desire to lead, but the warriors Tovar, a human, and Mikal, a jurak,
each refuse to relinquish power to the other. Lilith suggests a tradi-
tional joust, which Tovar wins, to the surprise of all. Tovar is decreed
the ruling Kazan of the High Steppes for a period of ten years.

Month of the Basilisk: After a year of frantic construction, the Dust
King’s nomads complete the construction of the Black Citadel, a
massive tower atop the mesa formerly known as Terrotaxus’s Tower.
The bandit lord known as the Dust King declares himself the Rhanate,
ruler of a vast nation of the same name that stretches from the Wall
Mountains east to the Veldt and encompasses the entirety of the
Sundered Desert. Although his claim is never formally recognized, in
short order he becomes equal to many monarchs in his degree of influ-
ence.
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Month of the Leviathan: In a confrontation between forces from
Urbana and raiders from the Rhanate, a warrior from Urbana’s forces
loses an arm in the battle. It is several days before the survivors are able
to seek the aid of a healer, and by then it is impossible to reattach the
lost limb even with the most powerful healing magic. Unwilling to end
his career as a soldier, the Urbanan warrior seeks out a mechamage of
questionable repute and volunteers to test a new mechamagical device.
The soldier becomes the first successful bearer of a golemoid implant,
which gives him a new, powerful arm to replace his lost limb. Word of
this accomplishment spreads rapidly, and soon other mechamage are
experimenting with similar devices throughout western Aden.

YEAR 1113

Month of the Eagle: In the city of Smult, an expedition of adventurers
ventures into the depths of the volcano Infernus, at the base of which the
city is located. The intention of the expedition is to discover and raid the
home of the deadly salamanders that periodically issue forth and raid
Smult. Only one survivor returns from this ill-fated group, and before
dying, he tells any who will listen that the cavernous depths of Infernus
are populated with the tormented souls of those who have given them-
selves to the Darkfall. Despite being completely unverified, this tale
becomes very popular throughout Urbana and beyond.

Month of the Wolf: A philosopher and mage from Columbey founds
a community of so-called “free thinkers” high in the mountains of the
Wall. Called New Columbey, the enclave becomes home to radical men
of science and sorcery from all over the continent, although the vast
majority of them hail from the lost kingdom of Columbey. Over time the
community comes to be defended by the Wind Riders, a group utilizing
magically augmented gliders to sail the skies around the mountains.

Month of the Basilisk: More than two years after the Darkfall, the
continent suffers tremendously from an inability to conduct trade.
This changes when Urbane reveals the first of his thunder trains. A
mechamagical construct of unprecedented scale, the thunder train
immediately begins a trade route that takes it through all of western
Aden, including numerous cities in Urbana, Arasteen, and Kyan. With
the train heralded as an unprecedented success, Urbane immediately
diverts significant resources to accelerate the completion of two more
trains, already in the process of being built.

Month of the Dragon: Disaster is narrowly averted when Gerrick
Malanch, a personal advisor to Lord Urbane, discovers a clutch of
dopplegangers in the village of Rose, near the border between Urbana
and Arasteen. Although the powerful mage is able to drive the creatures
from the village, he expresses to his liege his concern that they may
be part of a larger nocturnal infestation in the cities of Urbana. Lord
Urbane immediately appoints Malanch as the High Inquisitor of the Eye
and tasks him with creating the Watchers of the Eye, a group respon-
sible for policing potential corruption within the borders of Urbana.

YEAR 1114

Month of the Fox: An Urbanan dwarf named Gentor develops the
mechamagical tools necessary to harvest the dangerous living seaweed
which grows in Aramyst’s Great Moss Lake. This unconventional
method, which relies upon metal-hulled ships with electro-pods that
shock and kill the grasping weeds, does a great deal to alleviate the
near-famine state of many settlements in devastated Aramyst.

Month of the Shark: Swollen by the rainy season, the Thunder River
in eastern Carraway spawns massive waves of muck-men that march on
the city of Stone, commanded and perhaps summoned by a corrupted
sorcerer calling himself the Swamp Lord. Master Arbiter Lee organizes
the city’s legion, but they are overwhelmed. Reluctantly, Lee orders the
entire city evacuated, beginning a torturous overland trip to the city of
Karstan.

Month of the Drake: Two months after being forced from Stone, the
city’s survivors are welcomed into Karstan. Half of the city’s civil-
ians survive the trek, but only a fraction of the Arbiters and soldiers
who defended them live. Master Arbiter Lee collapses after entering
the city’s gates and dies shortly thereafter, later to be canonized as the
Saint of Fortitude. The forces of the Swamp Lord attack Karstan, but

are rebuffed. The sorcerer curses the city, however, and in a matter of
months a portion of the city sinks as the ground beneath it becomes a
thick marsh. The sorcerer promptly disappears and is not seen again.

YEAR 1115

Annoyed by the ratlings dwelling in the sewers beneath his capitol city
of Mekanus, Lord Urbane declares that the creatures are in league with
the nocturnals and has his mages concoct a particularly virulent magic
poison called arkana, which is dumped into the sewers with the goal
of complete genocide of the ratling population. The poison does kill
the majority of the population, but a number survive and are hideously
mutated by its effects, gaining horrific physical and mystical powers
in the process. The ratlings surge to the surface to take vengeance,
resulting in a months-long struggle with the people of Mekanus that
will later be known as the Rat War.

YEAR 1116

Weary of committing resources to combat the heavily nocturnal-infested
northeastern portion of Mekanus, Lord Urbane abruptly decrees that the
entire region is to be walled off from the remainder of the city. The
denizens of this area are given virtually no notice and have little chance
to evacuate before this order is carried out, resulting in an entire region
of the city that is completely self-contained, and from which none are
permitted to leave. This region becomes known as the Lost Ghetto.

Six months after the creation of the Lost Ghetto, a mechamage employed
at one of Mekanus’s factories uses manite smuggled out from his work-
place to create a massive golem, intent on using it to seek vengeance
upon his hated supervisors. Somehow, the ritual to animate the golem
results in it gaining awareness, and the creature almost immediately
succumbs to the temptations of the Darkfall. Murdering its creator and
rampaging through the city, Terrablix the Autonomous travels directly
to the Lost Ghetto and enters, where it quickly becomes undisputed
ruler of the tiny realm.

YEAR 1117

The warrior Ivar, renowned as one of the deadliest men in the High
Steppes, abandons his life as an adventuring warrior and founds a
monastery atop a cliff. There, he adopts a monastic lifestyle and begins
teaching his philosophy of the red haze to others, creating an order
known as the Sanguine Monks.

YEAR 1118

The wizard Nelesh, the brother of Kyan’s Queen Mother, establishes
a new school of wizardry to better understand and utilize the unique
insects of the Crawling Jungle. His new Academia Entomologia quickly
develops two different schools: the insectors, who seek to create new
species of insects for use by Kyan, and the entomancers, who prefer
instead to augment individual creatures to achieve greater results. Early
experiments by Nelesh to grant greater intelligence to lesser insects is
deemed too dangerous to continue and ordered halted by his sister, the
Queen.

YEAR 1119

One of Urbana’s thunder trains is caught in a cunning ambush by a
massive force of nocturnals and mountain trolls. With their escape
blocked by a carefully planned avalanche, the Iron Guard and the train’s
crew fight a desperate hand-to-hand battle with their enemies, one that
lasts for more than four hours. The Urbanan soldiers emerge victorious,
but at the cost of eighty percent casualties. In a rare display of consider-
ation, Lord Urbane recognizes the valor of the survivors and the woman
who took command after her superiors’ deaths, Julith Carron. They are
the first members of the Order of Steel, an elite and prestigious military
unit created to recognize any soldiers of Urbana who commit particu-
larly glorious deeds in battle.

YEAR 1120

Month of the Basilisk: On a hot summer night, a coup is attempted
within the Palace of the Dragon in Vanora. Assassins wearing all-
concealing armor make an attempt on the life of the Emperor at the



command of a similarly masked individual called the Shogun. The
Emperor defeats a half dozen of his would-be assassins before his
guards are finally able to overcome the remaining assassins and rush
to his side. The majority of the assassins are killed and revealed to be
members of the Sons of the Dragon, but four, including the Shogun,
escape. Their armor is found later, and their identities are never deduced.
This changes the mood within Vanora significantly, given that the previ-
ously incorruptible Sons of the Dragon have been compromised.

YEAR 1121
The present

LIFE IN THE
WoRLD oF ADEN

Languages

Although there are a large number of languages in Aden, commu-
nication has not been a problem for its people for several centuries.
During the accords that produced the Peace of the Rose more than one
thousand years ago, the leaders who participated were keenly aware that
an inability to communicate was one of the most significant and long-
standing causes of conflict, and one that had contributed significantly to
the length of the Great War. For the purpose of ensuring ready commu-
nication, these individuals sought to establish a unified language that
would aid in preventing such a conflict from arising again.

Among the races, the elves, dwarves, juraks, and rapacians each had
their own unique tongue. The goreaux and faerkin did not, although
the former spoke a sort of pidgin language cobbled together from other
tongues and the latter spoke the language of the fey realm. Ferrans and
half-elves invariably spoke one of the many human languages that had
arisen in Aden at that time. The most commonly used language was that
which was native to the region later controlled by the nation of Yzeem,
probably due to the extensive trading that took place in that region.
“The trade tongue,” as it was commonly known, was familiar in virtu-
ally every region of Aden due to necessity during bartering with the
various caravans and merchant ships that roamed the continent before
returning to the southern port of Balaquim. The decision was made at
Rose that each individual nation could speak whatever language suited
its culture, but that each nation would also ensure the trade tongue was
spoken extensively as well, ensuring that all nations would have no
difficulty speaking with one another.

More than a thousand years later, most old languages have lapsed
into obscurity, spoken in ritual, tradition, and in extremely secular
communities, and the trade tongue has become known as the common
tongue. For the most part, individuals from as far away as Urbana and
the High Steppes can communicate effectively as a result of this preva-
lence of language. However, it is not a perfect system. Although travel
is widespread, the presence of the Sundered Desert in the center of
Aden ensures that the vast majority of the populace has never left the
east or the west, whatever region they call home. As a result, a thousand
years of development has caused two distinct variants of the common
tongue to develop, known as Western Common and Eastern Common.
While a speaker of one can understand and be understood by a speaker
of the other, there are a large number of subtleties that are lost in the
process, and the finer points of conversation can be difficult even under
ideal circumstances.

Racial languages continue to play a prominent role in Aden, although
largely for more academic purposes. The few surviving historical
records that precede the Peace of the Rose are written in one of the
racial languages or a handful of other, now largely discarded tongues.
The native jurak language, for example, is often spoken by mercenary
companies because of its short, clipped nature and its fierce sounds.
The elven language is used extensively in the courts of lonara where

the so-called ice elves dominate the nobility of the nation. The dwarven
tongue is spoken a great deal in the Wall Mountain regions of Aras-
teen where the largest concentration of dwarves in Aden is located. The
rapacian tongue is completely unpronounceable by most other races.

LANGUAGES OF ADEN

The following languages still exist in Aden and are choices
for characters when selecting bonus languages equal to their
Intelligence modifier.

£ ARCADIAN — The native language of the fey, also spoken by the
faerkin race.

& DWARVEN — The native language of the dwarves, called the
Earthtongue by that race. Closely related to the earth-based
dialect of Fundamental.

@ EASTERN CoMMON — The native language of the Aramyst,
Carraway, the High Steppes, Yzeem, and large portions of the
Rhanate. Called True Yzeem by elitist scholars of the east.

£ ELVEN — The language of the elves, called Sylfanic by members
of that race. Bears vague similarities to both the air-based dialect
of Fundamental as well as Arcadian.

 FUNDAMENTAL — A strange language spoken by the beings of
the elemental planes, deciphered and translated by the wizards
of Aramyst centuries ago.

% GIANT — Although giantkind is largely gone from the world of
Aden, surviving only in a few remote places, the language they
once used is still studied by scholars and those who have contact
with the rare creatures.

£ JURAKTI — The language of the jurak. Uses very short, clipped
words. Often used by mercenaries for efficient battlefield
communication.

& KyALL — The national language of Kyan. Essentially it is a
highly derivative version of Western Common that incorporates
a number of clicks and buzzing sounds based on common insect
calls.

@ LowLAND — A language cobbled together by borrowing terms
from other languages and based on an older, now forgotten
tongue, lowland was spoken by the goreaux prior to their inclu-
sion into Aden’s larger society. Other species that remain on the
outskirts continue to speak it, including various other species of
goblinoids.

£+ NOCTURINE — An unnatural language spoken by intelligent
nocturnals and by some among the corrupted. It is believed this
is a variant of Planar, but few are familiar enough with it to say
for certain. Paladins and other defenders occasionally learn this
language in order to understand their foes’ speech during battle.

@ PLANAR — The ancient tongue of magic, adopted by powerful
wizards after the first of their number discovered planar travel.
The language is highly formulaic and orders a wizard’s thoughts
properly so that he can communicate with extra-planar beings.

% RapAcIAN — The highly sibilant native tongue of the rapacians.
It is largely unpronounceable by other species, but it can be
understood.

£ THRUN — A secret language unknown to the general populace
of Aden, spoken by the echo race and used to communicate
between them and their allies.

& VANORAN — The cultural language of the Vanoran people,
spoken almost exclusively by its citizens when interacting with
one another, but rarely with outsiders.

% WESTERN CoMMON — The native language of Arasteen, lonara,
and Urbana. Called High Yzeem by elitist scholars of the west.
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Other than racial and trade languages, there are very few tongues that
are currently in widespread use anywhere in Aden. A handful of planar
tongues were employed for academic purposes in the use of high-
powered arcane magic prior to the fall of Aramyst, and there appears
to be a shared tongue that is known only by intelligent nocturnals and
powerful corrupted, but the latter is unknown to those of pure flesh and
spirit, and the former have fallen into disuse since the immolation of
Regora and the Burning Coast.

Cosmology

Aden is a land of both magic and technology, and both of those
fundamental forces are well known to even the most common of citi-
zens. The concept of different planes is something that most citizens
have at least heard of, although the degree to which they understand
such things varies wildly. The discussion of the planes connected to
Aden can be found later in Chapter 3: Magic.

A discipline that draws upon both magic and technology, but which
is not well known to most citizens of Aden, is astronomy. The extent to
which most understand the idea is that there is a sun in the sky during
the day, and there are two moons and many stars in the sky at night.
Most have never had reason to contemplate the matter much beyond
that. Prior to the Darkfall, however, astronomy was a matter of some
great study in several nations, specifically Aramyst and Columbey,
and from the efforts of those scholars, more has been learned about the
tapestry of the universe that surrounds Aden.

There was a theory presented during the Age of Thunder that the sun
was not in fact a star like the others seen in the sky, but rather a region
wherein the mortal world and the plane of fire merged into one. Some
particularly powerful wizards believed that it might be possible to reach
the sun by traveling through that plane, but as far as anyone knows,
no one ever succeeded in such a bizarre endeavor. On the other hand,
many wizards claimed to have been able to reach the larger of Aden’s
two moons, most commonly referred to as Older Brother, via powerful
teleportation magic. Those who did claimed that it was barren and life-
less, but that there were occasional artifacts found there to suggest that
there may have once been life.

Aden’s second moon, Little Brother, is a great mystery. Its position
in the sky is generally indicated by a luminescent outline and an inner
field of black, casting no light whatsoever. Although it is clearly closer
to Aden than Older Brother, as evidenced by its crossing in front of the
other moon on occasion, it appears to be completely inaccessible by
magic. Additionally, many powerful spellcasters of various traditions
have speculated over the years that the curse of lycanthropy is linked
to Little Brother specifically, and remains largely unaffected by Older
Brother.

Other than the sun, moons, and stars, there are other objects visible
in Aden’s night sky that astronomers have tentatively identified as other
worlds that are, perhaps, similar to Aden in some ways. Entire tomes
have been filled with speculation as to what kinds of life, if any, might
exist on such worlds, or what manner of magic might be found there,
but so far as anyone is aware, no one has ever visited these worlds. The
most well-known worlds are The Smith, a reddish-hued world closer to
the sun than is Aden; The Regent, a world vastly larger than Aden and
much farther away; and The Lovers, two planets that appear to be in
orbit with one another as well as with the sun and which are the farthest
worlds that Aden’s scholars have been able to identify.

The Calendar & the Seasons

The Rose Accords established the formal calendar recognized by
the whole of Aden, and did so by using the calendar of Vanora as a
template. It is believed by many historians that this is partially in recog-
nition of the role played by the Emperor Dyok, first Emperor of Vanora,
in organizing the Rose Accords, but historical accounts in this regard
are somewhat vague and occasionally contradictory.

In accordance with the Vanoran calendar, the calendar of Aden has
ten months, each named after one of the animals that make up the

pantheon of Vanora’s Way of the Ten Beasts philosophy. Each month
is comprised of five seven-day weeks, for a total of thirty-five days in
each month. With a ten month calendar, Aden therefore has a year that
is three hundred and fifty days long. Four additional days are inserted
into the calendar, one at the beginning of each season, always between
two months, for a final number of three hundred and fifty-four days in
any given year.

Each year begins on the first day of the Month of the Serpent, which
is the second month of the winter season. Serpent gives way to Eagle,
the third and final month of winter, which then gives way to the Month
of the Fox. The first day of spring is celebrated with a day of festival
between the last day of Eagle and the first day of Fox. This is a very
popular day for weddings, and is considered an especially fortunate day
to be born — for those newborns lucky enough to arrive at such an auspi-
cious time.

Spring is a relatively short season in Aden, as the chill of winter
gives way quickly to the heat of summer. The Months of Fox and Wolf
are mild, and are generally very busy times for most of Aden’s farmers
and common folk as they prepare for the coming summer by planting
crops, managing livestock, beginning their fishing seasons, and other
such time-honored traditions. When the Month of the Wolf ends and the
first day of summer is celebrated before the Month of the Ursax begins,
most celebrate with particular fervor, for they know that summer is a
long season filled with hard labor.

Except in lonara and the northern regions of Arasteen and the High
Steppes, the summers in Aden are hot and often humid, although this
latter condition varies significantly by location. Summer consists of
three months, Ursax, Shark, and Basilisk, and is generally the busiest
time of the year for the average citizen of Aden. Crops must be tended
constantly to ensure a good harvest later in the fall, and this is the period
during which the nocturnals seem most active across the majority of
the continent. Because the weather conditions are so favorable, this is
also the period that the most brisk trading for non-essential items takes
place. Thunder Trains run more frequently during this period, and many
lesser merchant caravans are highly active in more rural regions as well.
Fishing is extensive all along Aden’s sizeable coastline during these
months. The celebration of the end of summer is a welcome reprieve at
the end of the Month of the Basilisk, a moment’s distraction before the
hard work of the harvest season begins in the fall.

Fall is comprised of two months, the Month of Drake and the Month
of the Leviathan. Every nation in Aden experiences a harvest season of
one form or another during the fall, from the harvesting of pumpkins
and gourds in the High Steppes to the final harvesting of rice from the
paddies in Vanora far to the south. The temperature drops off from the
scorching heat of summer, allowing the farmers and peasants of Aden
to work the fields without fear for their lives, although exhaustion and
dehydration are still threats that must be kept in mind in order to prevent
significant loss of life. Fishing continues throughout this season in order
to ensure that the end of the season and the advent of winter are met
with adequate stockpiles to avoid famine in the cold winter months.

The year ends with the Month of Dragon, the first of the winter
months. This month is often filled with large meals and feasts as the
citizens of Aden consume all those stockpiled foods that will not endure
throughout the whole of the winter, leaving the latter months of the
season to be filled with much blander, less varied diets.

The Wildlife of Aden

A comprehensive detailing of the incredibly diverse wildlife found
in Aden would be an impossibly vast undertaking. The range of Aden’s
climates and terrains are such that the variety of plant and animal life
found in the many nations is simply astonishing.

Aramyst once boasted the most significant population of supernat-
ural creatures in the known world, partially due to its natural inhabit-
ants and partially due to the number of such creatures imported into
the region for arcane study and experimentation. In the aftermath of
the immolation of Regorra and the creation of the Burning Coast, a
great deal of the natural wildlife has instinctively fled the area, leaving



a marked absence of life that only enhances the nation’s reputation as a
desolate ruin. The Burning Coast itself is host to a number of creatures
that favor the element of fire, including mephits, efreeti, salamanders,
and elementals of different sorts. The plains beyond the Knuckle Moun-
tains include animals such as various large species of cat, a handful of
surviving large animals such as elephants and rhinoceroses, and various
game animals such as deer, antelope, and other hoofed mammals.
Aramyst is also notable in that it is the only nation that has a confirmed
population of wild pegasii.

Avrasteen has the most varied terrain of any modern nation, with
frigid hills and forest in the north giving way to temperate plains in the
south. Accordingly, it has some of the most diverse wildlife, including
small numbers of fantastic creatures that originate from the homelands
of the elves. The hills and forests of the north are home to hoofed
mammals such as deer and small herds of moose and caribou. Wolves,
bears, and small numbers of boar provide rich hunting opportunities,
and small game abounds in large numbers. The forests of the Sylfanus
are home to a clutch of griffons that are tamed by the elven defenders of
the city within its borders. Other exceptional creatures of a bygone age,
such as unicorns and blink dogs, can also be found within the forest if
one knows where to look.

More so than any other nation, Carraway suffers from the curse of an
ancient necromancer, the Silent One, whose death caused the spawning
of undead at a much higher rate than elsewhere in the world. While not
natural creatures, these undead have limited the game and animal life
found in Carraway. Bats, rodents of all sizes, wolves, and some boar
are common in the area, but larger game is scarce and the variety that
is present in so many other nations is not found within the theocracy’s
borders.

The High Steppes is regarded as one of the most dangerous regions
of Aden, not only due to the presence of nocturnals and bandits, but
also because the native wildlife tends to be somewhat bolder and more
predatory than in other nations. Many species of wolves are found here,
and large packs are willing to attack even armed travelers. Wolverines
are also common but are less inclined to attack without provocation.
The large mammoths and wooly rhinoceroses that once were found in
Arasteen are still present in the High Steppes as well. Intelligent natives
such as ogres and trolls have higher numbers here than in any other
nation and enjoy a violent rivalry with the jurak forces of Kazan Mikal.

lonara has the least in the way of wildlife, both in terms of animals
and plants. Very little can survive in the Ice Wastes save for a few
species of lichens, some scrub, and a handful of the hardiest aniols.
The dominant predatory species of the region is the snow serpent. The
carnivorous serpents prey upon the herds of caribou and reindeer that

dwell in the plains just north of the coastline. The coastline itself is
home not only to an enormous variety of fish, but also to large numbers
of seals that prey upon them, and which in turn are preyed upon by the
species of large, white bears that call lonara home. Ursax are present in
limited quantities as well, but only in the southernmost regions, where
the temperature is at its warmest. It is rumored that there are feral giants
in the northernmost reaches of the mapped Ice Wastes, but the lonarans
insist that this is merely superstitious nonsense.

