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Darkfall. 
I remember it well. Ten years ago seems like yesterday. Or a millennium. I was 

younger then. Not just in years, but in my mind. Now a decade of suffering and 
horror has wrinkled my face and made my eyes leery of the tiniest shadow. I was 
a carefree man before my hands were coated in the ichor of a thousand 
nocturnals. 

Be.,:oi<e tbe Uai<k.,:aLL: 
"tbe -l=it<S"t 'J/00J<S 

Our land is filled with the darkest fears of mankind given life. Undead 
shamble through the forests and feed their impossible cravings with those foolish 
enough to walk the dark paths. Nightmares come to life and fill men with 
insanity, urging them to turn on their brothers. Mutant warlords rage in the vast 
wastelands and plot to overthrow the last bastions of civilization. We call these 
creatures the nocturnals, for they were born in Aden's darkest moment - the 
Darkfall. Desperate individuals, such as myself, continue to fight this tidal wave 
of evil that washes over Aden, but our numbers shrink with each passing day. 

Those settlements that have survived the invasion have done so at great cost. 
All towns have walls-whether they are formed from mystical wards, sharpened 
palisades, or honest stone. Most of the adults in these places bear arms in the 
defense of their homes while the rest eke out a living providing food and other 
goods. 

It wasn't just the settlements of our world that built walls. The people that live 
here have formed their own private barriers as well. Citizens of Aden are 
renowned for their warmth and hospitality, but the fiends that prey on their 
kindness are gradually wearing down their compassion. Whole nations have 
even turned on their neighbors out of fear and ignorance. The dark realm of 
Urbana is a grim reminder of how fear and hopelessness can spawn internal 
decay. Wives' tales aren't used to frighten children anymore - stories told once 
too often tend to come true. 

What the Darkfall is or why it occurred is a mystery. Those who search too hard 
for the truth often fall prey to its countless minions. The people of Aden know only 
that one day the world turned foul. Our most powerful mages cannot tell us the 
origins of this plague, and our prophets and seers vanished the day of the 
Darkfall. 

It is a time of despair, of violence, and of dark sorcery. But it is also a time for 
courage arid compassion. These are the virtues that will see us through this 
dismal age. 
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my st:or:iy 
My name is Grimlak. I am a warrior and a 

healer. This journal that you now read is my best 
account of the state of our world. I have traveled 
Aden for many years now, fighting the nocturnals 
and giving hope to those who have lost theirs. But 
I am not foolish enough to believe that I am immor
tal. Someday a nocturnal will gnaw my bones. My 
only wish is that another will find this work and use 
the knowledge within to carry on my crusade. Let 
me warn you, stranger, that it is a difficult path I 
tread. You will find it filled with heartache and 
misery. But it is your task to heal Aden's wounds, 
be it by soothing salves or cold iron. I have found 
most places need both. 

Before the Darkfall, my companions and I trav
eled the land healing the sick, relieving the suffer
ing, and aiding King Corben's people in the king
dom of Arasteen. We visited the Sundered Desert, 
the Ice Wastes, Yzeem, faraway Vanora, and even 
the mad horsemen of the High Steppes. We were 
warriors of Arasteen's vigilant protectors, the Ra
diant Order. It was our task to patrol the land and 
dispense compassion andjustice wherever we found 
strife. Our members prefer to heal instead of harm, 
though we are certainly capable of the latter in 
times of dire need. Even our simple white uniforms 
mirror these ideals. The wraps we wear about our 
arms symbolize bandages and our skill in healing. 
Upon our chest is the image of the lighthouse, the 
home of the Radiant Order and a reminder that 
justice, tempered by compassion, is the beacon that 
will draw a troubled soul through the darkest of 
times. It is perhaps prophetic that the Darkfall is 
the antithesis of these ideals. 

Kallon was our Paladin, the warrior and healer 
who best embodied all the principles we hold dear. 
I was a Knight in the Radiant Order then, one of a 
fortunate few assigned to the company of the most 
famous and beloved men in the land. Kallon and 
our band rode from the Green Sea to the Ocean of 
Serenity helping those in need, and there were 
days I'd swear my blistered bottom could not ride a 
mile further. Had I only known what the future 
held, I would never have made such petty com
plaints. I will speak more of the Radiant Order 
later, but I must begin this journal of my experi
ences with that horrible winter day ten years ago, 
when darkness fell and the sun faded away like a 
dying ember. 