Kyan is a realm dominated almost exclusively by dense jungle,
terminated only by the southern coastline and the Wall Mountains to
the east. The overwhelming majority of wildlife species in this region
are insectile in nature, which gives the Crawling Jungle its name, but
other species do find their place amid the seething mass of towering
trees and crawling undergrowth. Serpents and monkeys are among the
most common non-insect animals encountered in the confines of the
Crawling Jungle, and they are among the largest normal animals intelli-
gent enough to avoid the region’s various insect predators. Dire animals
can be found in the area, but only the most cunning and powerful
specimens survive long enough to reproduce, ensuring that the ones
found within Kyan are indeed dangerous creatures. A handful of rocs
are known to nest within the mountains in the regions of Kyan and are
among the fiercest foes of the giant hornets that the Queen’s Swarmers
use as mounts.

The island nation of Le’Ciel has a very temperate environment
despite its northern location. The reasons for this are unclear, but most
assume that the powerful mages who gave birth to the nation used some
unknown form of magic to permanently alter the climate in some way.
Given their history of altering the terrain to suit their needs, this seems a
reasonable possibility. The sheer volume of high-level magics that have
been worked upon the island throughout the Golden Age and beyond
have ensured that a wide variety of unusual and magical creatures call
the island their home. Many species that once populated Aramyst but
that have disappeared since the Darkfall can still be found in Le’Ciel,
which is a matter of some pride for the citizens of that nation given their
antagonistic relationship with their ancestral homeland.

Other than the Crawling Jungle in Kyan, there is no denser region of
jungle anywhere in the Known Lands than the islands of the Misland
Republics. The chain’s primary island is dominated by a mountain chain
that cleaves it into different portions, all but one of which, the coast-
line, is covered in dense jungle. The native population of the islands,
the Misari tribesmen, believes in existing in harmony with nature, and
so the island’s interior remains largely untouched by the industry and
pacification that marks so many other nations in the Known Lands. Of
particular note, the Misland Republic is one of the only known places
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where a population of giants remains, reclusive though they may be.
The massive creatures once dominated Aden in a time before recorded
history, but they are largely absent from it today.

The Rhanate’s predominant terrain is that of the desert in its various
forms, and as might be expected, there is an extreme dearth of vegeta-
tion other than the various species of cacti that dominate the ecosystem.
Animal life is quite a bit more varied, however, as there are numerous
species that have adapted themselves to both the heat and the wide
variation in temperature. Various species of reptiles in a wide range of
sizes are among the most common, as well as insects of varying sizes.
In the regions near mountains, vast swarms of bats can dominate the
night skies, and on rare occasions one might find the lair of an intel-
ligent creature such as a sphinx, or a nest of drakes. The far western
portion of the Rhanate is the vast swamp known as the Spike Fens,
where aggressive plant life is common and the variation of dangerous
animal life, much of it venomous, is almost limitless. Leeches, snakes,
crocodiles, frogs, and dire counterparts of each of these species abound,
and even some intelligent creatures such as manticores can be found in
the area as well.

Urbana’s wildlife has suffered terribly at the hands of the Iron
Tyrant’s ruthless expansion toward development of every possible
resource against the nocturnals. While animal life and most plant life
hold no interest for Lord Urbane, those species that were able to survive
the rampant destruction of their habitats were quickly utilized as food
sources by the hungry populace, resulting in a region with very little in
the way of natural wildlife remaining. Formerly, the plains were homes
to herds of bison and horses while the forests held significant popula-
tions of deer and wolves as well as some smaller species of predatory
cats, including cougars and lynx. The only species that have survived
are among the hardiest of them, including a small population of dire
animals, and those that could retreat to the mountains and survive there
while avoiding the extensive mining operations that Urbana maintains.
The only plants that have endured are those that offer neither resources
like lumber nor food in the way of fruits or edible roots, predominantly
a large variety of scrub brush and other hardy lowland vegetation.

Vanora’s wildlife continues to thrive, due in no small part to the
reverence for natural creatures that many of its citizens hold. The
animals who hold a position in the pantheon of the Way of the Ten
Beasts can all be found within the boundaries of Vanora, as well as a
multitude of other game animals and lesser predators. Drakes and basi-
lisks are more common here than anywhere else in the world, although
they are still uncommon. Although the curse of the undead does not
extend as far south as Vanora, there are nevertheless strains of intel-
ligent undead that plague the area as well as mindless beasts such as the
will 0’ the wisp. Tigers were once common enough to present a danger
to travelers, but those days have long since passed, and the large cats are
no longer encountered with any real frequency.

Much like the Rhanate to the north, Yzeem is a largely inhospitable
region that has little in the way of wildlife. The Mud Plains region in
the west has virtually identical wildlife to the Rhanate itself, but the
Valley of Life that comprises the most fertile region of Yzeem has a
much more robust and varied selection of native creatures. Prior to the
Darkfall, the most significant threat to farmers in the valley was the
prevalence of venomous asps and voracious crocodiles, but sadly those
things have become a much lesser danger in the modern era. Despite
the situation, cats, dogs, and jackals are all still common sights in the
valley and around its outskirts. There is also a large variety of birds, not
the least of which are hawks and falcons of various species. There is a
small population of monkeys as well, although these are not indigenous
to the area and were brought in from Kyan many centuries ago as pets.

Agriculture

Agriculture and farming have always played a tremendous role
in Aden’s prosperity. In the centuries of the Great War, the constant
fighting and marching of armies across the continent laid waste to vast
portions of the landscape, rendering them unable to bear crops for
several years. Famine was a very real threat in those days, and entire

tribes or even kingdoms sometimes dissolved for no reason other than
that there was no food to be had for their people. This very real threat to
ongoing stability was a chief concern at the Rose Accords, and in order
to alleviate the problem, the leaders of Aden turned to the druids among
their people in order to find solutions.

The guidance of druids proved to be an extremely significant devel-
opment in Aden’s agricultural history. Keenly aware of the methods
necessary to ensure that the soil remained fertile and replenished, the
druids gladly passed on their knowledge to the people of Aden, hoping
that in doing so they might preserve the balance between nature and
man in a nation that had so desperately been damaged by the latter.
Using farming techniques that arose from this wisdom, the farmers of
Aden have managed to keep their land arable and fertile for more than
a thousand years.

Wheat and rice are by far the most common crops raised throughout
the continent. Wheat is more prevalent in the west, while rice is more
so in the east, but both are present in both regions to such an extent that
they are recognized and commonplace to virtually every living being
in Aden. Arasteen is by far the largest producer of wheat in the world,
although Columbey once rivaled that claim centuries ago. Carraway in
the east also raises a significant amount of wheat but divides its farm-
lands between wheat and rice. Rice is produced extensively in Vanora
and Yzeem, with much of the latter’s Valley of Life devoted to rice
paddies.

In the northernmost regions of the mainland, as well as in what
passes for the warmer regions of lonara, a plant known as the aniol can
prosper despite the climate. The aniol is a relative of the cabbage and is
similar in appearance, but with a somewhat more fibrous nature. Aniols
comprise the majority of the lonaran diet and are a chief supplement to
the people of the High Steppes and Arasteen as well. Eastern Aden is
also home to a great variety of squash, including the massive pumpkins
of the High Steppes and the death-gourds that grow in the same region,
so called because of their resemblance to skulls. A number of citrus
fruits are found in the jungles of Kyan, and the sweet, water-bearing
berries of the rasan tree are a vital part of survival in the Sundered
Desert of the Rhanate and Yzeem.

Government

On the whole, the nations of Aden are rather progressive, which is
perhaps a natural outcome of a lengthy period of peace without large-
scale conflict. The forms of government of the standing nations are
somewhat traditional, however, owing a great deal to the fact that they
were created more than one thousand years ago and have never seen
extensive change in that period of time.

The most common and long-standing form of government currently
practiced in Aden is a monarchy, which was the only form of govern-
ment in existence at the time of the Peace of the Rose. Despite the
massive social and cultural upheavals experienced in the wake of the
Darkfall, lonara, Kyan and Vanora remain hereditary monarchies, as
they have been ever since their foundations. In all three cases, the fami-
lies of the nations’ founders retain control of their respective nations. In
addition to these three nations, Arasteen is a monarchy, but not heredi-
tary; it is the only known instance of a meritocratic monarchy in Aden’s
history. Each individual monarch of Arasteen selects his own replace-
ment by appointing a Paladin of the Radiant Order, who ascends to the
throne upon the previous King’s death or retirement. Since the Radiant
Order is open to any citizen of Arasteen, it is theoretically possible for
any citizen to become the King, although in reality it is much more
likely that one of noble or wealthy birth will accomplish such a task.

It is a sign of how significant the changes to Aden are that the next
most common form of government is that of the dictatorship. To be fair,
two of the three standing dictatorships in Aden have arisen since the
Darkfall, and the third did not exist until centuries after the Peace of
the Rose. The chaos that ensued after the appearance of the nocturnals
gave rise to the so-called Dust King of the Rhanate, who fancies himself
a king, but in reality is a dictator. Likewise, the Darkfall sounded the
death knell of the great nation of Columbey, which gave rise to Urbana



when the mercenary lord Urbane seized control of the throne. The High
Steppes did not exist following the Peace of the Rose, at least not as a
unified land, but to face the horrors of the nocturnals, the warlords of
that region united under the rule of a Grand Kazan, essentially a dictator
selected by strength of arms and with a limited ten-year rule.

Although rarely implemented with success prior to the Peace of the
Rose, since that historic meeting, three successful oligarchies have been
created in Aden. Yzeem was the first, and despite its multiple flirtations
with significant corruption, has endured for more than a thousand years
without removal of any significant power or authority. The nation of
Aramyst has arguably had the most successful oligarchy in the form
of its Celestial College, which replaced a more traditional monarchy
within the first generation of the nation’s foundation. Likewise, the
nation of Le’Ciel, located on the large island off of Aden’s northern
coast, was formed in response to the creation of the Celestial College,
and ironically mirrored that same magocracy-style government with a
cabal of mages who came to be known as the Creators. In each case,
the key to success appears to have been the compartmentalization of
authority assigned to different figures within the oligarchy to ensure
minimizing any conflicts over areas of authority. In the instance of
Yzeem, this was done by dividing different civic responsibilities among
individual members of the ruling Council of Seven. In Aramyst and
Le’Ciel, members of the ruling bodies were selected depending upon
their areas of arcane expertise, with no two members sharing the same
discipline of magic.

Unique in Aden, Carraway is a theocracy. The government of the
entire nation is synonymous with the Church of All Saints, and the ruler
of one is automatically the ruler of the other. The supreme authority is
referred to as the Theocrat, and each individual Theocrat chooses his or
her replacement from the upper echelons of the Church’s clergy upon
retirement. There are historical precedents for a Theocrat to choose a
replacement from lower ranking members of the Church as well, but
this is exceptionally rare and has only happened three times in the
nation’s history.

Religion & Philosophy

Religion is a strangely subdued force in the world of Aden. It is
generally accepted that there were once gods that were worshipped by
the various races of the Known Lands, but that they were abandoned
long ago, even before the Great War consumed the world. Like so
much of the world’s history, very little information concerning these
ancient religions survived that conflict. Occasional ruins found in the
most uncivilized regions of the continent, as well as vague references
in the occasional elven texts, are all that have survived the ages of time,
although there are other faiths that have arisen since the Peace of the
Rose was signed. Some historians and scholars delved into the mystery
of why the old gods had been so thoroughly and completely forgotten,
but the Darkfall ended interest in such questions in favor of much more
pressing matters.

Vestiges of forgotten religions still exist in Aden, the most prevalent
of which is the nigh-universal belief that the different races and cultures
of the world have in an idyllic afterlife. This afterlife is rather ill-defined
in most cases, but is generally considered a paradise where the virtuous
dwell after their lives end. This realm is most often simply called Para-
dise, although there are many names varying by ancestry and region;
for example, the ancient elven term for it is Le’Ciel, a term used by
the creators of the island nation for their own land, much to the offense
of some elves. By contrast, it is generally accepted that the wicked
are denied entry and are condemned to oblivion upon death. Since the
Darkfall, a new aspect to this has been added after a survivor emerged
from an ill-fated expedition into the volcano at Smult in Urbana. The
man survived only a short time, but during those few days he ranted
about a terrible realm beneath the earth where those who had fallen to
the Darkfall were condemned to suffer eternal torment. This realm has
become known as Infernus, and many now believe that not only the
wicked, but also those who are claimed by the Darkfall, suffer this fate
upon their deaths.

In the past, differences of religion have been a great source of
conflict and division. Many scholars believe Aden’s last great war had
its origins in a (now long forgotten) religious dispute. Fortunately, since
the Peace of the Rose such conflicts have been relatively minor. While
some optimistically believe this is due to the people learning from past
mistakes, it is due in large part to the benevolent machinations of the
Seers, a prophetic order obsessed with guiding history. Having learned
from the Great War, the Seers paid special attention to Aden’s various
religious orders throughout the Golden Age and the Age of Thunder,
secretly using their foresight to iron out potential problems and misun-
derstandings before they occurred.

As part of their efforts, the Seers also took great pains to homogenize
many of Aden’s major religions, seeding similar ideas throughout their
belief systems in an attempt to foster brotherhood. As a result, many
of Aden’s major religions bear similar cosmologies, including a belief
in the afterlife and various different interpretations of both Paradise
and the oblivion now commonly called Infernus. With the Darkfall and
the downfall of the Seers, this quiet manipulation of Aden’s religious
landscape has ceased. Several new religions have sprung into being in
reaction to the Darkfall, some of them quite contentious and contro-
versial. Other long-standing religions have begun to slowly rekindle
ancient rivalries with one another, most notably the Radiant Order and
the Church of All Saints.

MAJor FAITHS OF ADEN

The Church of All Saints

“Seek all truth in the whispers of those who have gone before.”
- Chandrey

The Church of All Saints is simultaneously Aden’s largest religion
and one of its most powerful governments. The Church serves not only
as a prominent guiding faith, but also as ruling body for the nation of
Carraway. Though most widely worshipped in the nation of Carraway,
worship of the Church is by no means limited to that land, and devotees
can be found throughout Aden.

The Church of All Saints teaches that the spirits of great men and
women continue to watch over the faithful. These blessed spirits serve
as shining examples; it is believed that there is no truth that cannot be
uncovered through proper communion with the Saints. In this way, the
Saints serve not only as guardians of the mortal world, but also as advi-
sors. Thaumaturges - those who can commune directly with the Saints
- often hold special favored status in the Church.

The Church of All Saints is known for its many strict rules and regu-
lations, all transcribed in their most sacred volume, the Pax Sanctus.
This sacred text serves two purposes. First, it is a collection of the
names of all officially canonized Saints, as well as brief descriptions
of their miraculous accomplishments. Second, it is a collection of rules
and regulations necessary for one to lead a virtuous life. These rules run
a vast gamut, from prohibitions regarding the consummation of certain
meats at certain times of the year to absolute condemnation of the prac-
tice of necromancy. Though the Pax Sanctus itself is a religious volume,
many of its passages are considered law within the nation of Carraway
(particularly those regarding harsh punishments for violent crimes).

While the Pax Sanctus has a reputation for being rigid and unyielding,
it is a document constantly in flux. However, only the Theocrat and her
Chancellors can approve official revisions or additions to the Sanctus.
A new official edition of the book is published each year and is quickly
distributed. As the complete text is extremely large and unwieldy,
abridged versions are common.

The Church is not openly hostile toward other faiths, but it tends to
look upon “lesser” religions as relatively crude and uncivilized. Advo-
cates bear particular animosity toward members of the Radiant Order,
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whom they see as too undisciplined and forgiving despite the many
similarities in their core philosophies.

The Church of All Saints has a number of official titles for its
officials (from Arbiters to Vicars to the Theocrat, as detailed in the
Carraway section). Lay members of the church refer to themselves as
descendants.

The Radiant Path

“Show compassion for all. Justice is inevitable.”
- King Tirrian of Arasteen

King Tirrian of Arasteen was founder of that renowned brotherhood
of knights, the Radiant Order. Though his teachings were not originally
intended as gospel, they have become embraced not only by devotees
of his order, but by the common folk of Arasteen - and beyond - as
well. Like the Church of All Saints, the Radiant Path is not merely a
major religion, but also deeply influences Arasteen’s government. Yet

unlike their Carrite brethren, the Knights of the Radiant Order do not
constitute a true theocracy. The knights do not rule the government;
they merely serve as its soldiers and enforcers.

While the Radiant Order has strict rules and requirements regarding
its members, Tirrian’s actual philosophy is simple. It can be summa-
rized by a pair of virtues: Compassion (sometimes also referred to as
Love) and Justice (sometimes also referred to as Judgment). Likewise,
the core of the Radiant Path boils down to two simple edicts, quoted at
the beginning of this section.

The former of these two edicts is simple enough - Radiants believe
that all creatures are worthy of compassion and that people should
generally be good and fair to one another. The latter edict is often
misquoted or misunderstood, with many falsely believing it represents
the Radiant Order’s confidence in their own righteousness. Radiants
believe that justice - the idea that those who commit evil acts will meet
with fair punishment - is a literal and inevitable force in the universe.
Those who transgress against others will face punishment, either in this
life or in the afterlife. The knights of the Radiant Order are sometimes
the manifestation of justice, but even if they fail, justice will always
find its way.

It is the combination of these edicts that makes Radiant Order knights
as relentless as they are. Those who believe that the knights merely hate
evildoers misunderstand them. Radiant knights are not intended to hate
evil - they are intended to redeem evil. A true knight believes that a
criminal cannot escape punishment and that the afterlife’s punishments
are exponentially worse than those of the mortal world. For this reason,
a paladin must seek out those who commit evil and insure that justice
finds them in this life - either via punishment or, preferably, redemp-
tion - to save them from eternal damnation. Paladins do this because of
their sense of compassion, because they do not wish eternal punishment
upon anyone - not even their worst enemies. At the same time, it is also
a knight’s duty to protect the weak and defend the helpless. Though
justice may be inevitable, compassion drives them to do good.

This being said, there are adherents of the Radiant Path who twist
these simple beliefs, either intentionally or due to prejudice and igno-
rance. Some view the virtue of Judgment as carte blanche to punish
their enemies mercilessly. There are even those who twist the virtue
of Love, interpreting it as national pride and unflinching loyalty to
fellow brothers and sisters of the faith. Adherents of the Radiant Path
are well known for dispatching missionaries throughout Aden to carry
their message, usually accompanied by knights of the Radiant Order
seeking to do good deeds. These pilgrims are met with varying levels
of welcome. Some view them as selfless heroes; others view them as
self-righteous meddlers.

Way of the Ten Beasts

“Dragon was strong, but fell for Fox’s tricks.

Fox thought himself clever, but Eagle was wiser.

Eagle hesitated. Ursax did not.

Ursax reminded only to find that Snake had outmaneuvered him.
But Dragon was stronger than Snake.

So did the contest carry on, until none of the Beasts remembered
what they originally sought.”

- From the Book of the Ten Beasts

This curious and ancient belief system is believed to have been
created by the first Emperor of Vanora. It was very likely intended
merely as a system of metaphors and fables, meant to describe Vanora’s
many warring tribes and instruct them in the proper way to coexist with
one another.

The Way of Ten Beasts describes Vanora’s ten totem animals - the
Serpent, Dragon, Wolf, Eagle, Basilisk, Drake, Ursax, Leviathan, Fox,
and Shark. Each of these creatures represents a different life philosophy,
each with positive and negative traits. While all of these Beasts are
colorful characters in Vanoran legend, the ultimate lesson of the Way of
the Ten Beasts is that none of these creatures is truly in harmony with
the world. Each requires balance that can only be offered by the others.



Only through unity can there be true peace and prosperity. (Each of
the beasts and what they represent is described in detail in the Vanora
section of this book.)

Each Beast is associated with a constellation, as well as a month of
the year during which that constellation is prominent in Vanora’s night
sky. It is said that those who are born within the appropriate months
assume the positive and negative qualities relative to the appropriate
Beast, though most scholars discount this as mere superstition.

In its native Vanora, the Way of Ten Beasts is officially considered
a philosophy rather than a true religion. Regardless of this, many have
embraced these teachings wholly and cleave faithfully to the belief that
the Ten Beasts guide all aspects of their daily lives, and they even look
upon the Beasts as literal entities that watch over the faithful. In the
remote villages of Vanora, temples to the Ten Beasts are quite common.
The Emperor’s official stance is that the Way of Ten Beasts is intended
only as metaphor, and any sightings of creatures resembling the actual
Ten Beasts are apocryphal. All the same, the Emperor takes no action
against those who choose to worship the Ten Beasts, so long as they
do no harm.

True devotees of the Way of the Ten Beasts generally refer to them-
selves as children of one of the beasts. A devotee of Drake, for example,
would be a Son or Daughter of Drake.

MiINoR FAITHS OF ADEN

The War of the Sky

“Brother Sun, light our path to victory.
Sister Moon, grant us rest when we fall.””
- From the Verses of the Most Holy Yerza

This religion originated in the Rhanate as a splinter faith of the
Radiant Path. It began when a rapacian merchant named Yerza hosted
a group of Radiant missionaries in his home during an unusually hot
Rhanate summer. Yerza learned much of the Radiant Path, and while
he found some wisdom in their teachings, he felt that the faith was far
too naive and idealistic, especially after the missionaries failed to heed
his warnings and were slaughtered in a bandit ambush the following
autumn.

He went on to write a long poem in which he ironically referred to
himself as the Most Holy Yerza. Within the poem, he detailed his reflec-
tions on Radiant philosophy. The poem is rife with thick symbolism. In
particular, he anthropomorphized Love as “Sister Moon” and Justice
as “Brother Sun.” Rather than limiting these ideals to what he felt
were Arasteen’s simplistic interpretations, he viewed these two things
as forces of energy, in constant contention, yet ultimately perfectly
matched. While one could find great prosperity in the balance between
them, such balance was ultimately impossible to maintain. A good man
would ultimately be betrayed by evil. A brave man would ultimately
be destroyed by cowardice. A wise man would delve too deeply into
the secrets of life and find his existence hollow and without purpose.
An artist could create great beauty, but in comprehending the nature of
beauty, find beauty in nothing.

The poem also features a detailed creation myth in which the world
itself was created due to the constant conflict between Sun and Moon.
In the poem, the Rhanate was originally a bountiful wasteland, but it
was scorched irrevocably by the siblings’ constant bickering. Yerza
did not mean these verses to be taken literally but rather as metaphors
decrying the various accomplishments and failures of mankind.

This beautiful (and deeply cynical) poem resonated deeply with the
desert’s nomadic tribes. The Verses of the Holy Yerza were embraced
as a guide to life throughout the Rhanate, with followers referring to
themselves as Skybrothers or Yerzans. Yerza himself lived long enough

to witness this ascension of his writings, a development he found both
humbling and depressing.

Followers of the War of the Sky embrace the tenets of equilibrium.
They believe that an excess of vice or virtue ultimately burdens one’s
soul, and that one must ultimately seek balance and moderation. While
some implement these teachings by treating others as they would be
treated, others embrace them more literally, believing that any indul-
gence or misdeed is forgivable so long as it is balanced by an equal
measure of virtue or charity.

The War of the Sky has found a great deal of popularity in Yzeem,
as well as the Rhanate. The Council of Seven during Yerza’s lifetime
found their lands overwhelmed by an influx of Radiant Path mission-
aries. They embraced and distributed Yerza’s teachings (the cynical
tone of which they found much more to their liking) in hopes that the
Radiants would leave them alone.

The Benevolent Miasma

“Life is short. Life is joy.”
- Orcidus

This new faith was born in the nation of Urbana shortly after the city
of Mekanus was reclaimed. The Benevolent Miasma was founded by
a ferran prophet named Orcidus who was blessed with a holy vision
while staring into the omnipresent clouds of smog that shroud Urbana’s
capital.

Within the smog, Orcidus saw many possible future fates for the city
of Mekanus. He saw the city struggle against the Darkfall as well as
against its own crime, political infighting, and overpopulation. In all of
these futures, the city was ultimately destroyed either by the nocturnals
or by itself — in all of them except for one.

While he could never fully recollect the details of this future, Orcidus
returned with an infectiously positive attitude and a certainty that the
people of Urbana would ultimately triumph against the Darkfall. He
began to spread his teachings throughout the city, teaching others to
embrace life with joy and live to the fullest, discarding all worries and
finding happiness wherever they could.

Miasmism has quickly gained traction with Urbana’s poor and
disgruntled lower classes, though this may not entirely be due to its
message. The cult is notorious for its deeply hedonistic celebrations, as
well as copious use of hallucinogenic substances at official gatherings.

The authorities of Urbana have turned a blind eye to the cult’s ques-
tionable activities. Some have even theorized that the entire religion
was secretly coordinated by Lord Urbane’s agents, intended to act as
both a spiritual and literal opiate to his downtrodden people.

Ancestor Worship

“In the name of my forefathers...”

This worship of one’s ancestors is quite widespread in many areas
of Aden, especially Le’Ciel and the High Steppes. While some would
call such faith primitive, others would be quick to point out that there is
very little real difference between the basic concepts behind primitive
ancestor worship and the Church of All Saints.

A common thread among ancestor worshipping faiths is the idea
that the ancestors constantly watch over their successors - guiding and
protecting, but also judging. Those who shame or disappoint the ances-
tors will find themselves unwelcome among their number upon their
deaths. As a result, strict adherence to the family’s concepts of honor
and morality is an important tenet of such faiths.

Rapacian tribal loyalty is comparable in many ways to ancestor
worship. Though not all rapacians literally revere their ancestors, the
idea that the tribe is an entity greater than the sum of its parts and
worthy of one’s devotion and respect is an idea common to both rapa-
cians and ancestor worshipping faiths.
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Nature Worshippers

“All that you see derives from the seven.”

Aden’s oldest known religions trace their lineage to Sylfanus. These
ancient elves worshipped the Seven Forces of nature - Sea, Storm,
Glade, Hunger, Sun, Mountain, and Night. Though widespread worship
of nature has dwindled in the modern era, the concept of these forces
is a consistent theme within druidic sects or other nature worshippers.

Each of these forces represents a necessary aspect of the natural
world. Though the ancient elves are said to have worshipped anthro-
pomorphized versions of these forces, ascribing them personalities and
myths, most nature worshippers in this day and age merely view them
as abstract forces.

The rise of mechamagic has caused something of a schism between
nature worshippers. Many see manite refinement as a bane upon the
land and decry its use. Others embrace a more moderate stance, viewing
manite as a necessary evil that must be embraced cautiously to rid the
natural balance of a much greater threat - the Darkfall.

The Divine Machination

“Never stop moving. Never stop improving.”

This curious faith is named after an anonymously written goreaux
treatise of the same name, and its practice is popular among both
surface dwarves and Aden’s many goreaux communities. This faith has

its origins in ancient dwarven lore (still held by the deep dwarves)

which holds that the universe was originally created by an abstract

entity known as the Maker, and dwarves (and other lesser crea-
tures) were created to carry on and finish his work.

The Divine Machination presents this original thesis, but
makes the additional assertion that this maker was not a
18 literal force, but was merely a manifestation of various
scientific forces and natural laws. The idea, essentially,
is that the universe is a beautiful and ordered system
created for some mysterious purpose. The existence
of life is the miraculous outgrowth of that creation.
Living creatures are a part of the machinery of
the universe. Their purpose is not merely to
complete the universe, as dwarves believed,

but also to comprehend it.

Followers of the Divine Machination
believe there are no accidents. Every-
thing works as intended. Everything
has a purpose. Machinists value
learning and creation above

all else. It does not matter

what one learns or what one

creates, so long as one

constantly learns and creates. All knowledge is inherently good. All
creation, from art to literature to architecture to advanced technology, is
inherently good and advances one’s purpose in creation. Ignorance and
sloth are the only true evils - all other sins, crimes, and hardships are
born directly from these great perversions.

A true machinist believes a life is well-lived so long as one never
ceases to learn and create. Upon death, one’s life energy returns to the
universe, serving to advance and empower the divine machinery of
existence.

Some members of this faith believe that even the Darkfall, as terrible
as it is, is merely a result of some disorder within the divine machina-
tion. Some scholars even believe that this is the true purpose of life -
that the universe created scholars and craftsmen such as themselves to
repair whatever sin or imbalance created the Darkfall and to restore the
universe to its natural state.

Darkfall Cults

“Darkness. Now and forever.”

Confronted by the ultimate evil that is the Darkfall, there are many
who have chosen not to fight its power. Instead, some choose to curry
its favor, hoping that the nocturnals will spare them when they consume
civilization. Most of these cults are nothing more than madmen, uncon-
nected to the Darkfall and as likely to be destroyed by its agents as any
mortal. A rare few, however, are led by powerful corrupted, demons, or
intelligent nocturnals.

Brainwashing and indoctrination of low-ranking members is the
norm. Most of these cultists believe that the Darkfall is a pure and noble
force intended to wash the world clean of various injustices (both real
and perceived). Darkfall cultists believe that, for their loyalty and faith,
they will be spared when the apocalypse ultimately consumes Aden.
Darkfall cults are extremely dangerous and known for their absolute,
zealous loyalty. Their rituals are violent and unspeakable, often giving
rise to nocturnals, fallen, and other blasphemies.

These cults invariably meet in secluded locations or well-hidden
headquarters, as willing communion with the Darkfall is a heinous
crime in all of Aden’s civilized lands.

INDUSTRY

The concept of industry is a fairly new one in Aden. Up until the
advent of mechamagic, items that required skilled construction were
created on an individual basis by artisans or craftsmen of a particular
discipline. At the most, a family tradition of crafting would be practiced
by a small number of artisans sharing a similar technique or method. The
creation of mechamagic, however, established the possibility of indi-
viduals using enchanted machines or materials in order to dramatically
increase his or her output. Although most skilled craftsmen rejected the
idea, practitioners of the arcane arts were quick to seize upon the notion
and began establishing rudimentary industrial equipment with a higher
productivity rate, even though the quality of individual items produced
was significantly lower.

Since the Darkfall, the relentless desires of Lord Urbane have trans-
formed the idea of mechanized labor into a reality, creating the first true
factories ever to exist in Aden. Each of Urbana’s major cities contains a
district known as Smoketown, where massive factories churn out manu-
factured goods. Within, meagerly trained workers supervise and operate
machines that increase their efforts many times over, ensuring that these
factories can produce things like weapons, firearm components, armor,
or even low-end mechamagical components for larger-scale items like
storm cannons, sentinels, or the Thunder Trains themselves.

Taken less literally, Aden’s industry has always been both robust and
varied, depending a great deal on the particular location in question.
Certain regions of the continent have always tended to be much more



productive than others. The nations of Arasteen, Yzeem, and Carraway
have always had especially fertile farmlands and fishing, and these three
nations have often traded excess food to several other countries. This
has always been an equitable arrangement, given that other nations
tend to have resources that these productive regions lack. Aramyst,
for instance, has always produced large amounts of magically active
materials and items which are highly valued in virtually every quarter
of Aden. Columbey once held a reputation for producing high quality
crafted goods as well as articles of academic and philosophical value;
since the demise of Columbey, Urbana has replaced it and has become
much more prominent in trading due to being the source of the Thunder
Trains as well as the leading producer of all mechamagical components
in Aden.

TRADE & COMMERCE

The most significant aspect of all trade taking place within Aden is
that of currency. The root of current monetary values was established at
the Rose Accords. Unfortunately, this is one of the few areas in which
the attempts at the Rose Accords were less effective than anticipated.
While the basic value and exchange for national currencies was estab-
lished at the time of the Accords, more than one thousand years has seen
extensive fluctuations in the exchange rates between nations, depending
upon the fortunes and misfortunes of different eras. The core value of
coinage remains essentially the same, however.

The basic element of currency in Aden is the crest. Every nation
except the High Steppes mints its own coin, each stamped with the offi-
cial crest of the nation, hence the name of the coinage. The gold crest
is the standard unit in which the vast majority of prices are measured.
For smaller amounts, silver crests comprise one tenth the value of a
gold crest, and copper crests, the smallest denomination of coins, are
worth approximately one fifth of a silver crest. Denominations larger
than gold are available in limited quantities, and typically have only
been minted during times of exceptional prosperity. Typically these
larger denominations are made of platinum or other extremely valuable
minerals, even manite, although the latter are virtually unheard of in
post-Darkfall Aden, given how valuable manite is. Although the gold
crest is virtually universal, the lesser denominations of crests can be
of varying materials depending upon the circumstances and location.
In some regions, less valuable materials such as iron or even bone can
replace copper and silver coinage, particularly because the lesser values
of coins are rarely used in international trade, but instead are generally
limited to trades conducted within the lesser castes of a given nation.

In the years immediately before and after the Rose Accords, and
again after the Darkfall, barter is very frequently employed in lieu of
simple monetary exchanges. Larger cities and settlements still have
functioning economies wherein crests are very valuable, but smaller
settlements also allow simple trade for necessary items and commaodi-
ties. In the Rhanate, for example, water is considered a very valuable
commodity and can often be used as an exchange for almost anything as
long as the volume is considered an equivalent value. Given its unique
arcane properties and its importance to the practice of mechamagic,
manite is a commodity considered more valuable than gold in virtually
every trade center in Aden.

The most central aspects of trade in post-Darkfall Aden are the
Thunder Trains. Massive creations spawned by the twisted brilliance
of Lord Urbane, the Trains traverse the continent multiple times per
year, bringing trade to a limited number of cities that lie along their
routes. Their sheer size and the amount of arms and armor they bear
has finally provided a means for trade goods to be transported from
one city to another throughout the different nations, something that has
at long has brought some semblance of true trade back to the world
after it perished under the claws of the nocturnal horde. The creation
of Thunder Stations, the docking stations built specifically to accom-
modate the massive Thunder Trains, has transformed more than one city
into a thriving hub of commerce, and many other cities lying along the
Thunder Trail have petitioned Urbana to have new stations constructed
within them. Thus far the Iron Tyrant has sharply limited the number of
Thunder Stations constructed along the trail, but given how profitable
the trading that the Trains spawn has proven for Urbana, it seems likely
that he will eventually increase the number of stations along the route,
if for no other reason than to gather more wealth for himself and for
his nation.

PROMINENT
ORGANIZATIONS

Although the history of Aden has been shaped primarily by its
nations, there have been a handful of organizations without ties to one
specific nation or another that have aided in the development of civili-
zation as a whole. Without the resources and the protection of a nation
at their command, many of these groups have suffered tremendously
since the Darkfall; their influence, however, can still be seen in the
modern age.
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The Crimson Sisterhood

The existence of this organization is highly speculative, and may be
more myth than reality. Stories of this cult of assassins have existed for
centuries and are circulated among the populaces of every nation on
Aden. According to legend, the members of the Crimson Sisterhood
are peerless warriors and assassins, accepting contracts only for exor-
bitant sums of money, and only then if the targets present a suitable
challenge. Membership is allegedly limited to women only, and they
predominantly display mastery of various martial arts and weapons.
It is possible that male members or exclusively magic-using members
exist; if so, they defy all known rumors and thus operate in perfect
secrecy, which may well be the entire point.

A human woman named Jyra Trestan, the Rhan of Trubbs, is
rumored to be not only a member of the Crimson Sisterhood, but its
leader as well. Other whispers in a different part of the world claim that
the black sorceress Lilith, Kazan of the High Steppes and unquestioned
mistress of Synthica, the Wicked City, is also a member. Although best
known for her arcane abilities, Lilith is also known to be a highly skilled
duelist, and the Rhan Trestan is one of the deadliest women in the
world, wielding a cursed blade of black volcanic glass that she claimed
from a corrupted she killed in personal combat.

The Heralds’ Guild

A combination of factors in Aden’s history led to the development of
the Heralds’ Guide, chief among them being the length of the Golden
Age and the scarcity of conflict during that period, as well as the perva-
sive nature of arcane magic in the world in the modern era. During the
Golden Age, the inconvenience of long-distance communication was
one that could afford to be addressed, given the lack of war. The problem
came about long before the development of technology began its rapid
ascent, and magic was the only means of overcoming the obstacle. A
group of like-minded arcanists from different nations determined that
they would develop magic that would allow them to communicate
with one another over vast distances almost instantaneously. Although
that lofty goal was never truly realized, they did achieve success that
permitted them to create an unprecedented communication network.

Calling themselves the heralds, these mages and priests gathered
others to their banner and began training in their methods a sufficient
number to enact their plan. When they had the numbers they required,
they offered their services to the various nations. A nation that wished
to employ the heralds would provide a number of tower keeps for them
throughout the nation, typically built along common roads and trade
routes. The spells that these men and women developed allowed them
to send and receive messages to one another over tens or even hundreds
of miles. When an important message was issued from or to an impor-
tant individual, the towers could send the message along in a chain until
it reached its destination in a matter of hours instead of weeks or months
that overland travel would require.

The Heralds’ Guild was never a perfect organization. The guild was
not able to cross the Sundered Desert, and thus its network was cut
into two pieces: the larger portion in Western Aden and a smaller one
in Eastern Aden. Since the Darkfall, these networks have fallen into
disrepair, with many towers either abandoned or destroyed outright.
The decline in the ability to communicate with other nations has only
further contributed to the breakdown of relations between several of
them since the Darkfall, and many find that the Heralds’ Guild, once a
mere luxury, is now sorely missed.

The Seers

The origin of the Seers is lost to history, primarily because the
organization was exceptionally secretive for much of its existence and
then was all but wiped out under mysterious circumstances during the
Darkfall. Long before the Golden Age began, individuals with a rare
and varied ability to perceive and manipulate fate began to seek one
another out in order to better understand their own natures. At first their
collaboration was simply an attempt to comprehend the greater tapestry

of fate, but soon it was obvious that in working together they were able
to achieve greater clarity and have a greater impact on the world around
them. Soon the Seers, while still few in number, were able to offer their
counsel to kings and heads of state throughout Aden. It took generations
for their offers to be given true consideration, but once their abilities
were proven, they were eventually afforded sufficient respect that their
place in the highest courts of the land became commonplace over the
course of the Golden Age.

The seers did not survive the Darkfall, at least not in a way that most
would recognize. The vast majority of the order, never a large one,
disappeared with the Darkfall, and their fates remain unknown. Only a
handful, those who had been cast out, or those in the most secluded of
locations, remained, and for the past ten years those individuals have
largely remained in hiding, fearing that whatever force caused the Dark-
fall would come for them as well. Only now, a decade after the event,
have they begun to take a greater role in Aden once more.

The Steamwright Guild

A relatively recent development in Aden’s history, the Steamwright
Guild is often mistaken by laymen for an organization devoted to
mechamagic. This is far from the truth; the guild predates the develop-
ment of mechamagic by a noticeable margin. Indeed, for much of its
pre-Darkfall history, many prominent members of the guild displayed
open disdain for the practice of mechamagic. The Steamwright Guild is
devoted to the development and utilization of non-magical technology.
This purist view has limited their membership since mechamagic
became so prevalent, but after the Darkfall most surviving members
have abandoned their haughty attitudes to embrace a more practical atti-
tude that favor survival over principles.

The Darkfall did not devastate the Steamwright Guild in the same
way that it laid waste to many other prominent organizations, due in
large part to the guild’s focus on larger urban centers. Most major cities
survived the calamity, ensuring that most steamwrights were able to
ride out the cataclysm. In modern Aden, the guild is extremely influ-
ential due to its limited numbers and the increased importance of both
mundane and magical technology.

The Thunder Scouts

Everyone in Aden is familiar with the Thunder Trains, conceptually
even if they have never seen one of the massive transports themselves.
Comparatively, few are aware that the great vehicles were inspired by
much more mundane transports that existed prior to the Darkfall. Present
largely in Columbey and the Concordance, these vehicles were simply
called trains, and operated on a much smaller scale. They were steam
powered, but with a very limited amount of magic involved. These
trains could only follow specified routes, as they ran on pre-established
rails that were known as railroad tracks. The creation of these tracks
was a difficult and time-consuming process, one made much easier
by having the route requiring the least work carefully mapped out. It
was the duty of a small cadre of elite scouts to accomplish this. These
scouts were equipped with single-man vehicles and were expected to
be able to handle both the cartographical needs of their position as well
as defend themselves properly. In the early days of mechamagic, their
transports were extremely loud, causing them to be known as Thunder
Scouts due to the clamor of their vehicles.

After the Darkfall, normal railroads became virtually unusable due
to the vulnerability of the tracks to nocturnal attacks, and they fell into
complete disuse outside of the Concordance, where they still see limited
use. In the former Columbey, the Thunder Scouts were put to use by
Lord Urbane to secure the routes of his Thunder Trains, a much more
ambitious and vastly deadlier undertaking than they had enjoyed previ-
ously. Many were lost, but those who survived emerged hardened and
more dangerous than ever before. The largest group of Thunder Scouts
continues to serve Urbana and the Iron Guard, but many who aban-
doned their previous duties out of loyalty to the former Columbey have
taken up positions as mercenaries and adventurers throughout Aden.



CHAPTER TWO

HEROES OF ADEN

The world of Aden is a vast and diverse place, with many different
races all sharing their home within the Known Lands. Most races
learned to live together in relative harmony centuries ago, sharing
common cultures and languages depending upon the region in which
they live. While there are other races who remain apart, some due
to xenophobia, some due to unique religious practices, and some for
unknown reasons, the majority of races can be found in almost every
corner of the Known Lands.

RACES

Dwarves

In the world of Aden, dwarves are not the most populous people
in society. In a time so long ago that the exact details have been
forgotten, the dwarven people discovered the surface world
and experienced a schism: most chose to stay below ground,
regarding the surface world as heretical, but some left dwarven
society behind and took to the surface in search of new experi-
ences. Now, untold years later, the dwarves of the surface are
integrated with the other civilized races while maintaining
a seething mutual hatred of the deep dwarves who remain
below ground and crave the destruction of everything
above their heads.

Dwarven Racial Abilities

Use the rules to make dwarven characters
from the Savage Worlds core rulebook, with the
following addition:

% IRoN SToMACH: Dwarves are immune to
poison.

ElIf

Faerkin

Elves

The elves of Aden are its most long-lived people, with lifespans
reaching up to hundred years. Long ago they kept themselves separate
from the other races, but a great prophet among their ranks foresaw the
decline and demise of their people if they chose to remain apart, and
in time the elves joined with the other races to create the cosmopolitan
society Aden currently enjoys.

Elven Racial Abilities

Use the rules to make elven characters from the Savage Worlds core
rulebook, with the following addition:

© SLEEPLESS: Elves do not require sleep, and are immune to effects that
cause sleep.

Faerkin

The origin of the faerkin is unknown, but legends in the High
Steppes tell of ancient doorways to different worlds, where trick-
ster spirits would emerge and take mates from the local tribes,
giving rise to tales of mischievous “forever children.” This is
as likely to be the truth of the faerkin’s origins as not, and
certainly explains their obvious links to the fey.

Faerkin Racial Abilities
& DEFENSIVE: Faerkin are extremely defensive fighters
and gain +1 Parry when unencumbered.

© FEy BRoTHERHOOD: Faerkin are closely related to the
fey, and are generally viewed as favored cousins, and
gain a +2 to Charisma when dealing

with fey.

& LitHE: Faerkin start with a d6
in Agility instead of a d4.

Dwarf
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£ Low-Licnt Vision: Faerkin eyes are accustomed to the dark. They
ignore attack penalties for Dim and Dark lighting.

& SMaLL: Faerkin are small creatures with a Size of -1 and therefore
subtract -1 from their Toughness.
% SLow: Because of their short stature, faerkin have a Pace of 4”.

Ferrans

The ferrans, magically evolved animals, are an artificially created
race that was born from arcane experimentation by the most brilliant
minds in the nation of Aramyst. Created as servants, the ferrans threw
off the yoke of their would-be masters and fought to gain their indepen-
dence, which they did. Today they are found across the face of Aden, in
virtually all walks of life.

Due to the incredibly varied nature of ferrans, players may choose
any one of the following racial profiles when making their character.

Ferran Predator Racial Abilities

Ferran predators emulate predators, such as wolves, lions, and
hyenas.
% BESTIAL NATURE: Ferran predators may select one bonus ability from
the Bestial Nature list.

& HEAD-STRoONG: Ferran predators start with a d6 in Spirit instead of a
d4.
£ LimiTED ATTRIBUTE (SMARTS): Ferrans in general are dim and their
Smarts may not advance beyond a d6.
© NATURAL WEAPONS: Ferran predators either possess claws,
dealing Str+d4 damage, or a bite attack, dealing Str+d6
damage.

Ferrans

% PREDATORY MoBILITY: Ferran predators may select one of the following
movement-enhancing abilities at character creation: Pace 8 (d6 running
die), +2 to Climbing rolls on all but completely sheer surfaces, or moves
at a Pace while swimming equal to his full Swimming skill in inches per
turn in normal water (round up).

Ferran Brute Racial Abilities

Ferran brutes emulate massive beasts such as bears, rhinos, or
elephants.

© BEsTIAL NATURE: Ferran brutes may select one bonus ability from the
Bestial Nature list.

& HEARTY: Ferran brutes start with a d6 in either Vigor or Strength
instead of a d4.