Our band was in Rose, a beautiful town on the 
northern border of Columbey. It was a brilliant, 
sunny day. The sun reflected off the new-fallen 
snow bright enough to blind a man. Most of us wore 
white cloaks and were nearly invisible against the 
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rolling drifts. The sky 
was as blue as the eyes of 

Tirrian, the warrior kingthat 
first founded our order. We woke 

early that day and the Rosians brought us a 
wonderful breakfast. We ate hearty and then 

went amongst the townsfolk to heal the ailments of 
those grateful people. Fevers and simple injuries 
were the extent of the Rosians' predicaments in 
those glorious days. 

After a few hours of this work, we encountered 
the Blind Seer of Rose. He was a local storyteller 
and something of a con man, I suspect, but most 
days the children who gathered about him were 
smiling and laughing at the old man's tales, even 
without silvers to fill his cup. That day, however, 
the Blind Seer sat against a bleak stone wall with 
his head in his hands. Kallon approached him 
gently, and I'll never forget the conversation that 
passed between them. 

"It has returned," the Seer said. 
Kallon placed his hand upon the man's shoulder 

and comforted him, "What?" he asked. "What has 
returned?" 

"The Renegade," he whispered. "Night has fallen. 
We are doomed." 

I presumed the Blind Seer mad, but Kallon sank 
to his knees in despair. Then, while the two of them 

knelt there in their secret misery, a great black 
cloud settled over the sun. Only a few scant rays 
found their way to Aden, enough light to give our 
fears shape and form in the shadows. Kallon stared 
up at the cloud, as did the Seer,though he was blind 
as a stone. 

Suddenly I heard screams all about me. From 
the shadows came creatures we had only imagined 
in our darkest dreams. Things never before seen in 
our fair land chased people into dark alleys and 
devoured them in relentless fury. From the cem
eteries arose the dead, their flesh and bones ruined 
from years beneath the earth, yet now stalking 
among us like deranged shepherds turned on their 
flock. Demons, monsters, nightmares, and ghosts 
- all these horrors emerged from the dark corners 
of Aden that night. We would later dub them the 
nocturnals, those things that came out to hunt 
when the darkness fell. 

I fought with all my might against the swarm of 
horrors that engulfed us, but in the end, there were 
simply too many. I fell amidst a band of other 
Knights, the sting of a filthy nocturnal's claws still 
burning my savaged throat. Whatever beast brought 
me down turned its attention to my comrades and 
I lay there for a time undisturbed. I could see 
Kallon and the Blind Seer imploring some un
known figure just out of my field of vision. I called 

. (9 
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to our leader, wo~dering why he had not joined our 
last stand. I must have blacked out for a moment 
then, because when next I opened my bloody eyes, 
both he and the prophet had disappeared. 

Some time later, I awoke in the company of a 
ragged group of survivors. One of them had dra~ged 
my battered body into a stone basement. We hved 
there like frightened mice for days while I healed 
and my strength slowly returned. I cursed ~y luck 
for a time, wishing that I had fallen with my 
comrades instead of surviving to die a coward's 
death. But the men and women who had saved my 
life still carried a gleam of hope in their eyes, and 
it was this that eventually rekindled my own cour
age. The events of that week are disturbing to me 
even now but suffice it to say, we eventually 
escaped o~r prison and fled to an enclave of resis
tance in the west. 

As for Kallon, his disappearance is a mystery ~s 
great as the origin of the Darkfall itself. Even his 
family vanished thatday, though theywer~ leagues 
distant. Mylena, his wife, and Cassandra, his daugh
ter were initially among the survivors ofHammlish, 
but somehow disappeared from their enclosed bar
ricade. These mysteries may never be solved, but 
some distrustful part of my soul suspects that 
Cassandra and Mylena's fates are inexplicably tied 
to Kallon's, and somehow, to the coming of the 
Darkfall.itself. 

noct:an.nals 
When the sun was momentarily eclipsed almost 

ten years ago, thousands of creatures only r~mored 
to exist in dreams and folk-tales came to hfe. The 
nocturnals now hunt our folk by day as well as 
night despite their name, so do not believe you are 
safe simply because the sun is in the sky.Nocturnals 
come in all shapes and sizes. Their only common 
trait is their evil souls. I will describe many of these 
fiends as this journal progresses, but even this long 
roll-call is but a sampling of the thousands of 
monstrous abominations that walk, crawl, slither, 
or fly over our land. . . 