& LimiTen ATTRIBUTE (SMARTS): Ferrans in general are dim and their
Smarts may not advance beyond a d6.

£ MassIVE: Ferran brutes are able to wield two-handed melee weapons
with one hand and ignore the Minimum Strength requirement when
wielding melee weapons. Two-handed weapons wielded this way may
be paired with shields but may not be used with Edges that give them
multiple attacks such as Frenzy.

2 NATURAL WEAPONS: Ferran brutes either possess claws, dealing Str+d4
damage, or a gore or bite attack, dealing Str+d6 damage.

Ferran Sneak Racial Abilities

Ferran sneaks emulate small, clever animals such as foxes, mice,
or hares.
2 BEsTIAL NATURE: Ferran sneaks may select one bonus ability from the
Bestial Nature list.
< DEFENSIVE: Ferrans are extremely defensive fighters and gain +1 Parry
when unencumbered.

& LimiTen ATTRIBUTE (SMARTS): Ferrans in general are dim and their
Smarts may not advance beyond a d6.



& LitHE AND WIsSE: Sneaks start with a d6 in either Agility or Spirit
instead of a d4.

& NATURAL WEAPONs: Ferran sneaks either possess claws, dealing
Str+d4 damage, or a bite attack, dealing Str+d6 damage.

% PREDATORY MoBILITY: Ferran sneaks may select one of the following
movement-enhancing abilities at character creation: Burrowing (6”, as
per the monstrous ability), +2 to Climbing rolls on all but completely
sheer surfaces, moves at a Pace while swimming equal to his full Swim-
ming skill in inches per turn in normal water (round up), or a free d6 in
the Stealth skill.

& SMALL: Sneaks are small creatures with a Size of -1 and therefore
subtract -1 from their Toughness.

Bestial Nature
Ferrans of all types may choose one of the following racial abilities:
£ ARMOR +2: Ferrans with this ability have thick, leathery hides.
© BERSERK: Ferrans with this ability gain the Berserk Edge.
% BrRAwNY: Ferrans with this ability gain the Brawny Edge.

@ LARGE: Predators and brutes gain Size +1, giving them +1 Toughness.
Sneaks instead lose the Small racial ability.

2 Quick: Ferrans with this ability gain the Quick Edge.

& Thick Fur: Ferrans with this ability gain a +4 bonus to resist all
negative environmental effects (heat, cold, pressure, etc.).

& WoobnsMAN: Ferrans with this ability gain the Woodsman Edge.
Goreaux

Many believe that the goreaux are an offshoot of the
goblin race, and while the goreaux themselves resent
this claim enormously, most agree it is likely the case
because of their close physical resemblance. Goreaux
are remarkably unlike goblins, however, and are
among Aden’s most brilliant scientists and magic-
users.

Goreaux Racial Abilities

© DEFENSIVE: Goreaux are extremely defensive
fighters and gain +1 Parry
when unencumbered.

% HYPER-INTELLIGENT:
Goreaux start with a d6 in
Smarts instead of a d4.

£ INFRAVISION: Goreaux can see in the infrared
spectrum, halving attack penalties (round down) for
bad lighting.

© LIMITED ATTRIBUTE (STRENGTH ): A goreaux’s Strength
may not advance beyond a d6.

£ MEcHAMAGIC AFFINITY: Their close association with
mechamagic has rendered goreaux naturally resis-
tant to the Wasting. A goreaux’s Manite Threshold
is increased by 2.

& SMALL: Goreaux are small creatures with a
Size of -1 and therefore subtract -1 from their
Toughness.

Half-Elves

Despite the integrated nature of humankind and elves,
there are relatively few half-elves in Aden. Those few
who do exist do not bear any particular ill will toward or
from others despite their status as half-breeds, but there
does seem to be some natural tendency for half-elves
to avoid putting down roots. Whether this is just
their nature or a quirk of their heritage, no one
is certain.

Half-Elven Racial Abilities

Use the rules to make half-elven characters from the Savage Worlds
core rulebook, with the following addition:

& WANDERER: Half-elves start with a d6 in either Notice or Survival.
Humans

Humans are the most numerous and wide-spread of all the races of
Aden, making up the majority population in all nations of the Known
Lands. There are a wide variety of skin colors and cultural groups that
differentiate different races of humanity, but most understand that they
are more alike than they are different.

Human Racial Abilities

Use the rules to make Human characters from the Savage Worlds
core rulebook, with the following addition:

& ADAPTABLE: Humans start with a d6 in a skill of their choice.

Human

Half-EIf
Goreaux
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Jurak

The most physically powerful of Aden’s races, the jurak are an
offshoot of the orc race much as the goreaux were once part of the
goblins in ancient times. That was long ago, however, and the jurak are
a hardy, adaptable people that have earned their place in Aden’s society
time and time again. Although their physical gifts are significant, their
most prodigious strength is their ability to adapt to any given environ-
ment or situation in as little as a generation.

Jurak Racial Abilities

£ ApapTABILITY: Jurak are a diverse people, and start with a d6 in one
attribute of their choice instead of a d4.

& Low-LigHT Vision: Jurak eyes are accustomed to the dark. They
ignore attack penalties for Dim and Dark lighting.

2 No HisTory: Jurak have a -2 penalty on all Common Knowledge rolls.

% Orc BLoop: Jurak still count as orcs for the purposes of mechanical
effects and abilities that specify orcs (such as orc slayer weapons).

£+ WASTELANDER: Jurak can go for a number of days equal to twice their
Vigor without water before requiring an initial Vigor roll. After the first

Jurak

day, they only make another roll every twelve hours. They can go up
to six days without food before requiring an initial Vigor roll. After the
first day, they only make another roll once every 72 hours.

Rapacians

The reptilian rapacians are native to the vast Sundered Desert that
dominates the central portion of the Known Lands. Although they have
never found the cold to their liking, their people have spread to all other
regions of the continent, more highly concentrated in the tropical and
temperate regions. Rapacians are somewhat off-putting to other races,
and are mildly less integrated than others. Due to their close tribal
bonds, this does not bother most rapacians that much.

Rapacian Racial Abilities

# LIMBER: Rapacians are agile creatures and start with a d6 in Agility
instead of a d4.

% Low-LienT Vision: Rapacian eyes are accustomed to the dark. They
ignore attack penalties for Dim and Dark lighting.

% NATURAL WEAPONS: Rapacians possess a bite attack, dealing Str+d6
damage.

£ OuTsIDER: Rapacians are not well liked by others and receive a -2 to
their Charisma.

« RePTILIAN: Rapacians are reptilian humanoids and therefore affected
by extreme cold temperatures (or spells with cold trappings) just like
their bestial cousins. They take a -4 penalty to resist cold environmental
effects, and take an additional 1d6 damage from attacks and powers
with the cold Trapping.

© ScaLy Hibe: Rapacians’ tough hides grant them a +1 to their base
Toughness.

Rapacian



Echoes

The echoes are unique in that they exist amid the other races of the
Known Lands, but are unknown by them. The echoes are a race of
shape-shifters descended from another plane, and as a result they have
always been a very secretive people. That they require a talisman of the
dead in order to change into that dead person’s likeness is at best morbid
and at worst antithetical to several cultural beliefs in the Known Lands.

Echo Racial Abilities

% FRAGILE Bopy: Echoes have soft and delicate bodies; they suffer -1
Toughness.

& INFRAVISION: Echoes can see in the infrared spectrum, halving attack
penalties (round down) for bad lighting.

£ MALLEABLE NATURE: Echoes start with a d6 to any one attribute instead
of a d4.

& NATURAL Mimic: When using his Transient Form racial ability, the
echo becomes a perfect duplicate of the mimicked individual, mirroring
not only the individual’s appearance but personal habits and manner-
isms as well (although they do not have the subject’s memories, skills,
or any other racial or other special abilities) and gains a +2 to Persua-
sion skill rolls to impersonate the original individual.

£ TRANSIENT ForMm: Using his Smarts as his arcane skill, an echo may
alter his appearance using the disguise power, with the following
changes. This ability has an indefinite Duration and costs no Power
Points, instead suffering a penalty to the Smarts roll equal to half the
power’s usual Power Point cost (rounded down), but is subject to an
additional limitation. An echo must carry a fetish (a lock of hair, bone,
etc.) of the dead humanoid to maintain the form. An echo begins play
with one fetish, allowing him to assume the form of a relatively anony-
mous humanoid. This ability does not function if the echo is rendered
unconscious.

£ UNNERVING LOOKS: |f an echo’s
true nature is known to others,
their Charisma drops to -2.

Echo

Ilithix Exiles

The ilithix are a hive-mind race of bipedal insects native to the Wall
Mountains where they intersect with the modern nation of Kyan. They
exist in vast colonies and do the bidding of powerful queens who are
themselves beholden to the Brood Mother, the progenitor of their race.
Occasionally, and through unknown circumstances, an ilithix gains free
will and is severed from the hive, which usually makes them a target of
their former kin. Ilithix exiles are often misunderstood by other races
simply due to their scarcity.

Ilithix Exile Racial Abilities

£ ALEN Form: llithix exiles have a -2 penalty to Charisma when dealing
with other races. Armor made for ilithix carapaces costs twice as much due
to their unusual body type and the extra effort needed to make such armor.

% INFRAVISION: |lithix exiles can see in the infrared spectrum, halving
attack penalties (round down) for bad lighting.

« KeeN RerFLEXES: Ilithix exiles start with a d8 in Agility instead of a d4
and may raise it to d12+2 via normal advancement.

© SuAkY FuenT: llithix exiles have a Flying Pace of 8” and Climb -1,
as well as having -2 to Agility or Agility-based skill rolls when flying.
They also cannot fly if they are wearing any armor heavier than leather.

£ STINGER: An ilithix exile possesses a stinger that inflicts Str+d6
damage.

£ TRUE ExILE: Due to their separation from the hive mind, ilithix exiles
require two points per step to raise Spirit during character creation.

Iithix

25



26

EDGES

Background Edges

Arcane Background
Requirements: Novice, Special
See Chapter 3: Magic for available Arcane Backgrounds.

Fallen
Requirements: Novice, Smarts d6+

The Darkfall takes many names and many forms, but its most
insidious manifestation is in the hearts of normal men and women. By
circumstance or by choice, this malevolent intelligence finds root in
mortal flesh. These poor creatures are forever changed by the expe-
rience, touched by the same twisted power that created the noctur-
nals. Some of these creatures are victims of unimaginable dark magic
or powerful curses. Some intentionally brokered dark pacts with the
nocturnals and bear their twisted gifts as a mark of their debt. Others

Fallen echo

had no choice at all, but are the offspring of terrible unions between
unnatural creatures and ordinary men. These creatures are known as the
corrupted. They serve the Darkfall obediently, their wills subverted by
its malevolent power.

But some do not serve. They call themselves the fallen.

Much like the paths to corruption, the paths to freedom are equally
diverse. Some are freed by excruciating holy rituals. Some overcome
the Darkfall’s grasp upon their soul through will alone. And some are
simply set free with no explanation — their liberty as random and terri-
fying as was their servitude. The fallen look out for their own, and have
formed a loose confederation among themselves. They help one another
overcome the darkness within. And, more importantly, they hunt down
those who falter — or those who merely pretend to be free of the Dark-
fall’s control — and destroy them without mercy. This hardly spares a
fallen from the fear and hatred of his fellow men. To the rest of the
world, the fallen are indistinguishable from other corrupted, save by
their actions.

But by their actions, they shall be redeemed.

A fallen’s powers can vary wildly depending upon its origins and
stigma. One thing tends to remain constant — the fallen are masters of
destruction. Their power is complemented in various ways by their
unearthly heritage, which grants powerful abilities to these dark heroes.

Stigma: All fallen carry a stigma, a fragment of the Darkfall’s power
that is as much blessing as curse. As the Darkfall most commonly mani-
fests itself in the form of mortal nightmares, each stigma resembles
some legendary monster or primal fear shared by the people of Aden.

The horrific nature of the fallen leads others to shy away from their
presence, and they have many enemies. All fallen suffer a -2 penalty
to Charisma, and most characters are uncooperative or hostile towards
them. Less powerful fallen must rely on mundane means to hide their
true nature. In this case, making an opposed Persuasion roll versus the
target’s Notice to hide one’s stigma gains a +2 bonus to the Persuasion
roll with a proper disguise. It requires a Notice roll at —2 for someone
to see through a disguise if a specific person is being mimicked with
whom they are familiar; the penalty increases to —4 with a raise on the
Persuasion roll. If unfamiliar, the penalties are —4 and —6 with a raise,
respectively. At the GM’s option, certain particularly dramatic stigma
(such as drakes or incinerators) may be more difficult if not impossible
to disguise.

Fallen Stigma Types

A fallen’s stigma defines the nature of its dark powers. While each
stigma has an associated description, do not be afraid to build upon
these with your own ideas. So long as the stigma clearly marks the
character as fallen, players should feel free to work with their GM’s
to design a unique and memorable hero. The horror stigma is the most
common, and is the default stigma for most fallen characters.

* Befouled

The fallen draws his powers from poison and disease. His complexion
is gaunt and sickly. His flesh is riddled with discolored sores and
constantly oozes unclean fluids. He gains a +2 bonus on all Vigor rolls
against poison and disease. His saliva becomes a potent contact poison,
which he may apply to a single weapon or piece of ammunition as a
free action or spit up to Range: 3/6/12 using the Shooting skill as an
attack. Targets hit with the poison must make a Vigor roll or suffer one
level of Fatigue. This may lead to Incapacitation. Fatigue levels from
this poison automatically improve one step 24 hours after the original
poison effects were suffered. A befouled fallen can generate enough
doses of poison in a single encounter equal to half their Vigor die.

* Behemoth

A behemoth fallen is a creature of raw physical power. Behemoths’
bodies hunch from the weight of obscenely overdeveloped muscles
corded with dark, pulsing veins. This violent creature may appear slow
and dim-witted, but can often wield his power with terrifying speed and
intellect. He is never considered unarmed in combat and so is never
subject to the Unarmed Defender rule. His Strength also increases one
die step, to a maximum of d12+2.



* Horror

Of all the fallen, horrors are the most primal expressions of the Dark-
fall’s power. Their bodies have been wracked and twisted by corruption.
No two horrors are alike; the Darkfall has transformed each one into a
uniquely disfigured and horrifying creation. Pain, madness, and fear are
integral parts of their beings, and they gladly use these dark gifts against
their enemies. A horror gains the Fear monstrous ability which may be
activated as a free action once per encounter and targets her enemies,
ignoring any allies. The mental anguish she has experienced through the
Darkfall makes lesser terrors pale in comparison. She is immune to Fear
(including magical fear).

* Incinerator

These terrifying fallen are living manifestations of man’s innate fear
of fire. This stigma leaves the fallen covered head to toe in horrid burns,
and her flesh is painfully warm to the touch. When angered, the fallen’s
eyes glow like embers and release a putrid smoke. Though this fallen
has adjusted to the terrible agony caused by her stigma, she is driven to
share their pain with her enemies through the power of cleansing fire.
Her seared flesh grants +1 Toughness. In addition, she can use the bolt
power with a fire Trapping, using Smarts as her arcane skill. This ability
costs no Power Points, instead suffering a penalty to the Spirit roll equal
to half the power’s usual Power Point cost (rounded down). If she rolls
a 1 on her Spirit die (regardless of her Wild Die), she is automatically
Shaken. This can cause a wound.

* Madcap

Not all pranks are harmless. The madcap fallen is possessed by a
spirit of malicious mischief. This creature constantly fills the fallen’s
mind with images plucked from its own bizarre and inhuman sense of
humor, steering the mortal mind toward madness unless it agrees to play
vicious, sometimes fatal tricks upon others. While the madcap stigma
does not twist the flesh like most, its influence is still readily apparent.
The madcap’s face is twisted into a rictus grin. His eyes sparkle with
comic delight one moment and desperate exhaustion the next. His
unstable mental state often leads him to neglect personal hygiene,
letting his hair grow ragged and his clothes become unkempt and
disheveled. Worst of all, except when consciously trying to be quiet, the
Madcap finds it difficult not to fill the silence with a macabre, piercing
laughter. He suffers no situational penalties to Stealth rolls for running
and also gains a +2 to Stealth and Taunt rolls.

Golemoid
Requirements: Novice, Vigor d6+

Steam Reserve: A golemoid is more adept at utilizing manite
implants than most, allowing him to generate an intense personal
reserve of magical power. While many implants offer passive effects,
some are activated through the use of Steam Points. The number of
Steam Points in a golemoid’s steam reserve is equal to half of his Vigor
die plus 2. A golemoid’s steam reserve regenerates at a rate of one
Steam Point every two hours.

Steam Mastery: In addition to using Steam Points to power his
various implants, a golemoid can also spend a Steam Point to do any
of the following:

Cast the detect arcana power as an action without the need for a skill
roll to activate. The Duration may not be extended.

Release a burst of steam from his body as an action, granting the
golemoid the deflection power at -4 effect without the need for a skill
roll to activate until the beginning of his next turn.

Gain a +4 to damage for 1 round when attempting to break inanimate
objects.

Release a burst of steam from his feet as a free action, giving him
the capability to jump 2d6” horizontally or 1d6” vertically for jumping
distance for 1 round.

True Golemoid: The defining characteristic of a golemoid is his
unusually high resistance to the Wasting (described in detail else-
where in this book). At Novice Rank, a golemoid’s body is already
heavily augmented, with at least half of the original body replaced

with manite-enhanced steel and stone. Most of these implants are pros-
thetics, functionally identical to the body parts they replace, though a
few have enhanced abilities. For the purposes of all rules regarding the
Wasting and being targeted by greater healing (see Chapter 4: Tech-
nology for more), the golemoid counts as a “true golemoid.” The true
golemoid’s Impact (the amount of implants allowed before a creature
begins to show advanced symptoms of the Wasting) is determined by
the following table, rather than by their Vigor.

A golemoid’s artificial body grants him a +1 on all Vigor rolls against
poison and disease. However, even a lower Rank golemoid is immedi-
ately recognizable as a heavily augmented being and may face distrust
or derision at the hands of those who fear his kind. Unless the golemoid
is able to disguise his nature, he has a -2 to Charisma when dealing
with those who distrust golemoids. Making an opposed Persuasion
roll versus the target’s Notice to hide one’s golemoid nature gains a +2
bonus to the Persuasion roll with a proper disguise. It requires a Notice
roll at —2 for someone to see through a golemoid’s disguise if a specific
person is being mimicked with whom they are familiar; the penalty
increases to —4 with a raise on the Persuasion roll. If unfamiliar, the
penalties are —4 and —6 with a raise, respectively. At the GM’s option,
certain particularly dramatic golemoid modifications may be more diffi-
cult if not impossible to disguise. Obvious use of golemoid abilities
will also, naturally, ruin any attempt at
passing for normal.

Ferran golemoid
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Manite Implants: A golemoid begins with three minor implants (see
Chapter 4: Technology for a listing of possible implants and how new
ones may be installed). A golemoid never needs to worry about Manite
Threshold, instead using the Manite Implants table below to deter-
mine how many implants they can receive. Golemoids who exceed the
number of implants allowed suffer the effects of the Wasting as normal.

Manite Implants

Rank Minor Basic Advanced Superior
Novice 6 0 0 0
Seasoned 6 8 0 0
Veteran 6 4 2 0
Heroic 6 5 3 2
Legendary 6 6 4 3

Manite Blood

Requirements: Novice, Vigor d8+, May not have the Golemoid
Edge

This character is unusually resistant to the Wasting, allowing him
to receive more manite implants without negative effects.His Manite
Threshold is increased by 2, increasing the number of implants he may
acquire without accruing advanced symptoms of the Wasting.

Thaumaturge

Requirements: Novice, Spirit d6+

Each mortal that is born and dies leaves an indelible imprint upon
the world. Though some might cynically state that evil deeds outlive
the good, all of a mortal’s actions continue to have a rippling impact
on future generations. In many cases this effect is indirect. A scholar’s
discoveries illuminate his students. An artist’s work inspires others to
reach greater heights of expression. A carpenter’s structures shelter his
grandchildren long after he is gone.

In other cases, the resonance of one’s deeds is far more literal. Some
small part of every great (or sinister) person remains behind among the
living, a sentient memory that seeks to guide its descendants. Gener-
ally, such legendary spirits can only act indirectly, offering an occa-
sional flash of inspiration or perhaps appearing in a dream to present
cryptic advice. Most cultures have long since recognized this sense of
legendary guidance. While many react with a simple reverence for the
dead, some have explored the nature of legend even further. In such
places, those who are particularly sensitive to the vestigial echoes of
heroes long dead are recognized. This sense of spirituality is wide-
spread throughout Aden, but most prominent among the highly tradi-
tional Kurzak tribesmen of the High Steppes and the pious scholars of
the Church of All Saints.

These spirit-channelers learn to train their talent, becoming mouth-
pieces for their legendary ancestors. The most powerful of these can do
much more — they can invite these ancient shades to share their mortal
form and become something far greater than the sum of their flesh and
spirit components. With the help of legends, they become legend.

These mighty beings are known as thaumaturges.

The thaumaturge is an extremely flexible party member. Depending
on his current complement of attendant spirits, he might serve as a
frontline fighter, a competent spellcaster, or a nimble jack-of-all-trades.
So long as he maintains good relations with his spirit guides, the possi-
bilities are limitless.

Legends: A thaumaturge possesses the unique ability to commune
with legendary spirits, those strange entities that reflect the character-
istic attributes of great heroes and villains. A legend is not a ghost or an
undead of any sort. They have no true statistics (other than those which
they grant the thaumaturge) and they cannot be killed in any conven-
tional manner. They are beings of pure folklore and memory, idealized

echoes of a significant mortal legend. In many cases, a legend might
only bear a minor resemblance to the actual individual it represents.

For a legend, the manner in which a person is remembered is far
more important than reality. A man who was a vicious Killer in life,
but who was later celebrated as a hero would be embodied by a heroic
legend. An honorable general who lost a war and was branded a villain
by history would likewise be embodied by a villainous legend. A legend
might not even represent a specific person, but rather a mythological
entity or even a simple heroic ideal. To corrupt, alter, or diminish the
manner in which a legend is remembered is the only true way to change
or kill one. A thaumaturge must bond with a legend before he can draw
upon its power.

Legends are known by many different names. Depending upon
culture and historical background, legends may be better known as
ancestors, kami, loa, totems, or any number of other terms. Regardless
of what they are called, all legends can be channeled by any thauma-
turge willing to bond with them.

Legendary Spirits

These entities, also simply called legends, are the strange spirits
that give thaumaturges their power. While many of a legend’s powers
resemble magic (and are even canceled in anti-magical environments),
these beings otherwise defy definition. They are composed purely
of lore and memory — they exist as long as the tale they represent is
remembered. Legends exist both in areas directly related to their history
(such as where the relevant events took place) and in areas where they
are recorded and celebrated (such as a library or monument to their
memory).