Some nocturnals are intelligent, schemmg crea
tures who instigate and organize their less ~lev~r 
fellows into rampaging warbands. Others hide m 
the settlements and strike at us in silence. Still 
others are phantoms made of ghostly ether or even 
living energy. A few are truly bizarre, such ~s a 
lonely living manse of stone or a patch of sentient 
blood-~eed. It seems the Darkfall is capable of 
spawning most any nightmare it can dredge from 
the psyche of our terrified people. 
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-tbe 
coririap-ten 

It is a black stain upon Aden's history 
that some sentient beings have turned upon 
their fellows and submitted themselves to the 
Darkfall. We call these wicked, treacherous souls 
"the corrupted." 

The vast majority of corrupted individuals have 
yet to prove their worth to the Darkfall. They spend 
most of their time performing heinous deeds to 
garner their unknown master'~ attention~ hoping 
they will one day be rewarded with fantastic power 
for their blasphemous service. 

The few corrupted that have proven themselves 
worthy of whatever test the Darkfall requires of 
them are granted incredible powers. These select 
few then become nocturnals, or more accurately, 
corrupted nocturnals. After the transformation, 
there is rarely any true difference between the two. 
From that point on, their bodies and minds become 
even more twisted than they might have been 
before, and everything they touch is corrupted to 
help spread the evil of the Darkfall. 

Most corrupteds are older than the Darkfall. 
Pure nocturnals entered the world sometime after 
the eclipse that heralded its arrival. It is for this 
reason that corrupteds tend to lead their lesser 
brothers in their campaign of evil. Because they 
were once one of us, they know our weaknesses and 
the best way to exploit them to our own ends. 

oan.Qaest: 
The Darkfall is a malignant disease eating away 

at the very soul of our world. Only the tenacious 
spirits of our people have th us far held the infectio.n 
in check. But each day, some new symptom of this 
plague threatens to eliminate hope and o~erwhelm 
the last bastions of civilization. Like the lighthouse 
that is the symbol of my order, it is our task to set 
an example that will inspire and empower the 
common folk to persevere in the fight against the 
Darkfall. If you are of courageous spirit, you must 
join me and hundreds of other champions in this 
crusade against the single greatest threat our world 
has ever faced. 

Our quest is threefold. 
• First we must deal with the immediate threats 
posed to us by the nocturnals; 
• Second, we must inspire others to battle on in 
the face of this overwhelming evil; 
• Finally, and most importantly, we must 
determine the origin of the Darkfall and 
use that knowledge to destroy it forever. 

• 
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Bat:t:Ling 
t:be 

noct:oRnaLs 
To fight the nocturnals you will need a 

strong arm, a stronger mind, and trusted compan
ions. Small groups of determined adventurers can 
cause the nocturnals no end of grief. Black powder 
muskets and pistols, bows, swords, wands, and 
other devices are sold throughout Aden and will aid 
you in combating the fiends you will meet in your 
travels. Learn to use these weapons well, but do not 
depend on them entirely. Nocturnals are strange 
and varied beasts, so you may find your usual 
methods of attack useless against them at times. If 
this is the case, your wits will prove to be your most 
valuable asset. 

fnspiRat:fon 
We cannot all force our way into the tower of 

Scratch, nor can most ofus single-handedly cleanse 
the Crystal Forest of the whisper-fiends that lurk 
there. But defeating a single cackler in the streets 
of your home can be just as important. These brave 
acts - deeds carried out by ordinary men and 
·women - provide the tales and legends that in
spire the masses and give them the strength to 
carry on. And every great now and then, such a 
deed will mark the birth of a new champion, a new 
hero or heroine who will live for all eternity in the 
songs of the great bards. 

knowLenge 
The only way we will ever truly rid Aden of the 

Darkfall is to find out how it occurred. If we are 
successful, perhaps we can reverse the process and 
cleanse our land of its evil. I have never encoun
tered a nocturnal that knew anything of the 
Darkfall. I have been misled by lies, and more than 
a few creatures betrayed their own beliefs before I 
was finished with them, but none of these tales has 
been borne out. It truly seems that even the gro
tesque children of the Darkfall are ignorant of their 
master and of their own creation. Some of these 
villains have even imagined century-long histories 
for themselves, even though they were only born 
some ten years prior! 

As you battle the nocturnals, I implore you to 
learn all you can of their methods and their goals. 
Perhaps by assembling the tales of all who fight 
against them we can begin to shed some light onto 
the Darkfall's shadowy origin. 

tbis voLarne 
The World of Aden is designed for use with either 

the MasterBook or 06 rules systems. If using the 
former, you will need the MasterBook to play. 

A MasterBook/06 conversion system can be found 
in the back of this book. 
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Before you can attempt to understand the evils that afflict Aden today, you 
must first understand some of its history. Knowledge can often be a greater 
weapon than swords or pistols ... 

t:be golnen age 
Chronicles speak of a time in Aden's history when scores of nomadic tribes 

roamed the land. These wanderers eventually began to settle, and inevitably 
came into conflict over borders and resources with other wanderers. At some 
point, a titanic war developed that lasted for decades. We call this the Great War, 
though it happened so long ago that no one remembers who fought it or even what 
started it. Fortunately, some wise leader, since lost to history, realized that the 
devastating war benefited no one. He or she then brought the leaders of the 
emerging nations together and managed to sign a treaty that has lasted for 
thousands of years. This was the Golden Age of Aden, from the signing of the 
Peace of Rose, over a thousand years ago, to the Age of Thunder. 

-Cbe peace o_,: n.ose 
The Peace of Rose is still a sacred treaty among the nations and settlements 

of Aden. The promise of the pact is simple- if any nation should declare war on 
another, all the other nations will forcefully intervene and adjudicate whatever 
dispute sparked the conflict. The treaty is so sacred to the people of Aden that it 
has never been tested. There have been disputes among nations, but spies and 
embargoes have been the limit of their hostilities. 

t:be age o_,: t:bannen. 
In the centuries after the Peace of Rose, sorcerer-scientists around Aden 

developed black powder, steam powered machinery, and other wondrous inven
tions. The one development that continued to elude them, however, was the 
successful combination of this new science with tried and tested magical 
techniques. Metal does not retain sorcerous properties for any reasonable 
duration, and so devices powered both by magical and mechanical processes were 
impractical and rare. Then, less than two hundred years ago, a mage in Aramyst 
discovered a rare metal he would come to call manite. When properly refined, this 
precious alloy will retain enchantments for centuries. The mage's discovery did 
not long remain a secret, and soon, most nations were involved in obtaining, 
refining, and finding uses for the wondrous metal. 

Sages across the land eventually agreed that a new era had begun, and termed 
it the Age of Thunder. Though it officially ended the Golden Age, I caution the 
reader not to assume that the birth of mechamancy ceased Aden's peace. It is true 
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Each nation had its own calendar before the Peace of Rose. Afterwards, the le~de;s agreed to use 
the Vanoran system, which was simpler and more accurate than any other. The Vanorans, for their 
part, agreed to restart their calendar at Year One, in honor of their new allies. 

Each year is divided into ten months of thirty-six days. A week is six days long, so there are six 
weeks in a month. The months are named after the ten beasts ofVanora: 

l\f onth Season 
Serpent 
Eagle 
Fox Beginning of Spring 
Wolf 
Ursax Beginning of Summer 
Shark 
Basilisk 
Drake Beginning of Fall 
Wail 
Dragon Beginning of Winter 

Year One was the start of the Peace of Rose. Any date before this period is simply noted as Before 
the Peace, or simply, BP. Here is a timeline of the ages and events I have already explained. 

Year Event 
c.420 BP The Great War 
Year 1 
Year 1-845 
Year 845-1150 

The Peace of Rose 
The Golden Age 
The Age of Thunder 
Darkfall 

that nations began to harbor secrets from one 
another, particularly in regard to their latest 
mechamagical discoveries, but in general, our world 
remained at peace. 

At least until the coming of the Darkfall. 