While they sometimes appear to be intelligent beings with their own
values and personalities, legends defy definition in a number of ways.
A legend can serve multiple thaumaturges in different places for years,
and each manifestation of the same legend would have no memories of
any of the other thaumaturge’s actions.

Legends are definitely not the spirits of the dead, but the two types of
spirits are closely related. In some cases, a legend might be found only
in the grave of its representative hero — sharing territory with the hero’s
own ghost. The legend might even refuse to allow itself to be bonded
unless the ghost gives its approval. After all, who better to deem a thau-
maturge’s worthiness to embody the ideals of a particular legend than
the hero who created that legend? In some extremely rare cases, legends
have even formed from the tales of heroes who are still alive. This is
an extremely rare exception, however. These spirits seem to choose, on
some level, the heroes whom they represent. It has been posited that
the legends seem to recognize that living heroes often go on to prove
unworthy of their own legends.

Some scholars suggest that once a legend is bonded, it is simply
duplicated and recorded onto the thaumaturge’s own soul and ceases to
be a part of the whole. Others maintain that a legend does not remember
any of its actions while bonded to other thaumaturges because these
events are simply not relevant.

Whichever of these theories is the case, it is true that each bonded
legend develops a special relationship with a thaumaturge. They will
remember him even if he releases their bond and then renews it at a later
date. All legends are eager to help — but each legend has its own objec-
tives in mind and will quickly withdraw its power if the thaumaturge
appears unwilling to meet its lofty standards. Experienced thaumaturges
often find it amusing when a paladin complains about the difficulty of
his vows. A paladin, after all, must only remember his honor and live up
to a particular ideal. A thaumaturge, meanwhile, might have to juggle
the often unpredictable requirements of a half dozen legendary spirits
in the course of fulfilling his oaths.

Thaumaturges choose two Legendary Spirits when they take this
Edge and can gain new Legendary Spirits by acquiring the New
Legendary Spirit Edge. They may draw on one legends at any given
time. Switching to another legend takes five minutes of meditation. The
thaumaturge gains all of the effects and suffers all requirements of a
legend as long as it is active.



All legends have the following statistics:

Name: The legend’s name. These names are intentionally generic,
but each legend should have its own specific name and history. Players
are encouraged to invent specific names and histories for their patron
legends, and GMs are encouraged to create similar histories for later
bonded legends.

Requirements: Each legend demands that the thaumaturge live up
to its standards. These requirements can range from general behavior
requirements to specific instructions that must be followed. A legend
whose requirements are violated will withdraw and prevent the thau-
maturge from drawing upon its power until she is no longer in violation
of the legend’s standards and spends one hour in meditation appeasing
the spirit.

Effects: The abilities the legend grants will be listed here.

The Archer

Requirements: The archer will withdraw if you use a non-bow
weapon while drawing upon its legend.

Effects: The thaumaturge
gains a +1 bonus to Shooting
rolls whenever she does not
take the Aim maneuver. Her
damage with a bow is increased
by +1d8 on a raise rather than
+1d6.

The Assassin

Requirements: The thauma-
turge must conceal her face to call
upon the assassin. It will withdraw
if her mask is removed.

Effects: The thaumaturge gains
a +1 to Stealth rolls during The Last
Step (see the Stealth skill descrip-
tion). Her damage when getting the
Drop on her target is increased by an
additional +1.

The Berserker
Requirements: The berserker will with-
draw if the thaumaturge sheathes her weapon
before it has tasted blood (or, at the very least,
destroyed an enemy if her enemies are without blood).

Effects: The thaumaturge’s melee damage rolls deal +1
damage. Any time she succeeds on a Fighting roll, she ignores
1 point of wound penalties until the end of her next turn.

The Destroyer

Requirements: The destroyer will withdraw if the thauma-
turge takes a truly selfless action (helping allies is allowed since
maintaining their favor ultimately benefits her own interests).
Consciously good actions will cause the destroyer to withdraw
until she redeems herself in its eyes.

Effects: The thaumaturge gains a +1 to all attack rolls
and +2 to all damage rolls against Wild Card enemies
who have suffered at least one wound.

The Diplomat

Requirements: The diplomat will withdraw if the thau-
maturge attacks a creature that has performed no aggressive
action towards her.

Effects: The thaumaturge gains +1 Charisma and +1 to Intimi-
dation and Taunt rolls during a Test of Will.

The Gunman

Requirements: The gunman will withdraw if you use a non-firearm
weapon while drawing upon its legend.

Effects: The thaumaturge ignores penalties when opponents
have light or medium cover.

The Immortal

Requirements: None

Effects: The thaumaturge’s Toughness and Parry both increase by an
additional +1 when using the Defend maneuver.

The Magekiller

Requirements: The magekiller will withdraw if you willingly attack
an enemy other than a spellcaster when an active enemy spellcaster is
in sight.

Effects: The thaumaturge gains +1 to all attacks and damage against
spell-casting opponents. In addition, her Pace increases by 1 while
attacking a spellcaster.

The Bard

Requirements: The bard will withdraw if the thaumaturge does not
speak with her allies at least once per hour.

Effects: The thaumaturge’s current command radius is doubled.

Jurak thaumaturge
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The Protector

Requirements: The protector will withdraw if the thaumaturge
allows harm to befall an innocent without taking action to aid him,
or fail to aid a friend in danger. The protector is reasonable and does
not expect her to be everywhere at once; if she must choose between
protecting two friends, for example, it will not withdraw. However, if
she witnesses an ally under attack and does nothing, the protector will
withdraw. Consciously evil actions will cause the protector to withdraw
until the thaumaturge redeems herself in its eyes.

Effects: As long as an ally is within 1” of the thaumaturge, any
attack aimed at that ally may target the thaumaturge instead, at the
thaumaturge’s discretion. The thaumaturge receives a benny each time
she suffers a wound from such an attack. If the thaumaturge Soaks the
wound, she doesn’t get the extra benny.

The Seeker

Requirements: The seeker will withdraw if the thaumaturge is
successfully attacked by a hidden (but not an invisible) enemy more
than three times in one day.

Effects: The thaumaturge gains +1 to all Notice rolls made during
combat. Once per session, she may reroll a Notice roll without spending
a benny but she must use the new roll regardless of the original roll’s
result.

The Warrior

Requirements: The warrior relishes combat. He will withdraw if the
thaumaturge flees or backs down from a fair challenge.

Effects: When making a wild attack, the thaumaturge adds an addi-
tional +1 (+3 total) to her Fighting and resulting damage rolls, but her
Parry is reduced by an additional 1 (3 total) until the start of her next
action.

Professional Edges

Arbiter

Requirements: Novice, Smarts d6+, Fighting d6+, Investigation
d6+, Notice d6+, Streetwise d6+

The arbiter is a relentless investigator. He gets +2 to all Investigation
and Streetwise rolls. Due to the precise style of combat they’re trained
in, they may treat Smarts as the linked attribute for Fighting. This is not
retroactive, and only applies to skill increases for Advances made after

this Edge is taken.

Avrbiters swear to advance the cause of law and justice.

They have the Vow (Major) Hindrance, and must act to

uphold the law. If an arbiter breaks this oath, she gains

the Wanted (Major) Hindrance as all other arbiters
attempt to bring her to justice.

Technical Mind

Requirements:  Veteran, Smarts
Arcane Background (Thunder Scout)

All of this Thunder Scout’s signature
vehicles gain an additional bonus feature. If
she gains a new signature vehicle, it like-
wise gains any added bonus features. This
Edge can be taken multiple times.

ds+,
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Combat Edges

Cannoneer
You are a master of cannon warfare.
Requirements: Seasoned, Shooting d6+

This character reduces the Range Modifiers by 1 for Medium and
Long range when firing a cannon.

Improved Cannoneer
Requirements: Heroic, Cannoneer, Shooting d8+

As above, but the character reduces the Range Modifiers by 2 for
Medium and Long range when firing a cannon.

Poison Spit
Requirements: Novice, Rapacian, Vigor d6+

A rapacian with this Edge has developed the rare ability to gather
forth a mouthful of blinding bile and project it upon her enemies. Using
the Shooting skill, she may project a wad of vile spittle up to Range:
3/6/12 at a single target a number of times per day equal to half of
her Vigor die. Affected targets must make an Agility roll at -2 to avert
their gaze and avoid the effect (at —4 if the rapacian got a raise on the
Shooting roll). On a failure, victims are Shaken and -2 to Parry until
their next action. If the target rolls a 1 on his Agility die (regardless of
the Wild Die), he’s Shaken and fully blind until he recovers from being
Shaken. Blinded victims suffer a—6 penalty to all Trait rolls that require
vision and have their Parry reduced to 2. If the target has access to at
least a gallon of liquid, as an action after recovering from being Shaken
as usual, they may clean out their eyes to remove the blinding effects.

Ram
Requirements: Seasoned, Piloting, Driving, or Boating d6+

A character with this Edge gets a +1 to his Driving rolls when
performing the Ram vehicle maneuver.

Improved Ram
Requirements: Veteran, Piloting, Driving, or Boating d8+
As above, but the bonus increases to +2.

Shieldwarden’s Stance
Requirements: Seasoned, Fighting d8+

This stance allows the character to make a single melee attack while
taking the Defend maneuver, but not Full Defense. This attack is made
at -2, and the Fighting roll must be a normal attack (no Disarm, Wild
Attack, or other maneuvers), and may not be combined with Frenzy or
Sweep. She must be wielding a kite shield and a one-handed weapon to
take advantage of this ability.

Improved Shieldwarden’s Stance
Requirements: Veteran, Shieldwarden’s Stance

The character can make one free attack per round with her one-
handed melee weapon when any enemy adjacent to her attacks one of
her allies. This attack is made at -2, and the Fighting roll must be a
normal attack (no Disarm, Wild Attack, or other maneuvers), and may
not be combined with Frenzy or Sweep.

Weird Edges

Basic Combat Specialization
Requirements: Novice, Golemoid, Vigor d6+

When the golemoid character takes this Edge, he selects one of the
following combat specializations:

@ Steamreaver: A steamreaver golemoid is implanted with a steam-
reaver energy cell, allowing him to power a steamreaver weapon simply
by holding it. He receives a free steamreaver weapon of his choice. See

Chapter 4: Technology for more details on the special abilities associ-
ated with these weapons.

@ Gunner: The golemoid has a powerful integrated firearm mounted
in his body. This implant is mechanically identical to a pistol, scat-
tergun, or rifle. This special implanted firearm cannot be disarmed, and
can be readied, fired, and reloaded while leaving the hands free. The
golemoid can reload his weapons so long as he uses his internal stock-
pile of ammunition. The golemoid can store up to three times his Vigor
die in spare ammunition in this stockpile, and can refill this reservoir
as an action. The golemoid may store any combination of ammunition
types, but it takes an action to change types when reloading his weapon.
Magical weapon enhancements and abilities may be added to the
golem’s integrated firearm as per the normal rules for weapons. Gunner
firearms are mounted in an arm, hip, or shoulder (chosen when the
implant is created) and can be drawn or stowed with an action. While
stowed, the artillery system is difficult to detect (-2 to Notice rolls).

@ Juggernaut: This golemoid’s arms, legs, and body are reinforced
with powerful metal plates. If the juggernaut moves at his full Pace and
has moved at least 6” or more in a relatively straight line towards his
foe when attacking with a charge, he adds +4 to his damage roll with a
successful Fighting attack.

New Legendary Spirit
Requirements: Seasoned, Thaumaturge

The thaumaturge chooses another Legendary Spirit she can call on.
This Edge can be taken multiple times.

Extra Steam
Requirements: Novice, Golemoid

This golemoid has a larger steam reserve than normal. The number
of Steam Points in the golemoid’s steam reserve is increased by 2. This
Edge can be taken multiple times.

True Form
Requirements: Novice, Echo, Spirit d10+

This echo has used a particular form so much that he no longer
requires a fetish.

When using his Transient Form racial ability, he may mimic a
specific individual even without a fetish in his possession or when he is
unconscious. This must be an individual whose form he has previously
mimicked for over twenty-four hours in total; this time does not have
to be consecutive. He must have possessed an appropriate fetish at one
point for the specific individual and consumed it.

Legendary Edges

Entomancer Insect Discipline

Requirements: Legendary, Arcane Background (Entomancer),
Spirit d12+

The entomancer gains abilities focused on a certain path she chooses
to follow. She must pick one of the disciplines below and gains all
special abilities associated with it.

Once she picks a discipline, she may not change or pick another one.

@ Way of the Spider: Masteries from this discipline focus on the use
of poison. All poisons created by the entomancer become supernatu-
rally powerful. Vigor rolls resisting the entomancer’s poisoned weapons
or powers with a poison Trapping (including vermin with poisons
summoned via the summon ally power) suffer a -1 penalty. The ento-
mancer can also suffuse vermin she summons using the summon ally
power with debilitating poisons. On the same round when summoning
a vermin that possesses the Poison monstrous ability or an attack which
delivers a poisonous effect, the entomancer can choose to replace the
servant’s poison with one that lowers one of its opponents Traits, just
like the lower Trait power. The Command roll to summon the vermin
is used to determine the level of poison virulence and its target Trait.
Success generates a poison which lowers any Trait of the entomancer’s
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choice one step, a raise lowers it two steps. This ability replaces other
statistics of the poison.

& Way of the Beetle: Masteries from this discipline focus on indom-
itable toughness and defense. Vermin summoned by the entomancer
using the summon ally power gain +2 Toughness, and their Strength
and Vigor attributes are increased one die step.

@« Way of the Locust: Masteries from this discipline focus on the
use of verminous swarms to devastating effect. When the entomancer
creates swarms of insects, those swarms inflict an additional 1d4 points
of damage. The entomancer can enter a verminous swarm under her
control and be carried along with it when it moves (as if the swarm
were a mount). An entomancer moving in such a manner can fly or
burrow along with the swarm at the same Pace of the swarm, effectively
gaining the Flight or Burrowing monstrous abilities while moving with
the swarm.

& Way of the Bee: Masteries from this discipline focus upon the
power of community and interdependence. The character gains abilities
that mimic the hive mind ability of insects. The entomancer can select
a number of allies equal to half her Smarts and bond them through a
five-minute-long ritual. Until she performs the ritual again and selects
a new group of allies, she increases the Range of Touch powers to a
Range of Smarts. The entomancer knows the exact location of all allies
associated with the hive mind (and can thus target them with her powers
regardless of Stealth or concealment). She can also communicate with
any of them telepathically in two-way communication.

Living Legend
Requirements: Legendary, Thaumaturge, Spirit d12+
The thaumaturge can draw upon two legends simultaneously.

Magnum Opus

Requirements: Legendary, Steamwright, Smarts d10+

The steamwright reaches the pinnacle of technological achievement.
She may select a single invention when she gains this Edge. She gains

a +1 to Steamcraft rolls with that device and only suffers malfunctions
on a critical failure.

Perfection of Design
Requirements: Legendary, Golemoid

The golemoid is virtually indistinguishable from a true golem. He
gains the Construct monstrous ability.

Ultimate Combat Specialization

Requirements: Legendary, Basic Combat Specialization, Gole-
moid, Smarts d10+, Vigor d10+

The golemoid gains an even more enhanced version of the weapon
system chosen with their Basic Combat Specialization Edge.

@ Steamreaver: When the golemoid makes an attack with a steam-
reaver weapon, the weapon gains AP 2.

@ Gunner: The gunner may now choose to lay down suppressive fire
within Range of the weapon.

& Juggernaut: The golemoid now ignores difficult ground or rough
terrain when charging.

Alternately, a golemoid may choose another option under the Basic
Combat Specialization Edge rather than any of the above options.

Ultimate Defender

Requirements: Legendary, Improved Shieldwarden’s Stance,
Smarts d10+, Fighting d12+

The character is considered to be in his shieldwarden’s stance
at all times. She suffers only a -1 on her Fighting rolls while taking
the Defend action (the Fighting roll must still be a normal attack (no
Disarm, Wild Attack, or other maneuvers), and may not be combined
with Frenzy or Sweep) and can now make free Fighting attacks per
round against any adjacent enemies who attack her allies, but only one
such attack per enemy per round.

Uncanny Dodge
Requirements: Legendary, Seer, Smarts d10+, Spirit d10+

The seer’s visions make her impossible to surprise. Opponents can
no longer get the Drop on her and she is always considered as actively
on guard for Stealth rolls.



Magic is an incredibly pervasive force in Aden and is present in the
everyday lives of virtually all citizens. Instinctive command of arcane
forces is a gift that has existed within most races since long before
recorded history began and over the eons has been developed by careful
study and dedication into the incredibly powerful and diverse arts that
are seen in Aden today. Despite the overwhelmingly superior power
that study brings, however, the instinctive mastery that started it all
remains, and even the most uneducated of the common folk are able to
make a few simple incantations and rituals to ease their lives via simple
feats of magic.

While nearly everyone in Aden knows at least one spell, there is a
definite difference between an average citizen and a true spellcaster.
Consider it as almost akin to art. While an average person might enjoy
doodling and even be fairly adept at it, his talent pales beside a true
genius of the medium, someone with natural talent who has spent
years honing his abilities. To most, the differences between one spell-
caster and another are far too arcane (no pun intended) and technical
to comprehend. As a result, many denizens of Aden simply lump such
individuals together and commonly refer to any talented spellcaster as
a “wizard,” even though the individual in question may not particularly
care for that label.

LCoSMOLOGY OF ADEN

The concept of planes beyond the mortal realm is one that is familiar
to most citizens of Aden. The peaceful centuries of the Golden Age
allowed many prestigious magical institutions in the world, the Celes-
tial College of Aramyst chief among them, to experiment with many
different theories concerning the existence of other worlds. Reliable
means of planar travel have been known to the arcane traditions of Aden
for more than five centuries, and while relatively few have the sheer
mystical power to affect such things, it is a level of proficiency that even
the simplest apprentice can aspire to later in his career.

The concept of planes in the mind of the common citizen is, as might
be expected, a matter of great oversimplification. Nations that placed
emphasis on education, such as Aramyst and the former Columbey;,
once taught youngsters that the world of Aden was but a single room in
a large house, and that each room had different people living in it, just as
Aden had humans, elves, dwarves, and many others. The doors between
the rooms were closed and locked, but powerful wizards were able to
unlock them and walk through or bring through the beings living in
other rooms. Not everyone accepts this concept; some without knowl-
edge or experience with magic believe it to be academic nonsense, but
those who have witnessed the abilities of powerful spellcasters gener-
ally accept that there are many things beyond the ken of the average
man, and that wizards know more about such things than they do.

The exact nature of the known planes was something of a topic of
debate prior to the Darkfall and since then has become largely academic
and unimportant in the grand scheme of things. Generally, there was
agreement that the most accessible of the planes were those that were
aligned with particular aspects of the mortal world. Order, chaos, good,
and evil in varying combinations are the concepts most readily associ-
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ated with these planes. Fey creatures and animal spirits, the latter of
which are the most frequently summoned of all extraplanar creatures,
tend to be found in the more chaotic realms, while the more orderly
realms tend to have denizens largely unfamiliar to the people of Aden.
The realms of good, where they overlap with the realms of order and
chaos, are the home of glorious beings that the people of Aden know as
archons or angels, while the planes of evil are home to various devils
and demons. For reasons unknown, connections to the planes of good
have been more difficult to open since the Darkfall, and doorways to the
realms of evil have been far, far easier.

Elemental planes are also known to exist and are thought to reflect
the mortal world in a more direct manner than the aligned planes do.
Dwarves of a sort, for example, are believed to be present in different
elemental planes. The most telling evidence of how closely the
elemental planes touch upon the mortal world can be seen in the pres-
ence of the Burning Coast of Aramyst, where it is believed that the
coming of the Darkfall somehow created a region where the elemental
plane of fire overlaps with the physical world. No one who has both
the ability and knowledge to confirm this theory is believed to have
survived the Darkfall, however, and so it remains merely a theory, one
perhaps wildly inaccurate in its assumptions.

As discussed in a previous chapter, most of Aden’s cultures believe
in an idyllic afterlife, generally known as Paradise, and a punishing
oblivion now commonly referred to as Infernus. These two concepts
have become enmeshed with the theories of planar structure over the
centuries. Paradise is believed to be the most distant realm, accessible
only via death of the flesh and the ascension of the soul. Scholars and
theologians believe that the planes of order and good, the realms where
angels and their like dwell, border upon Paradise. Likewise, Infernus
cannot be reached by magic despite the incident that gave rise to the
belief in this realm, but it is bordered upon by realms of chaos and evil
and can only be truly entered by a wicked soul upon the death of its
body.

UNIQUE MAGICAL DISCIPLINES

The prevalence of magic in Aden, combined with the great length
of the Golden Age allowing individuals and organizations to pursue
the development of their own preferences, has given rise to numerous
magical disciplines that are unique to the nations of Aden. While there
are many, the most significant of these are entomancy, mechamagic,
and thaumaturgy.

Entomancy is perhaps the least practiced of Aden’s unique magical
disciplines and exists in small numbers only in the nation of Kyan.
Given that the nation’s culture and lifestyle is so intrinsically inter-
woven with the existence of insects both mundane and gigantic in size,
it is no surprise that its magic has historically involved insects in many
ways. It was not until relatively recently, however, that the Academia
Entomologia was created, specializing in the enhancement of insect-
based sorcery. Two individual disciplines within the academy have
developed. The first and by far the most common is known simply as
entomancy, from which the entire practice takes its name. By defini-
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tion, entomancy concerns the enhancement of existing insects, either
individually or in swarms. One of the most common forms of enhance-
ment entomancers grant to the objects of their study is increasing their
combat effectiveness, and these individuals are known for their prowess
in arcane circles. The second and vastly less common discipline within
entomancy is practiced only by a handful of individuals as of yet. These
arcanists call themselves insectors, primarily as a means of differenti-
ating themselves and their methods from their entomancer colleagues.

Mechamagic is unquestionably the most pervasive of Aden’s unique
magical traditions, as well as the youngest. It has existed for a rela-
tively short time, having been created, or discovered as some claim, a
few short centuries before the occurrence of the Darkfall. The fusion
of arcane magic and the power of steam technology has resulted in an
explosion of development of new technologies which have, in some
cases quite literally, changed the face of the world. Certainly, if one
were to take a citizen of Columbey from so short a time ago as a few
months prior to the Darkfall, he would doubtless fail to recognize the
current polluted wasteland that is now Urbana. Few would look upon
the horrible visage of the Sentinels, mechamagical automatons that
serve as the last, deadliest line of defense for the Thunder Trains, and
feel that mechamagic is an inherently benign and beneficial force in
the world. However, by that same token, life as it is currently known in

Faerkin
entomancer

Aden could not continue to exist without the vital trade routes reestab-
lished by the Thunder Trains themselves, the largest and most signifi-
cant mechamagical creations in the world. While the discipline has
both ardent proponents and vehement detractors, the simple fact is that
mechamagic is a power in its own right and will continue to shape the
world as the era of the Darkfall continues.