-c be n a~k.J=aLL 
It came without warning. The seers, prophets, 

and sages of Aden were all strangely oblivious to its 
arrival. The only harbinger of the cataclysm was a 
short but total eclipse of the sun. The nocturnals 
were born in this hour. A few thought the horrors 
might have come from some other world, but it is 
doubtful. Some of the nocturnals had lived in local 
legends for generations and others seem to have 
come from the most extreme fears of certain indi

viduals. If these beings truly came from an
other place, it seems unlikely that they would 

so nearly match those things that lurked 
in our darkest psyches. It is much more 
likely that whatever sinister power 

caused the Darkfall drew these things from our 
own minds and imbued them with unholy life. 

anen-conaN 
Many changes have swept our land since the 

coming of the Darkfall. Mechamages who once 
focused on conveniences now toil day and night to 
make weapons of destruction. Nations that were 
once staunch allies now threaten war over the 
slightest provocation. With luck, this journal will 
remind those who read it that we must maintain 
our virtue, regardless of the Darkfall and its infer
nal minions. Here then, is an overview of our world 
and the changes I have noted in the last decade. 

geogRapb'Jf 
The landscape of Aden is as varied as its people. 

In the north are great forests and vast plains. In the 
midlands are stark mountains of multicolored stone. 
In the south are trackless deserts and steaming 
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jungles. Those who travel the distance of our land 
are always amazed at the diversity it offers. 

BRoken BO(Y 
The area between Mekanus of Urbana and Sea 

Reach of Arasteen is called the Broken Bay. You 
will know why if you sail this treacherous water. 
Mammoth stones jut from the surface of the bay 
while others lurk below, waiting to rend the hull of 
any vessel that strays from the charted lanes. 

Broken Bay is home to the Gray Isles. Arasteen 
colonists had settled there shortly before the 
Darkfall, but were cut off and lost contact after
wards. When sailors from Arasteen finally reached 
the isles some years later, they found the colony of 
Grissom in ruins and all her founders missing. The 
word "Scratch" was found carved into a lonely oak. 
Most suspect the famous necromancer slew the 
colonists and added their corpses to his undead 
army. 

Blae.J=Lows 
The Green Sea takes on a turquoise hue in the 

far north. If the surface of the sea turns the color of 
cobalt and you begin to see icebergs, you can be sure 
you have entered the Blue Flows. 

The icebergs of the Blue Flows are deadly ob
stacles to the ships that ply its waters. Arastinian 
fishers hug the southern shores to avoid the worst 
of them. Ionarans use ironclads fitted with cutting 
prows to forge through those chunks they cannot 
avoid. 

t:be CRawlfng aangle 
Below Urbana is a vast, sprawling rain-forest 

called the Crawling Jungle. Insects of all varieties 
and sizes thrive within. Some are as dangerous as 
the dragons of Middle Wall, others are relatively 
harmless and used as beasts of burden by the 
Kyanites who live there. 

Most of the jungle grows from the moist land at 
the foot of South Wall, especially along the Cold 
River. Some of it climbs the high mountains and 
quickly changes composition from jungle flora to 
hilly scrub. 

The waterfalls in this section of the jungle pro
vide some of the most breathtaking scenery I have 
ever laid eyes upon. The beauty of the region is 
broken only by the dismal face of war. Lord Urbane's 
men cut timber and mine ore from the jungle at an 
alarming rate. They spare little thought to replen
ishing what they have taken. This has brought 
them into bloody conflict with Kyan. 

t:be CR(YSt:al .J=oRest: 
In truth, the Crystal Forest is usually no differ

ent from any of the other vast arboretums in our 
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land. It is only in the 
dead of winter that it 

transforms into a magical, 
mystical realm of wonder. The 

heavy rains from the Blue Flows constantly 
blanket the forest in moisture. In the middle of 

winter, the frigid temperatures freeze the rain on 
every branch, twig, and blade of grass in the wood
land. The clear ice and the sunlight that sparkles 
through it makes the entire forest look as if it is 
made of crystal, thus the name. It is truly an awe
inspiring sight. 

Trees that can bear this incredible weight are 
sturdy indeed. Bows made from crystal wood are 
the strongest in the land. Several companies have 
permission to cut timber and sell it abroad, but 
Governor Veron us ofnearby Sylfanus watches over 
their activities closely lest powerful "crystal bows" 
wind up in the hands of Arasteen's enemies . 

gQeat: moss Lake 
Aden's largest lake is also its most dangerous. 

These murky waters are home to a strain of near
sentient weed. Long strands of moss probe the 
decks of ships and pull sailors to their doom. More 
tenuous strands have been known to foul the 
hulls ofironclads and set them sinking. The moss 
existed long before the Darkfall, but seems to 
have gained a certain degree of cunning since. 

The people of Mossburg in Aramyst have 
found a way to harvest the deadly plant for 
food. Ironclads fitted with electro-prods dan
gling into the water shock and stun the 

weed. Then the sailors capture the paralyzed mass 
with metal nets. The ships' electrical generators 
then send current through the nets' cables and kill 
the weed, a process vengeful sailors joyously call 
"the burning." 

gQeen sea 
The Green Sea reaches from Balaquim to Sea 

Reach. A strong trade wind from South Wall whips 
along Yzeem's coast and changes the nature of the 
ocean from Balaquim to the northwest. The border 
between the Serene Ocean and the Green Sea is not 
often clear. Sailors say they are in the former if they 
becalmed, and the latter if not. 

The Green Sea's waves pelt the northwestern 
coasts. I suspect this is why the islands and cliffs of 
Broken Bay are jagged and riddled with underwa
ter caves. 

ocean of: senenf t:~ 
The eastern waters of Aden lap lethargically at 

its shores. The Ocean of Serenity is also called the 
Serene Ocean, or just "the Serene." Vanorans of 
Tanto use the soothing rhythms of its waves to 
meditate on the way of their chosen beast. Sages 
suspect that it was their shamans who named the 
Serene. 

There is little wind in the 
ocean from Balaquim to 
Regorra. Ships that sail 
these waters must rely on 



magic or steam. There are few of the latter. Yzeem 
has little industry and Vanorans generally frown 
upon the dirty smoke trails left by steamers. 

skaR 
Skar is a giant crevasse in the middle of the Mud 

Plains. It is nearly 325 kilometers long and perhaps 
40 kilometers across at its widest point. Its depth 
is typically less than a kilometer , but 
there are areas such as the 
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Black Depths that are 
said to reach five kilometers 
into the bowels of Aden. 

Numerous clans live within the cliffs, 
valleys, tunnels, and ledges of Skar. Most 
inhabitants are isolationists who refuse to ally 
with Yzeem or the Rhanate. One dwarven settle-

ment is said to have a system oflifts and elevators 
that can move up, down, or through the canyons 
of their incredible home. 

t:be spike .,:ens 
The Spike Fens begin where the waters of 

the Cold River seep into the wet ground at 
the foot of South Wall. The frigid headwa-

ters mix with the warmer south-
ern climate and turn this 



• 
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area into a steamy swamp. The most common plant 
of the marsh is the thorn tree, a straight stalk 
covered with long thorns. These spiny trees cover 
most every acre of shallow water and give the 
swamp its name. 

Traveling through the Spike Fens is dangerous 
business. Certain varieties of the thorn trees are 
poisonous, and the dreaded blood-seekers are clever 
imitators. These plants look just like thorn trees 
but are capable of whipping out at passers-by and 
drawing blood through their hollow barbs. Besides 
the deadly fauna, the fens are filled with snakes, 
nocturnals, and a curious mix of people who call 
themselves the Outcasts. 

t:fr<r<fan·s e~e 
The clear blue waters of this lake are said to 

resemble the eyes of the Tirrian, the founder of my 
own Radiant Order. It is a magnificent pool, and I 
can honestly claim that I have never seen clearer 
water anywhere in Aden. Beneath the glassy sur
face are bizarre rock columns, salt arches, and 
alluvial fans of all colors, shapes, and sizes. Giant 
fish swim in full view of all, feasting on schools of 
lesser creatures with little place to hide in the 
transparent realm. 

No man fishes these waters, however, for they 
are inhabited by the amphibious slurgithians. The 
fish-men live in deep caves beneath the surface and 
rarely interact in the affairs of man. Only when 
large groups of fishers have attempted to hunt 
their waters have they come forth to declare their 
sovereignty of the lake. I will speak more of these 
bizarre denizens later in this tome. 

t:bewaLL 
The most striking feature of our rolling land 

must be the purple peaks of the gigantic mountain 
range called the Wall. Stark crags combine with 
sheer cliffs and stepped towers throughout these 
mountains like giant teeth. The tips are capped in 
the purest snow, which continually melts down the 
rocky faces to the green valleys far, far below. 