Thaumaturgy is more common than entomancy, but it is far less prac-
ticed than mechamagic. It is one of the oldest magical disciplines in
Aden and is known in virtually every culture in one form or another,
although it is much more prevalent in some than others. The practice of
thaumaturgy is tied closely to the common belief among Aden’s people
in a paradise-like afterlife where the spirits of the virtuous reside after
death. Those particularly devout in their remembrance of such spirits
long ago discovered that they were able to channel the power of said
spirits, gaining blessings related to the prowess such spirits possessed
in life. A thaumaturge might, therefore, gain great battle prowess by
channeling the spirit of a long-dead warlord, or he might perhaps gain
arcane insight by aligning himself with the spirit of a dead magister,
and so on. While thaumaturgy is practiced in literally every nation in
Aden, it is most prevalent in two very different lands: Carraway and the
High Steppes. In Carraway, the reverence of ancestor spirits is an essen-
tial part of everyday life within the Church of All Saints, the religion
of which virtually every citizen is a member. In the High Steppes, the
more primitive tribes of raiders maintain a strong oral tradition of their
past, including the deeds of their ancestors. The sacred heroes of the
Church and the vilified bandits of the Steppes are both equally effective
in lending their guidance to their adherents, much to the chagrin of their
enemies on the other side.

ARCANE BACKGROUNDS

Arcane Background (Magic) and Arcane Background (Miracles) are
the only Arcane Backgrounds allowed in Savage Thunderscape from
the Savage Worlds core rulebook. Characters with Arcane Background
(Magic) are known as wizards. Characters with the Arcane Background
(Miracles) are known as clerics. In addition, the following new Arcane
Backgrounds are also available:

Arcane Background (Entomancer)

Requirements: Novice, Spirit d6+

Arcane Skill: Command (Spirit)

Starting Power Points: 10

Starting Powers: 1 + vermin friend (also known as summon ally)

Spells: All spells they cast must have some sort of insect-like Trap-
ping to go along with the actual effects of the spell. This reflects the fact
that their abilities and powers stem from a natural and magical affinity
and focus with insect and vermin life.

Vermin Empathy: An entomancer has the ability to naturally calm
and influence insects using her Spirit attribute, in a manner similar to
that of the way the Persuasion skill is used when encountering sentient
Extras. The entomancer may use her Spirit (modified by her Charisma)
when determining the initial reaction of any insect or insect-like Extra
or swarm of Extras. Predatory or aggressive insects are usually Hostile,
but a successful Spirit roll changes their attitude to Neutral and for every
raise on the Spirit roll, the insect’s reaction improves the attitude one
step, up to a maximum of Helpful. On a successful Spirit roll, they will
not attack unless provoked or directed to do so in some manner (this
requires a Helpful attitude). This ability has a Range of Smarts. Taking
command of vermin under control of another entomancer requires an
opposed Spirit roll.

Unhived: When an entomancer rolls a 1 on her Command die, she
loses control of any insects she was commanding through Vermin
Empathy. Any insects that were under her control again become Hostile.



Arcane Background (Mechamage)

Requirements: Novice, Smarts d6+, Repair d8+
Arcane Skill: Golemancy (Smarts)

Starting Power Points: 5

Starting Powers: 2

Golem Minion: The mechamage is a prodigy in the art of gole-
mancy. He receives a golem minion when becoming a mechamage
(either a corpse golem, doll golem, metal golem or rock golem). This
minion is treated as an Extra (not a Wild Card) and the mechamage may
use the Beast Bond Edge and any Leadership Edges with his golem
minion. This minion could represent a gift from the mechamage’s
teacher, a family protector, or a remarkably successful early creation
by the mechamage himself. The mechamage can give basic commands
(“Attack that ilithix,” “Carry that box”) as a free action, but the golem
can only understand and carry out one command per round.

If the mechamage wishes to replace his golem minion (either because
the old one was destroyed or merely because he desires a different one),
he must perform a ritual requiring 24 hours of uninterrupted labor,
in which he prepares the new golem’s body and enchants it with
powerful magic. He requires access to appropriate tools and
materials worth 200 gold, as well as complete seclusion during
this time. At the end of the ritual, the mechamage creates a
new golem minion of the appropriate Rank and any former
golem minions become inert.

If the former minion’s body is still intact, the
mechamage may perform this ritual
again to reactivate it as his minion.
This requires the same amount of
time, but no gold cost. If a golem
minion is destroyed, but most
of its body remains intact, the
GM may waive up to half of
the cost of creating a new golem
minion of the same type so long as
the old golem minion’s remains are
recovered.

Tinkering: Mechamages
are skilled at repairing broken
constructs and magical items.
Mechamages can use the Repair
skill to fix golems, constructs, and
other magical devices.

Backlash: When a mechamage
rolls a 1 on his Golemancy roll
(regardless of his Wild Die), he is
automatically Shaken. This can cause
awound.

Goreaux
mechamage
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Human-seer

Arcane Background (Seer)

Requirements: Novice, Spirit d6+

Arcane SKill: Prophecy (Spirit)

Starting Power Points: 10

Starting Powers: 1 + detect/conceal arcana

There was a time when the holy order known as the seers stood
among the most revered and beloved figures in Aden. Those born
with the gift of prophecy were quickly adopted by the order (who, as
prophets, were extremely good at finding such individuals) and given
both a formal education and a moderate level of military training. This
continent-wide order dedicated themselves to protecting the future of
Aden against all evils, and helped usher in a golden age of peace.

Their unique ability to predict the future naturally led others to look
to the seers for guidance. While it would have been easy for the seers to
profit from their talents, they instead used their gifts for the benefit of
all. They became counselors, spiritual advisors, philosophers, and reli-
gious leaders. This level of humility only led the people of Aden to love
them all the more. And so it came as a shock to everyone when the seer
order was destroyed. The Darkfall rose from the collective nightmares
of mankind and, within a single night, assassinated every known seer.
This tragedy struck the people of Aden to their core. If even the seers
were vulnerable to the Darkfall, what chance would they have? Had
they been wrong to rely upon the seers all this time?

To put things simply — why didn’t the seers see this coming?

In fact, they did — but not soon enough. Those seers who recognized
the warnings also recognized that the Darkfall had moved subtly, care-
fully, making certain that those whose vision could not be clouded were
moved into secluded positions, removed from positions of influence
within the order. If the remaining seers wished to survive there was
only one thing they could do - run. They were forced to flee and bide
their time until they knew how to truly fight their mysterious enemy.
The seers allowed the world to think they were extinct, and the Darkfall
encouraged its minions to perpetuate the ruse. Isolated from those they
were meant to guide, the seers were no longer a threat. In the meantime,
the nocturnals continue to hunt the surviving seers, killing them without
mercy whenever they can.

Though they are few in number, the seers continue their hidden war
against the Darkfall. They live in hidden cells, rarely contacting one
another, constantly aware that their mysterious power to glimpse the
future has earned them the most powerful enemy in all of Aden. This
realization has forced them to be careful, to prepare for anything, and to
always watch their backs. They have transformed from an intellectual

order of philosophers into a hardened secret society of grim
survivors. These days, a seer doesn’t survive long in
Aden unless she keeps her eyes open.

The seer is a tough, self-reliant

character, but her true strength lies in

numbers. It is somewhat ironic that an indi-

vidual who grants such powerful guidance to others has such tremen-

dous difficulty trusting strangers. When the rare seer dares to step forth

from seclusion and join an adventuring party, her ability to buff her
allies and weaken her enemies becomes swiftly apparent.

Aura Reading: The seer is an innately perceptive individual and a
keen judge of character. She gains a +1 bonus to Notice rolls to discern
lies or misdirection.

Blinding Sight: When a seer rolls a 1 on her Prophecy die (regard-
less of her Wild Die), she must make a successful Vigor roll or be
blinded (blinded seers suffer a —6 penalty to all Trait rolls that require
vision and have their Parry reduced to 2). She may roll a new Vigor roll
as an action each round to attempt to regain her vision.



Arcane Background (Steamwright)

Requirements: Novice, Smarts d6+, Repair d6+
Arcane SKkill: Steamcraft (Smarts)

Starting Power Points: 10

Starting Powers: 1

Aden may be a land of powerful magic,
but magic is not the only power that exists.
In recent generations, the power of tech-
nology has increased exponentially. While
part of this can be attributed to mechamagic
serving as a catalyst for certain breakthroughs,
the genius of Aden’s many scientists and engineers
should not be underestimated. The world marches
ever into the future, and the steamwrights lead the
charge. These brave men and women shine the light
of knowledge into all corners of the world. Their
discoveries are often dangerous. Their experiments
sometimes lead them into the heart of peril. And their
accomplishments earn them no end of enemies eager to
steal their discoveries and exploit them to their own ends.
The steamwrights do not let such challenges daunt them in
their search for truth. A true engineer, however, prepares for
everything. And if you do happen to invent a steam-driven
pneumatic turret system, is there any real sense in charging into
danger without it?

The steamwright is a natural explorer, and as such is a natural
fit for any adventuring party. While the other party members may
venture into the deep to fight evil or gather treasure, the steam-
wright may consider it merely to be a specimen hunt or a field
test. Her great skill at crafting items both mundane and extraordinary
can be a great benefit to her allies. Her unmatched ability at using her
inventions to wreak havoc will wreak fear among her enemies.

Invention: A steamwright uses powers through inventions,
similar to Arcane Background (Weird Science) in the Savage
Worlds core rulebook. All rules for Weird Science apply to
Steamcraft as well and Steamcraft may be substituted for any
requirements based on Weird Science, including those of Edges
such as Gadgeteer and Mr. Fix It. Steamwright inventions suffer
malfunctions similar to Weird Science inventions as well.

Engineering: A steamwright’s mastery of technology extends not
only to her personal inventions, but to all manner of lesser creations
as well. She adds +1 to all Knowledge (Engineering) and Repair rolls.

Rapacian
steamwright
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Arcane Background (Thunder Scout)

Requirements: Novice, Smarts d6+, Boating, Driving or Piloting d6+
Arcane SKill: Casting (Smarts)

Starting Power Points: 5

Starting Powers: 1

If one were to name Aden’s greatest technological achievements in
the last century, the Thunder Trains would almost certainly be at the
top of the list. These colossal moving fortresses boldly steam across
the lands of Aden, undaunted by monsters, bandits, and wilderness. Yet
it was not always so. The Thunder Trains may be powerful vehicles,
but they require solid and stable terrain. Thus, each follows a carefully
charted trail, carefully avoiding lands that are too marshy or moun-
tainous for travel. These Thunder Trails were no accident — each was
carefully and painstakingly scouted and, when there were no ftrails,
forged through the wilderness by teams of steadfast engineers.

During this great endeavor, the Thunder Scouts first rose to fame.
They started as mere mercenaries, granted simple steam-powered vehi-
cles by the Urbanan mechamages to help protect them in their duties.
These brave men and women were the first into the wilderness, blazing

Dwarven

Thunder Scout

hidden trails for the coming Thunder Trains. They were the first to
brave lands now plagued by nocturnals and other dangers, seeking the
hidden paths. They protected the laborers; they served as messengers,
hunters, mechanics, and soldiers in a battle to unite the terrified lands
of Aden once more. The Thunder Scout name has become synonymous
with tough, hardy individualism and a refusal to surrender no matter
the odds.

Though the Thunder Trails are now largely complete, Thunder
Scouts can still be found throughout Aden and are no longer associ-
ated solely with the nation of Urbana. Many a simple farmer’s son or
daughter has spent his savings on a cheap steampowered cycle and
ventured forth into the wild, following the siren song of these romanti-
cized heroes. They are wanderers. They are explorers. They are adven-
turers and heroes.

They are the Thunder Scouts.

The Thunder Scout is an extremely versatile member of any adven-
turing party. Her customized vehicle allows her to serve as a forward
lookout, party transportation, or a mobile battle artillery platform. Her
mix of skills and combat savvy make her a valuable asset, both in the
wilderness and in urban settings and, while not quite in the league of a
mechamage or steamwright, her mechanical skills can be quite useful
in emergency situations.

Signature Vehicle: At Novice Rank, the
Thunder Scout forms a bond with a signature
mechamagical vehicle (player’s choice of a sea
star, steamwagon, or thunder cycle). Though
this vehicle is not a living being like a knight’s
mount or a wizard’s familiar, there is nonetheless an
undeniable rapport between pilot and machine. When
acting as one, both the vehicle and the pilot are capable of
extraordinary feats neither could accomplish with another pilot
or vehicle.

If the Thunder Scout’s signature vehicle is lost, destroyed, or she
merely decides she wants a different one, she must acquire a new
vehicle and perform rigorous maintenance upon it. The total mainte-
nance time must be twenty-four hours, though this time need not be

consecutive. She requires access to an engineer’s toolkit and a
safe, quiet place where she can perform this maintenance in
solitude. This process also requires custom parts worth 200
gold, though the Thunder Scout can save some of this
cost (up to 10%) by creating the parts in advance by
making a successful Knowledge (Engineering)

skill. At the end of this preparation process, all

additional bonus features that were granted

to the Thunder Scout’s previous signa-

ture vehicle (consisting of all

additional benefits granted above

the standard ones possessed by

typical vehicles as described

on the Vehicle Table in

Chapter 4: Technology)

permanently cease to

function and the vehicle

no longer counts as her

signature vehicle. The

new vehicle gains new

bonus abilities equiva-

lent in number to the

previous signature



vehicle (although they do not need to be ones from the previous vehicle
and may be defined by the Thunder Scout) and is now the Thunder
Scout’s signature vehicle.

A Thunder Scout must spend at least one hour per day performing
maintenance upon her signature vehicle. If she fails to do so, any bene-
fits conferred by the bonus features do not function until she performs
this maintenance. Daily maintenance can be performed simultaneously
with any other maintenance or repairs the vehicle requires. If anyone
other than the Thunder Scout pilots or drives the Thunder Scout’s signa-
ture vehicle for more than one minute or performs repairs taking at least
that amount of time without the Thunder Scout’s aid, the vehicle loses
all bonus features just as if the Thunder Scout had failed to perform its
daily maintenance. A Thunder Scout knows the intricacies of her signa-
ture vehicle like none other. Though these machines are not always built
by the Thunder Scouts, they are, without exception, heavily modified.
Even master steamwrights sometimes marvel at the strange custom-
izations thunder scouts enact upon their vehicles. They are rife with
mechanical innovations that boggle the mind, and in many cases simply
should not work at all. Except that they do — but only when piloted by
their master’s hand. See the \ehicles section in Chapter 4: Technology
for more information on vehicles.

Bonus Features: Signature vehicles gain two bonus vehicle
features in addition to the standard features listed in the Vehicle Table
in Chapter 4: Technology. These are customizable add-ons that can
increase the defense, offense, or utility of a vehicle. These bonus
features are added when the Thunder Scout forms a bond with their
vehicle. Switching out bonus features requires a new bonding ritual,
as though the Thunder Scout were bonding with a new vehicle. These
features rely entirely on the Thunder Scout’s personal modifications,
and thus completely cease to function if the vehicle ceases to be the
Thunder Scout’s signature vehicle. Additional bonus features may be
obtained by taking the Technical Mind Edge. These bonus features
allow the Thunder Scout to exceed the Maximum Weapons/Features
limitations on their signature vehicles.

Personal Touch: All signature vehicles are visibly personalized to
their owner’s tastes, and all Thunder Scouts take some precautionary
measures to protect their investment. Any Driving, Boating, or Piloting
rolls made by other characters attempting to operate the Thunder
Scout’s vehicle are made at -2.

Vehicle Features: The following are bonus features which can be
added to a signature vehicle; unless stated in the bonus feature descrip-
tion, each bonus feature may only be taken once per signature vehicle.
Many standard vehicles already include some of these as standard
features. Vehicles have already had the benefits and penalties of stan-
dard features calculated into their base statistics. Standard features
ignore all prerequisites. See the Vehicle Section in Chapter 4: Tech-
nology for more details on standard vehicles.

& All-Terrain: These vehicles treat each inch of difficult or rough
terrain as 1.5 (instead of 2).

& Amphibious: The vehicle can travel on both land and water. If it is
normally a land vehicle, its Acc/Top Speed in water is halved, and vice
versa. If two feature slots are spent on this feature, the vehicle’s speed
is the same on both land and water.

& Armor (Light): The vehicle gains +1 Armor.

# Armor (Medium): A vehicle must have the Light Armor feature
before it can have the Medium Armor feature. This increases the Armor
bonus to +3. Medium Armor reduces the vehicle’s Top Speed by 2.

& Armor (Heavy): The vehicle has Heavy Armor if it did not already.
Only weapons marked as Heavy Weapons can hurt this vehicle, regard-
less of the damage roll. Vehicles with Heavy Armor halve damage they
take from colliding with other obstacles (including vehicles) that don’t
have Heavy Armor. Also, vehicles with Heavy Armor add their Armor
rating as an AP value to their damage during collisions. A vehicle must
have the Medium Armor feature before it can have the Heavy Armor
feature. Heavy Armor even further reduces the vehicle’s overall Top
Speed by 2 (minimum of 1).

& Emergency Booster: The vehicle’s engine is equipped with an
emergency speed booster. This booster must be pre-loaded with a pint
of oil to function, a process which requires a full round action. The pilot
may then activate the emergency booster. The vehicle’s Acceleration
and Top Speed are doubled for 3 rounds, but the vehicle must move
at least its full normal movement and the Thunder Scout receives -2
to his Boating, Driving, or Piloting skill rolls for this entire time, in
addition to any other handling penalties for high speed. Using the emer-
gency booster consumes the oil. The booster can only hold one pint
of oil at a time. If the Thunder Scout uses an emergency booster more
than once an hour it results in an immediate mechanical failure. The
Thunder Scout must immediately make a successful Boating, Driving,
or Piloting roll or roll on the \Vehicle Critical Hits table in the Savage
Worlds core rulebook if he fails.

@ Finely-Tuned Engine: The vehicle’s ability to speed up is altered
— the Acceleration is increased by 2.

& Gravity Pistons: Powerful pistons are mounted within the roof
and sides of the vehicle. If the vehicle is upended, the pilot can acti-
vate these pistons as an action, causing the vehicle to immediately flip
over back onto its wheels. (This feature is also available for water-based
vehicles, but acts as high-powered jets rather than pistons.)

& Hardened Chassis: The vehicle is designed to execute ram
attacks, and halves all collision damage to itself when performing a Ram
maneuver. This stacks with the effects of the Impact Resistant feature; a
vehicle with both features allows its occupants to take only one quarter
the normal collision damage when performing a Ram maneuver. The
Hardened Chassis damage reduction for occupants does not stack with
the effects of a safety harness (see the Savage Worlds core rulebook).
A Hardened Chassis does not affect other forms of collision damage
(including damage taken when rammed by another vehicle).

@ |lluminators: A pair of bright magical lights is mounted on the
vehicle. These give off normal light in a cone template in front of the
vehicle. These draw upon the same mechamagical power source that
fuels the vehicle, allowing them to give off light as long as the vehicle’s
engine is powered. The pilot can light or douse these illuminators at
will. This bonus feature may be taken an additional time, which allows
the illuminators to cast light in all directions.

¢ Impact Resistant: The interior cabin of the vehicle is braced
against collision. All occupants take half damage from collisions (the
occupants roll one half of the damage dice, rounded down). If the occu-
pants have a safety harness on (see the Savage Worlds core rulebook),
these effects stack with these protective measures and the occupants roll
one quarter of the damage dice (round down).

@ Reloader: This feature must be applied to a specific vehicle
weapon. The reloader reduces the number of actions which it takes to
reload its associated weapon by one. This bonus feature may not be
applied to gunner tripods.

& Reversible: A vehicle with this feature is uniquely designed such
that it can move forward or reverse at no speed penalty and the driver
suffers no Boating, Driving or Piloting penalties for moving in reverse,
as he is able to switch his directional facing within the vehicle as a free
action.

@ Sidecar: This feature is unique to thunder cycles. The vehicle has
been outfitted with a wheeled pod on one side, allowing the thunder
cycle to carry one additional passenger and one additional weapon. The
sidecar passenger serves as the gunner for this vehicular weapon (GM
discretion as to types of weapons which may be mounted and any asso-
ciated movement penalties for such mounted weapons).

& Smooth Ride: This vehicle is designed to absorb shock and
discomfort that might otherwise disturb its passengers. Any unstable
platform penalties affecting any fine physical skills such as Fighting
and Shooting are reduced by 1.

& Tempered Hull: A vehicle with this feature has been treated to
instill resistance against the elements. It gains an additional +2 Armor
against all energy-based and magical attacks (this stacks with any armor
the vehicle currently has).
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SPELLS & POWERS

Different Arcane Backgrounds have access to different powers in
Savage Thunderscape, and the table on the previous page conveniently
lists all the allowed spells by Background. Powers with & are new to
this book. Each power’s description below also lists typical Trappings
or limitations to the powers, based on the Arcane Background.

Animate Vehicle &
Rank: Veteran
Power Points: 6
Range: Smarts x2
Duration: 1 Minute (3/Minute)

This power allows the Thunder Scout to give their signature vehicle
rudimentary intelligence. For the duration of this spell, the vehicle
functions as if it were an Extra. The character can command the
animated vehicle in the same manner that a mechamage commands a
golem minion. The vehicle benefits from the Thunder Scout’s appro-
priate Edges and Hindrances (such as Ace or Bad Eyes) as if they were
piloting it. An animated vehicle is capable of piloting itself and oper-
ating all of its vehicle weapons as it uses the Thunder Scout’s Fighting
and Shooting skills. The vehicle acts on the Thunder Scout’s turn and, if
issued no other instructions, simply acts to protect its master in the same
manner as a golem minion.

Thunder Scout: The vehicle begins to move on its own, with the
controls manipulated by unseen hands.

All others: Not available.

Armor
Cleric: Holy light glitters over the target’s skin.
Entomancer: The target grows a thin layer of protective chitin.
Steamwright: Powered armor, kinetic energy shield.
All others: Not available.

Banish
Cleric: The caster’s faith drives away the creature.

Seer: The seer is able to see the target’s plane of existence in his
mind and speaks the target’s name with powerful intent, sending it
away.

All others: Not available.

Barrier
Cleric: Solid symbols of the cleric’s faith.
Entomancer: Massed swarms of hardy beetles
Mechamage: Metal walls

Seer: The seer is able to view the target’s physical state at an atomic
level and speaks the target’s name with powerful intent, creating a force
barrier.

Wizard: Rocks rising from the ground.
All others: Not available.

Beast Friend
Entomancer: Insects and other vermin only.
Seer: The seer gets into the target’s mind.
Thunder Scout: No visible effect.
All others: Not available.

Blast
Steamwright: Grenade.
Wizard: Ball of fire.
All others: Not available.

Blind
Cleric: Darkness clinging to the eyes.
Seer: The target’s eyes go milky white.
Steamwright: Extremely bright light, called flash gun.
All others: Not available.

Bolt
Steamwright: Energy gun.
Wizard: Shards of elemental energy.
All others: Not available.

Boost/Lower Trait
Cleric: Cleric gives a blessing or curses the target.

Entomancer: Insects bite the target, releasing debilitating toxins or
invigorating pheromones.

Mechamage: Affects constructs only, called empower golem.
Seer: Bends fate to aid or hinder the target.

Steamwright: A set of alchemical potions to affect the target.
Thunder Scout: Self only, called pilot’s guile.

Wizard: Not available.

Burrow

Entomancer: The entomancer’s appearance takes on ant-like
features.

Mechamage: Arcane energies push the earth aside.
Steamwright: Digging machine.

Thunder Scout: Self only (no additional targets), called penetrating
drill.

Wizard: Arcane energies push the earth aside.
All others: Not available.

Burst
Steamwright: Flamethrower.
Wizard: A shower of arcane energy.
All others: Not available.

Confusion
Entomancer: Swarming flies distract the enemy.
Seer: The seer speaks strange, beguiling words.

Steamwright: A subsonic noise generator disrupts the target’s inner
ear, called balance inhibitor.

Wizard: Swirling lights appear in front of the target.
All others: Not available.

Damage Field

Entomancer: Deadly swarm of insects surrounds the caster, called
swarmor.

Wizard: Knives of fire surround the wizard.
All others: Not available.

Darksight
Cleric: Eyes glow in the colors of the cleric’s order.
Entomancer: Entomancer’s eyes become faceted.
Seer: No visible effect.
Steamwright: Night vision goggles.
Thunder Scout: No visible effect.
All others: Not available.
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Deflection
Cleric: No visible effect.
Mechamage: Invisible hands turn away attacks.

Seer: Breezes arise at the wrong moment, attackers slip, all apparent
coincidences protecting the target.

Wizard: Invisible hands turn away attacks.
All others: Not available.

Detect/Conceal Arcana
Cleric: No visible effect.

Entomancer: Ghostly antennae appear on the entomancer’s fore-
head.

Mechamage: No visible effect.
Seer: No visible effect.

Steamwright: Detect only; a pair of magical goggles shows the
caster auras.

Thunder Scout: Not available.
Wizard: No visible effect.

Direct Golem
Rank: Veteran
Power Points: 3
Range: 12" or special
Duration: 1 hour (1/hour)

This power confers a telepathic link between the mechamage and
the targeted construct. The character becomes aware of the construct’s
general location and condition. The construct can inform the character
of events it has witnessed (though depending on the intelligence level
of the construct, this information may be vague at best). The character
may use this connection to issue commands to the construct as if they
were present. When cast upon the character’s golem minion, the Range
of this spell is unlimited so long as the golem minion is on the same
plane.

Mechamage: No visible effect.
All others: Not available.

Disguise

Entomancer: The entomancer’s skin shrivels away, molting to leave
a new visage in her place.

Mechamage: The caster’s form shimmers, replaced by a new face.

Seer: The seer implants the image of another person in the minds of
those around her.

Wizard: The caster’s form shimmers, replaced by a new face.
All others: Not available.

Dispel
Cleric: The cleric calls on his faith to break the spell.
Mechamage: A counterspell disrupts the magic.
Seer: No visible effect.
Wizard: A counterspell disrupts the magic.
All others: Not available.

Divination

Seer: The seer’s third eye opens and she gets a glimpse of
the patterns of fate.

All others: Not available.

Drain Power Points
Entomancer: Spectral mosquitos surround the target.
Steamwright: A pistol that fires darts of magic-dulling poison.
All others: Not available.

Elemental Manipulation
Wizard: The wizard gestures and the elements respond.
All others: Not available.

Entangle

Cleric: The cleric encourages plants to grow and wrap around the
legs of the target.

Entomancer: Spider webs form all over the target.

Steamwright: The steamwright throws a ball that explodes into a
tangle of wires and cables, called entanglement sphere.

All others: Not available.

Environmental Protection
Cleric: The cleric draws a protective rune on the target’s forehead.
Steamwright: Personal protective gear.

Thunder Scout: Imbues a pair of goggles with magic that protects
the wearer.

All others: Not available.



Farsight

Mechamage: A pair of glass lenses appears in front of the recipi-
ent’s eyes.

Seer: The seer touches the target’s eyes, enhancing their vision.
Steamwright: Binoculars.

Thunder Scout: The Thunder Scout shades her eyes.

Wizard: The target’s eyes glow.

All others: Not available.

Farspeech &
Rank: Seasoned
Power Points: 2
Range: Special
Duration: 1 hour (1/hour)

Farspeech allows a character and their allies to communicate over
vast distances. When casting this power, the caster touches up to five
small tokens. For the duration of the power, anything spoken into one
object will emanate from the others so long as they are all within five
miles of each other.

Entomancer: The entomancer imbues inch-long insects (beetles,
cockroaches, etc.) with this power.

Seer: The seer uses tiles on which she writes the names of the people
with whom she intends to speak.

Steamwright: A set of communication devices.
All others: Not available.

Fear
Entomancer: The target is covered in crawling insects.
Seer: A vision of the target’s worst fear.
Wizard: An illusion of a terrifying spectre.
All others: Not available.

Fly
Entomancer: A pair of insect’s wings grows from the target’s back.
Mechamage: Metal wings.
Steamwright: Steam-powered jetpack.
Wizard: Gusts of wind hold the target aloft.
All others: Not available.

Golembreath &
Rank: Veteran
Power Points: 5
Range: Touch (Golem Minion)
Duration: One hour (1/hour)

This power gives the mechamage’s golem minion a breath weapon
which mimics the burst power. This power ends once the golem uses
the breath weapon or the Duration runs out. The nature of the golem
breath depends upon the type of golem minion it is cast upon. When
the breath weapon is used, place the thin end of the Cone Template at
the golem minion’s front. Targets within the template may make Agility
rolls versus the caster’s Golemancy roll to avoid the effects.

@ Corpse golem: The golem vomits a cone of burning, corrosive
breath; the attack gains the Acid Corrosion and Burn Trappings.

% Doll golem: The golem exhales a cloud of swirling nightmare
breath. Instead of doing damage, the burst creates the effect of the
obscure power with a Necromantic Fear Trapping in a Large Burst
Template centered on the wide end of the Cone Template and lasting
for 3 rounds. The doll golem can see normally in this darkness cloud.

& Metal golem: The golem spits a cloud of swirling poisonous
breath in a Small Burst Template centered on the wide end of the Cone
Template and lasting for 1 round. In addition to the damage effect from

the burst, this poison is Venomous (see Hazards in the Savage Worlds
core rulebook) and affects all who come in contact with the poisonous
cloud.

% Rock golem: The golem breathes a cloud of paralytic magic in a
Medium Burst Template centered on the wide end of the Cone Template
and lasting for 1 round. Any living creature within the cloud must make
a Vigor roll or suffer the effects of a magical paralysis effect (similar
to the effects of a Paralysis poison; see Hazards in the Savage Worlds
core rulebook).

Mechamage: A rune inscribed on the golem minion’s forehead.
All others: Not available.

Greater Healing

Note: The greater healing power is limited to only affecting living
creatures. Constructs, golems, and undead are not affected by the
power. See the section of Golemoids & Greater Healing in Chapter 4:
Technology for more details.

Cleric: Laying on hands.
All others: Not available.

Growth/Shrink
Cleric: Uses words of power.
Entomancer: Shrink only, called vermin size.
Mechamage: Only affects the mechamage’s golem minion.
Wizard: Throws a pinch of powdered iron at the target.
All others: Not available.

Havoc
Steamwright: Repulsion Grenades.
Wizard: Summons a whirlwind.
All others: Not available.

Healing

Note: The healing power is limited to only affecting living creatures.
Constructs, golems, and undead are not affected by the power.

Cleric: Laying on hands.

Entomancer: Insects swarm the target, closing sounds and sealing
them with sterilizing secretions.

Mechamage: Only affects golems, called repair golem.

Seer: The seer closes her eyes and envisions the target whole again.

All others: Not available.

Helldriver
Rank: Veteran
Power Points: 6
Range: 6”
Duration: One hour (1/hour)

This spell summons a shimmering spectral steamwagon, piloted
by a faceless, shadowy pilot. This vehicle has the same statistics as a
normal steamwagon, but only has 2 wound levels for the purposes of
taking damage (after taking its third wound, it is automatically wrecked
and the driver must make a Driving roll or go out of control) and has
a perpetual engine. No one other than the ghostly pilot can drive the
vehicle (Driving d8), though he does so as you command. The pilot is
inseparable from the vehicle and is considered a part of the steamwagon
for all intents and purposes. As the vehicle is slightly out of phase with
this reality, the steamwagon and its passengers are considered to have
Medium cover at all times.

Mechamage: A schematic of the steamwagon is drawn on the
ground where it will appear.

Thunder Scout: The Thunder Scout throws a handful of bolts and
motor oil on the ground.

All others: Not available.
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Intangibility

Entomancer: The entomancer becomes a swarm of miniscule gnats.
Unlike swarm form, the entomancer cannot attack or take any actions
while using this power. The entomancer can fit through the tiniest
cracks in an object, but cannot actually pass through solid matter.

Mechamage: The mechamage takes on a ghostly form.
Seer: The seer is no longer quite part of the material world.
Wizard: The wizard takes on a ghostly form.

All others: Not available.

Invisibility
Cleric: The cleric gives a blessing that wards off sight.
Seer: The seer clouds the minds of those around her.
Thunder Scout: The Thunder Scout blends into her surroundings.
All others: Not available.

Light/Obscure
Cleric: A blessing of light or a curse of darkness.
Seer: Light focuses on the area round the target or bends away.

Steamwright: A powerful steam-powered lantern or a set of smoke
grenades.

Thunder Scout: Obscure only. The Thunder Scout creates a very
small dust storm around herself.

All others: Not available.

Mind Reading

Entomancer: A small insect burrows into the target’s skull and
sends thoughts back to the entomancer.

Seer: No visible effect.
All others: Not available.

Paralysis &
Rank: Novice
Power Points: 2
Range: Smarts
Duration: 3 (1/round)

Paralysis allows a character to freeze enemies in place. This is an
opposed roll against the target’s Vigor. On a success, the target’s Pace is
reduced to 0. On a raise, the target can take no actions.

Entomancer: Stinging insects inject a paralyzing poison.
Steamwright: An electric shock device.
All others: Not available.

Psychometry &
Rank: Novice
Power Points: 3
Range: Touch
Duration: 3 (1/round)

The seer is able to handle an object and catch some glimpses of
its history as well as those who owned it. They may ask one question
per round during the power’s duration. Some examples are: “What

are you?” “Who created you?” “Who owned you?” (It will answer in
order from its most recent owner backwards, one owner per question.)
“What is your purpose?” “What are you made out of?” and other simple
queries. The object answers in glimpses of the past, not words, so the
resulting answers may only lead to more questions.

Seer: The seer touches the object and closes her eyes.
All others: Not available.

Pummel
Steamwright: Seismic shock cannon.
Thunder Scout: A powerful shout of defiance that knocks enemies back.
Wizard: Powerful winds issuing from the wizard’s hands.
All others: Not available.

Puppet

Entomancer: Maggots dig into the target’s skull and attempt to take
over his actions.

Wizard: Strings of energy connect the wizard’s fingers to the target’s
limbs.

All others: Not available.

Quickness
Cleric: A blessing of speed.
Seer: No visible effect.
All others: Not available.

Repair Vehicle
Rank: Novice
Power Points: 2
Range: Touch
Duration: Instantaneous

This power allows the caster to repair one wound level on a vehicle,
or two on a raise.

Mechamage: Laying hands against the vehicle’s chassis.
Thunder Scout: Laying hands against the vehicle’s chassis.
All others: Not available.

Retribution
Rank: Novice
Power Points: 5
Range: Spirit
Duration: Instantaneous

This power may only be cast after an enemy creature within Range
rolls a raise on a Fighting, Shooting, or Throwing roll against one of
your allies. Your ally’s next attack or arcane skill roll against that enemy
is automatically successful with a raise. This roll must be made before
the end of your ally’s next turn or the effect ends.

Cleric: A blessing of justice.

Seer: A vision of a set of scales balancing briefly appears in the
target’s mind.

All others: Not available.



Shape Change

Entomancer: Insect forms only, called verminform. See the
following table for possible insect forms.

Wizard: The wizard throws a pinch of animal hair over the target.
Uses the Shape Change table in the Savage Worlds core rulebook.

All others: Not available.

Verminform
Cost Rank Insect Form
3 Novice Giant Ant
4 Seasoned Giant Spider
5 Veteran Giant Scorpion
6 Heroic Giant Wasp
7 Legendary Giant Mantis
Slick @

Rank: Novice

Power Points: 3

Range: 12”

Duration: 3 rounds (1/minute)

This power fills a Medium Burst Template with a viscous, slippery
substance. Those within the MBT must make an Agility roll to avoid
the effects (at —2 if the caster got a raise on their arcane skill roll);
failure results in becoming covered with the substance. Any movement
except crawling by targets within the MBT during the power’s Duration
triggers an Agility roll (at -2 if the target is already covered with the
substance already; at -4 if they are already covered with the substance
and the caster got a raise on their arcane skill roll); failure results in
falling prone.

Entomancer: Summons a horde of slugs, called viscous carpet.
Mechamage: Friction in the area is temporarily reduced.
Steamwright: A hydraulic device that pumps oil out at the enemy.
Thunder Scout: Grease coats all nearby surfaces.

Wizard: Grease coats all nearby surfaces.

All others: Not available.

Slow
Cleric: A curse of sloth.
Seer: No visible effect.
All others: Not available.

Slumber
Cleric: A paean to sleep.
Seer: No visible effect.
Steamwright: Sleeping gas grenades.
Wizard: Sand blown at the target.
All others: Not available.

Smite
Cleric: A blessing on the weapon.
Mechamage: Steam and fire appears around the weapon.
Seer: No visible effect.
All others: Not available.

Speak Language
Cleric: A prayer for understanding.
Seer: No visible effect.
Steamwright: Universal translation device.

Thunder Scout: Gestures and words from various languages and
cultures, called pidgin.

All others: Not available.

Speed
Cleric: A rapid chant.

Entomancer: A swarm of insects inject adrenaline and other
hormones into the target.

Seer: No visible effect.
Thunder Scout: No visible effect.
All others: Not available.

Stun
Cleric: A malediction on the target.
Steamwright: Stun grenades.
Wizard: A burst of dazing light.
All others: Not available.

Succor
Cleric: Laying on hands.
All others: Not available.

Summon Ally
Cleric: A prayer for aid.

Entomancer: Summons vermin only, called vermin friend. See the
following table for possible insect allies summoned.

Mechamage: Can only bring nearby objects to life, called animate
object. See the following table for Size ranges of objects which may be
affected. Duration changes to 1 minute (1/minute).

Wizard: A circle is drawn on the ground.
All others: Not available.

Vermin Friend

Cost Rank Ally Type
3 Novice Giant Ant
4 Seasoned Giant Spider
5} Veteran Giant Scorpion
6 Heroic Giant Wasp
7 Legendary Giant Mantis

Animate Object

Cost Rank Ally Type
1 Novice Tiny Animated Object
8 Novice Small Animated Object
4 Seasoned Medium Animated Object
5 Veteran Large Animated Object
6 Heroic Huge Animated Object
7 Legendary Gargantuan Animated Object

Summon Ride @
Rank: Veteran
Power Points: 10
Range: Smarts x100 yards
Duration: Instant

This power summons the Thunder Scout’s signature vehicle,
causing it to appear in an unoccupied space within range. This vehicle
must be a signature vehicle upon which the Thunder Scout has
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performed signature vehicle

maintenance (as described in

the Arcane Background (Thunder

Scout) Edge) within the last 24 hours,

and it must currently be powered. The Thunder

Scout may summon this vehicle in their own space,

rather than an unoccupied space, so long as the space the signature

vehicle will appear in is occupied only by the character, their allies, and

unattended objects. The character immediately appears in the vehicle’s

pilot station, and their allies are moved into other stations within the

vehicle. The unattended objects become the vehicle’s cargo (provided

there is sufficient room).

Thunder Scout: The Thunder Scout calls his vehicle’s name while

holding its key or other activation token.

All others: Not available.

Swarm Form
Rank: Seasoned
Power Points: 3
Range: Self
Duration: 3 (1/round)

Swarm form transforms the entomancer into a swarm of vicious
insects. The entomancer becomes a swarm (see the Bestiary chapter of
the Savage Worlds core rulebook). Her abilities are the same as the base
swarm, with the following modifications: the swarm covers an area
equal to a Small Burst Template, she retains her own Smarts, Spirit,
Charisma, and the Climbing, Intimidation. Knowledge, Notice, Stealth,
Swimming, and Tracking skills (she loses access to all other skills while
transformed) and she lacks the Split swarm special ability. She is unable
to use her other powers for the power’s Duration, but may still use her
Vermin Empathy ability to command insects as normal.

Entomancer: Insects appear to tear out of the entomancer’s skin,
before she completely dissolves into a swarm.

All others: Not available.

Telekinesis
Mechamage: The mechamage gestures with a magnetic rod.
Seer: No visible effect.
Wizard: The wizard gestures as though moving things with his hands.
All others: Not available.

Teleport

Entomancer: The entomancer vanishes and reappears from a mass
of insects, called swarm step.

Mechamage: The mechamage vanishes and reappears in a cloud of
steam.

Seer: The seer simply disappears and reappears in the new position.

Steamwright: A matter disintegrator/rearranger.

Wizard: The portal appears in the air, letting the wizard step to a
new location.

All others: Not available.

Time Loop &
Rank: Heroic
Power Points: 10
Range: Smarts
Duration: Instantaneous

This power grants a second chance to a single ally within Range.
This power may only be cast at the end of an ally’s action (regardless of
the seer’s place in the initiative order), and in addition to Power Point
expenditure, costs one benny from the caster. This power resets time
to the start of the ally’s previous action, erasing any effects from the
previous action before casting and reinstating all effects which were
present at the start of the ally’s last action. Everything is as it was before
the allied character ever took his action (allowing him to either take the
same action, hoping for better die rolls or to change his strategy alto-
gether). All affected characters retain memory of their actions before
the spell took effect. This power forces the seer to skip her ability to
perform any actions the following round on her initiative after casting
this power.

Seer: The seer’s eyes flash, and time resets around her.
All others: Not available.

Velocity &
Rank: Seasoned
Power Points: 3
Range: Touch (one vehicle)
Duration: 10 minutes (1/minute)

The caster gains complete control of the vehicle’s speed and accelera-
tion. The vehicle’s Top Speed is increased by a factor of 1.5 (round up).

Additional Effects: For double the Power Points, the Thunder Scout
can double the vehicle’s Top Speed.

Seer: No visible effect.

Thunder Scout: The Thunder Scout coaxes the vehicle’s reserves,
driving all dials into the red.

All others: Not available.

Wall Walker

Entomancer: Tiny hairs appear on the entomancer’s fingers.

Thunder Scout: The Thunder Scout spits on his hands and rubs
them together.

Wizard: A bit of spider web is rubbed between the wizard’s fingers.
All others: Not available.

Warrior’s Gift
Cleric: A benediction and call for martial power.
Mechamage: Only affects golems, called empower golem.
Seer: No apparent effect.
All others: Not available.

Zombie
Cleric: Spirits are bound to the corpse.

Entomancer: Parasitoid insect larvae bring the body back to a
semblance of life.

Mechamage: No apparent effect.
Seer: No apparent effect.

Wizard: Dark necromantic energies are used to bring the body to
shambling unlife.

All others: Not available.



STEAMREAVER WEAPONS

Steamreaver weapons are the signature weapons of golemoids and,
much like golemoids themselves, are mechamagical fusions of arcane
power and high technology. These weapons are always slightly larger
than their standard counterparts, and they are inlaid with a variety of
mechanical apparatus. A steamreaver weapon is not innately magical;
rather, it is designed to channel a golemoid’s innate magical energies.
A golemoid who possesses a steamreaver energy cell implant perpetu-
ally radiates an invisible aura that allows him to power the weapon (or
depower it) as a free action. If the golemoid drops or throws a powered
weapon, it maintains its charge until the end of the golemoid’s place in
initiative order that turn. A steamreaver weapon possesses two basic
abilities: a passive ability (which is in effect so long as the weapon is
powered) and a steam ability (which requires the wielder to expend
Steam Points). A depowered steamreaver weapon possesses neither
of these abilities, though it will still possess any abilities added via
enchantment.

Steamreaver Weapon Descriptions

Lightning Sword

This enormous greatsword is covered with metal wires and exposed
coils, designed to carry a powerful electrical charge.

Passive: A powered lightning sword sheds light as a torch.

Your attacks gain the Electricity Armor Piercing Trapping against
opponents with metal armor, or those composed at least partially of
metal.

CHAPTER FOUR

TECHNOLOGY

Steam Ability: You may spend 1 Steam Point on your turn as a free
action give the lightning sword the Electricity Conduction Trapping
until the beginning of your next turn in initiative order.

Magmaxe

This enormous greataxe features a miniature forge fastened to its
broad stone blade. When powered, the forge ignites, causing the blade
to glow with molten heat.

Passive Ability: A powered magmaxe sheds light as a torch and can
ignite flammable objects with a touch. Your attacks gain the Fire/Heat
Armor Piercing Trapping on all attacks with a powered magmaxe.

Steam Ability: You may spend 1 Steam Point your turn as a free
action to ignite your magmaxe. Until the beginning of your next turn
in initiative order, the magmaxe gains the Fire/Heat Flammable and
Fatigue Trappings.

Thunderhammer

The thunderhammer features a long steel haft capped with an enor-
mous stone head attached to several small maneuvering steam jets.
These jets not only allow the wielder to balance its incredible weight,
but they also create thrust, causing the hammer to strike with enormous
force.

Passive Ability: If you can move at least 6” in a straight line before
attacking, you add +2 to the damage total when wielding a powered
thunderhammer.

Steam Ability: You may spend 1 Steam Point on your turn as a free
action to grant the thunderhammer the Sound Deafen Trapping until the
beginning of your next turn in initiative order. Any opponent Shaken
with the thunderhammer has a -2 to their Spirit rolls to recover from
being Shaken.

Hand Weapons

Type Damage Weight
Auger Str+d6 3
Gearspanner Str+d8 5
Injector Special 1
Lightning Sword Str+d10 16
Magmaxe Str+d10 24
Rocbar Str+d10 12
Ripfangs Str+d4 2
Sanguine Wraps See Notes il
Scaralla Str+d4 2
Shredders Str+d4 2
Spring Blade Dagger Str+d4 3]
Spring Blade Spear Str+d8 8
Stouthorn Str+d6 5

Thunder Hammer Str+d10 30

Cost Notes
10 Steamwright, See notes
15 Steamwright
75
450 Steamreaver, 2 hands, See notes
450 Steamreaver, 2 hands, See notes
20 Steamwright, 2 hands, See notes
35 See notes
10
10
70 See notes
100 See notes
100 See notes
35
450 Steamreaver, 2 hands, See notes
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Lightning
sword

STEAMWRIGHT WEAPONS

These exotic weapons are the signature sidearms of Aden’s fighting
engineers — the steamwrights. Steamwright weapons resemble over-
sized, weaponized versions of normal engineering tools. Each of
these weapons has a small toolkit built into its internal mechanisms,
allowing it to serve the steamwright as an instrument of creation as
well as destruction. The built-in toolkit of a steamwright’s weapon is
usable with the Knowledge (Engineering) skill and he suffers no nega-
tive penalties on Trait rolls for lack of equipment in most situations.

Auger

This is a slender, sinister hand drill sharpened to a fine point. While
serviceable as a dagger, the weapon becomes even more fiendish when
you operate the drill crank with your off hand. When the auger is
wielded with two hands, it gains AP 2.

Gearspanner

This weapon is an oversized wrench, roughly the size of a large
mace, with a sharpened blade inlaid along its crescent. Though it was
originally designed for tightening large bolts, the steamwrights quickly
adopted the gearspanner as their signature weapon.

Rocbar

This enormous tool is mightier than a mere crowbar, and thus it takes
the name of Aden’s most legendary bird. Like a crowbar, the rochar
grants a +2 bonus to damage rolls made to force open doors or chests

Thunderhammer

Magmaxe

(see Breaking Things in the Savage Worlds core rulebook). The rocbar
may be extended into a weapon as an action with a Reach of 1 and doing
Str+d8 damage, though all Fighting rolls with the weapon receive a -2
penalty while in this ungainly state. It may be collapsed into a regular
two-handed weapon once more as an action.

OTHER MELEE WEAPONS

Aden is home to a vast array of cultures, each with its own mili-
tary traditions. The following are a small handful of unique weapons
devised by its people

Injector

This surgeon’s tool is a simple glass or metal vial equipped with
a hollow needle and plunger. Generally used to administer sedatives
directly into a patient’s bloodstream, it can also deliver injury poisons.
As an injector is not designed to serve as an offensive weapon, you
suffer a -2 penalty to all Fighting rolls with it.

Ripfangs

This weapon consists of a set of sinister curved blades mounted in
the user’s teeth. A set of ripfangs is usable only by a creature with a bite
attack. A pair of ripfangs inflicts either Str+d4 damage or increases the
creature’s original bite damage by one die type (Str become Str+d4,
Str+d4 become Str+d6, etc.). Proper use of this weapon requires
surgical implantation as if it were a minor manite implant (however



Auger

Scaralla

the ripfangs are not an implant and do not increase the user’s Impact).
Ripfangs cannot be disarmed. They were named for the rapacian clan
that developed them.

Sanguine Wraps

These are silk wraps inlaid with metal and treated with salt, gravel,
or other rough materials. When wrapped around one’s hands, wrists,
feet, and shins, these allow you to inflict greater damage with unarmed
attacks and increase unarmed damage by one die type (Str become
Str+d4, Str+d4 become Str+d6, etc.). Like all weapons, magical
versions of sanguine wraps can be created, and they bestow their bene-
fits to the user’s unarmed attacks. The Sanguine Monks devised these
wraps to augment their martial arts.

Scaralla

This weapon is a simple hand-axe with twin, parallel blades and a
sharp spike at the end of the haft. This strange weapon was first devised
by the Sanguine Monks of the High Steppes.

Shredders

Often utilized by ferrans, these weapons are clawed gloves designed
to brace and support the wearer’s natural claws. A pair of shredders is
usable only by a creature with a natural claw attack. Shredders inflict
either inflicts either Str+d4 damage or increases the creature’s original
claw damage by one die type (Str become Str+d4, Str+d4 become
Str+d6, etc.).. Shredders come in pairs - magical shredders confer their
bonuses on up to two claw attacks.

Magical shredders do not confer their enchantment unless both are
worn by the same creature. Shredders cannot be disarmed.

Spring Blade Weapons

Another mechanized invention the Urbanan steamwrights have
devised, the spring blade dagger and spear resemble ordinary weapons
of their type, albeit with a thicker hilt and two smaller, spring-loaded
blades recessed alongside the main blade. A character wielding a spring
blade weapon can launch the extra blades one at a time, as ranged
attacks using the Shooting skill. The blades are highly inaccurate
(Range: 2/4/8), suffering a -2 penalty to hit all such targets in addition
to normal range penalties. However, the powerful winch mechanism
housed in the hilt increases the damage of such projectile blades to
Str+d6. The blades may be retrieved and reused after being launched.
Reloading a spring blade weapon takes one action.

When you get a raise on a Fighting roll using a spring blade weapon,
you may immediately launch both blades into your target as a free
action. If this is done, the attack gains AP 2 to reflect the blades pene-
trating deep into the wound created by the initial stab.

Injector

Ripfang

Replacement spring blades may be used as crude knives but you
suffer a -2 penalty to all Fighting rolls when these blades are not
mounted appropriately in a spring blade weapon.

Stouthorn

This ferran weapon consists of a stout club, blade, or vicious spike
mounted on a creature’s natural horn or antlers. A stouthorn is usable
only by creatures with a gore attack. Stouthorns inflict either Str+d4
damage or increase the creature’s original gore damage by one die
type (Str become Str+d4, Str+d4 become Str+d6, etc.). A stouthorn can
be removable, or it can be permanently mounted as if it were a minor
manite implant (however the stouthorn is not an implant and does not
increase the user’s Impact). A stouthorn cannot be disarmed.

RAaNGED WEAPONS

Firearms

Holdout

This is an extremely small and easily concealed firearm (-2 to Notice
rolls to detect it), designed to be used as a last resort. The weapon is
highly inaccurate and the Range modifiers for a holdout firearm are
double that of a normal ranged weapon (-4mfor Medium range and -8
for Long range).

Pistol

This basic weapon is the most common firearm weapon. It consists
of a short handle and trigger and a short barrel.

Rifle

You need at least two hands to use a rifle, regardless of its size. This
firearm features a long barrel and a sturdy stock, granting the weapon
an excellent mix of range and firepower.

Scattergun

This weapon acts in all ways as a shotgun (see the Gear chapter in the
Savage Worlds core rulebook for shotgun rules).

Sniper Rifle

The sniper rifle has much greater range than a standard rifle.
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Ranged Weapons

Type Range Damage RoF Cost
Crossbow, Carraway 15/30/60  2d8+special 1
Crystal Bow 30/60/120 Str+d8 1
Pistol 5/10/20 1d8 1
Rifle 15/30/60 1d10 il
Thunder Bow (long bow) 15/30/60 Str+2d6 1
Thunder Bow (short bow) 8/16/32 Str+2d4 1
Springblade Dagger 2/4/8 d4+2 1
Springblade Spear 2/4/8 dg+2 1
Sniper Rifle 25/50/100 2d6 1
Scattergun 5/10/20 1-3d6 1
Holdout 2/4/8 1d6 1

Firearm Ammunition

Each type of firearm requires specific ammunition. Thankfully,
Aden’s gunsmiths have standardized ammunition types enough that
most ammunition is readily transferable between weapons of the same
type. These clever craftsmen have also created a variety of ammuni-
tion capable of granting great versatility to one’s firearms. Once fired,
ammunition becomes entirely worthless. Ammunition designed for a
specific weapon type (such as pistols) can only be used in weapons of
that type. If a weapon can be loaded with multiple shots (such as a scat-
tergun), all of its ammunition must be of the same type.

& Armor Piercing: This ammunition gains AP 2.

@« Bull Shot: This special scattergun ammunition is designed to
deliver extreme amounts of kinetic energy to its targets over a wide
area, knocking targets off their feet. A scattergun loaded with bull shot
does one die type lower damage (2d8 becomes 2d6, 2d6 becomes 2d4,
etc.) but the target must make an Agility roll (-2 if the attack scored a
raise) or fall prone.

& Heavy Shot: This ammunition type is expensive but is made of
purer metals and hits especially hard. Shooting rolls while using heavy
shot suffer a -1 penalty to hit but add +2 to damage.

& Rubberized Shot: This advanced form of ammunition uses a
magically treated form of Kyanite tree sap. These bullets are designed
to remain as hard and inflexible as metal until exposed to high veloci-
ties, whereupon they soften and flatten. The resulting mass strikes its

Holdout

200
500
100
150
400
300
100
100
400
150

Weight Shots Min. Str. Notes

5 i dé AP 2, 1 action to reload, See notes
2 1 ds See notes

2 o 5

7 — — 2 hands

5 i ds 2 hands

4 i dé 2 hands

3 1 dé See notes

8 1 dé 2 hands, See notes
10 1 —

5 — dé 2 hands, +2 Shooting
1 - p_al

target with great force, but does relatively little lasting harm. Damage
inflicted by these bullets is nonlethal and cannot kill their targets. The
Range of a weapon using this type of ammunition is halved (round
down).

& Sniper Shot: This type of ammunition is designed for maximum
aerodynamics and range. The Range modifiers for this ammunition are
+0/-1/-2 instead of the normal modifiers. This ammunition can only be
used with rifles and sniper rifies.

@ Standard Ammunition: This is the normal ammunition for all
firearms and no special abilities are gained from it.

& \Wounding Shot: This type of ammunition is designed to fragment

upon striking, and it causes grisly wounds. All Vigor rolls for Bleeding
Out are made at -2.

Ammunition
Type Cost Weight Notes
Armor Piercing 5 1/10 AP 2
Bull 10 1/5 Knock Prone
Heavy 2 1/2 +2 damage, -2 to hit
Rubberized 1 1/10 Nonlethal, half Range
Sniper 3 1/10 Half Range modifiers
Standard 2 1/10
Wounding 20 1/10
Riffle
Sniper Riffle
Scattergun

Pistol



Other Ranged Weapons

Thunder Bow

This powerful mechanized bow was first devised by Urbanan engi-
neers, but it has quickly found popularity throughout Aden. A thunder
bow packs the punch of a composite bow but requires a fraction of the
strength due to a built in system of pulleys and levers. A thunder bow
functions as a bow of the appropriate type, except the shooter adds his
Strength die as extra damage, just as in attacking with melee weapons.
More advanced bows can increase the shooter’s effective Strength die
by up to two die types. For each die type increase, the price increases
by 200 gold.

Crystal Bow

These extremely rare bows are highly prized treasures produced in
the nation of Arasteen. They are crafted of rare wood of exceptional
flexibility and strength. Like the thunder bows, crystal bows are crafted
to add Strength damage as well. As with other bows, you need two
hands to use a crystal bow.

Carraway Crossbow

First devised by the magistrates of Carraway, this powerful crosshow
utilizes a winch mechanism far more advanced than those found in
standard crossbows. A Carraway crossbow can be fired, but not loaded,
with one hand but suffers a -2 penalty to Shooting rolls. Shooting a
Carraway crossbow with each hand imposes the normal multi-action
penalties for attacking with two weapons, as well as the penalty for
firing one handed. You can increase the tension on a loaded Carraway
crossbow by tightening the winch as an action; this grants an additional
+1d6 bonus to damage on a raise. This damage bonus increases up to
four times (maximum +4d6), at a cost of one action per +1d6 of damage
bonus acquired. The weapon can be loaded and winched in advance
with no harm to the weapon or danger of misfire.

ARMOR

While weapons are relatively common among Aden’s citizenry since
the Darkfall, armor is still relatively rare. The expense, weight, and
general discomfort of armor make it unattainable, inconvenient, or both
for normal folk. To wear armor openly is to proclaim one’s status as a
professional fighter. Only soldiers, mercenaries, and law enforcement
commonly wear such attire.

Carapace Armor

This sturdy armor forged from the shells of giant beetles is the stan-
dard issue armor of the Swarmers, the stalwart insect-riding cavalry
of Kyan. This armor grants its wearer relatively good protection while
being light enough not to unduly encumber its mount. Carapace armor
is smooth and usually shiny black or glossy brown in color. At a casual
glance, most mistake it for enameled metal.

Dragon Armor

This armor is the signature armor of the Sons of the Dragon, the
staunch samurai warriors of Vanora. This armor is lighter than full
plate and allows for a greater range of mobility. True Vanoran armor is
always custom-made for a specific samurai, though smiths throughout
Aden have long since copied the style and produced lower-quality
copies of the Vanoran style.

Ilithix Resin Armor

This armor is sculpted from pliable resin excreted by an ilithix hive
queen. As all ilithix queens are either corrupted or refuse to communi-
cate with other creatures, the only way to acquire the armor is to take it
from an ilithix (the high gold cost assumes it was resold by a previous
owner). The flexible material makes resin armor extremely customiz-
able, allowing it to be worn by any humanoid of Size -1 or 0. When
donned by a new wearer for the first time, resin armor’s Armor value is
reduced by 2. After a suit is worn for a total of eight hours, the armor
slowly warms and reshapes to the wearer’s body and the armor’s Armor
value increases to its full amount. A starting ilithix character can begin
with one suit of resin armor for a cost of only 25 gold.

Kite Shield

This large shield is popular among Aden’s warriors and has become
synonymous with Carraway’s arbiters.

Sanguine Robes

These thin linen robes are inlaid with thin metal plates, granting a

C::?T;]Jgrce modicum of protection while not encumbering the wearer.

Armor

Type Armor Weight Cost Notes

Sanguine Robes +2 1 300 Covers torso, arms, legs

Shadow Armor +2 2 1150 Covers torso, See notes

Webweave Armor +2 2 600 Covers torso

Ilithix Resin Armor 3 15 500 Covers torso, See notes

Carapace Armor 88 25 1100 Covers torso, arms, legs

Dragon Armor +5 40 1200 Covers torso, arms, legs
Shields

Type Armor Weight Cost Notes

Small Shield (Buckler) -- 8 25 +1 Parry

Medium Shield - 12 50 +1 Parry, +2 Armor to ranged shots that hit

Kite Shield -- 20 200 +2 Parry, +2 Armor to ranged shots that hit
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Shadow Armor

The armor is fashioned from fine leather which has been magically
transmuted to be nearly weightless and is seemingly composed of
shadow (though the armor is not inherently magical). The armor grants
a +1 bonus to all Stealth rolls. The armor is almost completely undetect-
able when worn under regular clothing (-4 to Notice rolls to detect), as
long as the wearer has long sleeves.

Webweave Armor

The entomancers of Kyan created this light armor, weaving it from
the thick webbing of giant arachnids. It is thin and light enough to be
worn beneath normal clothing while granting its wearer an excellent
mix of protection and flexibility.

SPECIAL MATERIALS

Aden features a variety of existing special materials in Savage Thun-
derscape campaigns.

Adamantine

Adamantine is an alloy of iron and manite developed by the dwarves.
Metal weapons crafted from adamantine gain AP 2 and metal armor
crafted from it gains 2 extra points of Armor value. The drawback is
that the cost of each type of item is increased by five times its normal
amount and the weight is doubled.

Heartwood

This sturdy wood is harvested from rare trees known as Spirit Oaks,
and is anathema to undead creatures. Weapons made of heartwood gain
a +1 damage bonus against undead, and they count as magical weapons
when targeting undead with the Ethereal monstrous ability. Armor and
shields crafted of heartwood gain 1 extra point of Armor value against
all attacks from undead creatures or necromancy effects. Undead can
innately sense heartwood and will avoid it, for its very touch causes
pain (burning them for 1d6 damage each round they are in contact with
it). Only armor and weapons that are made mostly of wood can gain
any benefit from being made of heartwood (a weapon with a wooden
haft or shaft, such as an axe or arrow, gains full benefit). Items made of
heartwood cost twice as much as their normal counterparts. Enchanting

heartwood is difficult due to its innate anti-magical properties. Adding
any magical properties to heartwood items costs an additional +1000
gold and incurs -2 to any skill rolls made to enchant it. This increase is
added only the first time the item is enhanced.

Ionaran Ice

The elemental mages of lonara developed this special material,
which does not melt when exposed to heat, but merely becomes work-
able like metal. Though lonaran ice wraps its wearer in perpetual chill,
it also maintains a constant temperature at all times. Armor made of
lonaran ice bestows a perpetual endure elements effect upon its wearer,
allowing him to tolerate both hot and cold temperature extremes with
no discomfort. The armor also grants limited cold resistance, giving
+2 Toughness versus cold-based attacks. Weapons crafted from the ice
are considered to have various Cold/Ice Trappings for the purpose of
harming creatures with weaknesses to cold. Items crafted from lonaran
Ice cost triple the normal price.

Mithral

Mithral is an alloy of silver and manite developed by the elves of
Sylfanus. Weapons and armor crafted from mithral weigh half of what
it normally does, but the cost is tripled.

Shadowhide

Shadowhide is a special leather that the mechamages of Urbana
developed and transformed into a semi-solid, shadowy substance.
Shadowhide armor grants a +1 bonus to all Stealth rolls while wearing
the armor. Only armor normally made of leather or hide can be crafted
out of shadowhide. (The shadow armor described elsewhere in this
book is one example of such armor.) Armor crafted from shadowhide
cost double their normal price.

VEHICLE WEAPONS
& SIEGE ENGINES

With the rise of the Nocturnals, the people of Aden have been forced
to rediscover the lost art of siege warfare. As many Nocturnals are
massive beasts easily capable of taking on walled cities, weapons once
used in the assault or defense of those cities have proven to be quite



Siege Engines

Type Range Damage RoF AP
Carraway Ballista 25/50/100 3d6 1 3

Gunner Tripod -- -- il --

Light Cannon

@ Solid Shot 50/100/200 3d6+1 1 4

& Canister Shot 24" path 2d6 1 -

& Explosive Shot 50/100/200 3d6 1 --

& Incendiary Shot 50/100/200 1d6 +2d6 fire 1

& Shrapnel Shot 50/100/200 3d6 1 -
Storm Cannon

& Solid Shot 100/200/400* 3d10 al 7
& Canister Shot 24" path 2d10 1 -
& Explosive Shot 100/200/400* 3d10 1 =
@ Incendiary Shot  100/200/400*  1d10 +2d6 fire 1 --
@ Shrapnel Shot 100/200/400* 3d10 1 --

Cost Min Str. Burst Weight Notes

600 -- -- 500 See notes, Heavy weapon
50 = = 15 See notes
750 -- - 200 See notes, Heavy Weapon
-- -- MBT 200 See notes
_ |4 Double damage vs. objects,
il L See notes, Heavy Weapon
- -- MBT 200 See notes
-- -- MBT 200 See notes
2000 -- - 1000 See notes, Heavy Weapon
2000 -- LBT 1000 See notes
2000 -- LBT 1000 See notes, Heavy Weapon
2000 -- LBT 1000 See notes
2000 -- LBT 1000 See notes

* can be extended to 150/300/600

useful. These large, ungainly weapons have proven particularly useful
when combined with Aden’s swift mechamagical vehicles. Modern
innovations such as black powder weapons have also provided other
powerful new innovations — such as cannons. The siege weapons listed
here can also be utilized as vehicle weapons. Vehicle weapons can be
installed onto any vehicle, so long as it is large enough to support them
and has sufficient space. Each vehicle lists how many weapons it can
support.

Carraway Ballista

The Carraway ballista is similar to other ballistae in that it is merely a
Huge Carraway crossbow. Like its crossbow counterpart, it has winches
and levering mechanisms to make it easier to use. The Carraway ballista
imposes no penalties when used so long as it is still mounted on its
turret. As with the standard Carraway crosshow, you can increase the
tension on a loaded Carraway ballista by tightening the winch as an
action, imposing a +1 damage bonus to the next attack roll with the
weapon. This damage bonus stacks up to four times, at a cost of action
per +1 of damage bonus. These actions can be divided among the
ballista’s crew in the same round. A Carraway ballista takes an action
to reload. The weapon can be loaded and winched in advance with no
harm to the weapon or danger of misfire.

Gunner Tripod

A gunner tripod allows any crossbow or firearm to be secured to
it. It takes two actions to secure the weapons to it. Once secured, the
weapon is fixed to the immobile tripod and cannot be disarmed as long
as the wielder is in the same square as the tripod. The tripod reduces all
unstable platform penalties for firing from a moving vehicle by 1. The
gunner tripod takes up a weapon/feature slot in a vehicle.

Light Cannon

The light cannon refers to a variety of types of black powder field
weaponry. These devices are relatively mobile, often found mounted on
vehicles. While these weapons do not pack the same punch as Urbanan
storm cannons, they are nonetheless weapons to be reckoned with
and can be found throughout Aden. Loading a light cannon requires 2
actions by one person or 1 action by two people.

Storm Cannon

The storm cannon is the ultimate embodiment of black powder tech-
nology. This massive firearm can deliver a deadly payload from nearly a
mile away. The cities of Urbana are all well-fortified and defended with
outward-facing storm cannons.

Cannon Ammunition

Type Cost Weight
Canister Shot 8 12
Explosive Shot 20 10
Incendiary Shot 30 6
Shrapnel Shot 20 10
Solid Shot 5 8

Cities in other nations have been slow to adopt this technology — and
Urbana has not been particularly forthcoming about sharing its secrets.
Optionally, the crew chief can extend the storm cannon’s Range. To do
so, he must spend an additional 1d4 rounds (these may not be divided
among the crew members, though they may reload the weapon during
this time) to calculate a longer trajectory, which requires a successful
Smarts roll at -2. When the storm cannon is fired, its Range becomes
150/300/600. Deviation rules apply if the storm cannon misses its shot.
Barring magical assistance, this option is best used against enemy forti-
fications, large vehicles, or stationary targets. This weapon takes two
weapon slots on a vehicle, and ammunition for it has double the cost.

Special Ammunition

The following type of specialized ammunition is available for
cannons, in addition to solid shot, shrapnel shot and canister shot from
the Savage Worlds core rulebook.

@ Explosive Shot: Explosive shot is designed to detonate on impact
and cause the maximum possible destruction over a wide area. A cannon
utilizing explosive shot inflicts damage in a Medium Burst Template
and does double damage to objects and structures.

& Incendiary Shot: Incendiary shot consists of a hollow shell
containing alchemical oil, designed to explode on impact and scatter its
contents over a large area. A cannon firing incendiary shot inflicts two
fewer dice of damage (minimum of one die). However, everything in a
Medium Burst Template is immediately ignited by the burning oil (for
storm cannons, this area is a L