The Wall is roughly divided into three sections, 
North, Middle, and South. North Wall is home to 

the Arasteen city Top of the World, ruled by 
Governor Drummel. Numerous entrances 

to the ancient dwarven homes dot the 
rocky perches of this area. 

Middle Wall is inhabited by a high 

percentage of jurak and ferran clans. I have said 
that many juraks and gore aux have integrated into 
societies elsewhere, and this is true, but there are 
also many who have elected to live as their ances
tors did in the more familiar surroundings of the 
high hills. These isolated groups live in barricaded 
caverns or enclosed perches high atop the windy 
peaks. Some have become desperate enough to raid 
their fellows for food, and a few have even struck at 
the thunder trains on occasion, so far without 
success. 

South Wall is home to Kyan and New Columbey. 
This region is partially covered by the lush Crawl
ing Jungle. The area is also home to the ilithix, a 
terrible species of insect-men. The people of Kyan 
and the Wind Riders live in constant fear of the 
brood's bloody sorties. South Wall is also said to be 
home to the Nether Gate, a legendary portal to 
other places, times, and even worlds. I have seen no 
evidence to support the existence of such a thing, 
but anything is possible in a land such as ours. 

passes 
The range is called the Wall because it is virtu

ally impassable by land-borne creatures. Even air
borne beings have a difficult time gaining enough 
altitude to cross these mammoth peaks. Burcham's 
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Pass, an independent settlement manned predomi
nantly by juraks and rapacians, is the most well
known path through this mountainous barrier. It is 
the only known trail large enough to accommodate 
the thunder trains. Obviously, nocturnals and raid
ers who have set their sights on the trains are most 
common in this long stretch of the thunder trail. 

Many know oflesser passes through the Wall. In 
the north, for instance, the Radiant Order main
tains a small force to watch over Skellon's Pass. 
The canyon is guarded on one side by the Radiant 
Citadel, and on the other by Vanguard Keep. The 
ruins of Karegh-Konan, an ancient, ruined city of 
the deep dwarves, lies in the tunnels beneath these 
outposts. Nocturnals and other monsters from the 
ruins have kept the defenders of Skellon's Pass 
busy for several years. One day we will have to form 
an expedition to cleanse the under-earth of its evil 
denizens. 

societ:y 
The people of Aden are as varied as the ingredi

ents in hunter's stew. In some places, the folks still 
ask strangers into their home for dinner if they 
have the food to spare. Other communities aren't 
quite as likely to take a visitor into their confidence, 

but once they do, they 
show him every kindness 
they can afford. A settlement's 
experience with local nocturnals, and 
especially the corrupted, will decide its tem
perament. To offer a stranger kindness takes the 
greatest of trust from those who are plagued by 
evil, but I am proud to say it is generally a tradition 
we have upheld. 

Another change caused by the Darkfall is the 
nature of the outlying villages. Small settlements 
once sprawled over the land in a leisurely and 
uncrowded fashion. Now townsfolk must pull their 
homes close together, sealing themselves within 
palisades or magical barriers built to keep out the 
worst of the nocturnals. The minions of the Darkfall 
are legion, however, so walls of wood and even iron 
are minor obstacles to their rampaging desires. 

gove~nment: 
Immediately after the Darkfall, the open nature 

of governments began to change. Insidious plots by 
the corrupted within the nations' courts have caused 
the various rulers to keep their affairs to them
selves. Significant developments in information 
and particularly mechamagic have since become 
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shrouded in secrecy, 
lest they fall into enemy 

hands. The exact method for 
creating Lord Urbane's thunder 

trains, for example, is a secret process that 
cannot be revealed by Urbanan law under pen

alty of death. Many forget that the Age of Thunder 
roared so loudly because the best and the brightest 
of Aden worked together to push the limits of 
mechamagic. Now isolated enclaves of mages pur
sue their own developments, jealously guarding 
each newfound discovery. This is one of the great
est tragedies of the Darkfall - that the Age of 
Thunder will end not with a rumble, but with a 
grinding halt. 

"tr<ane ann 
c ommer<c e 

Each of the major nations mints its own coins, 
stamped with the official crest of its government. 
The most common "crests" are stamped with the 
number "l," and are made out of whatever mineral 
is most common to the state. Copper, lead, and even 
stone coins are usually used as single crests. Five 
crest coins are often made of silver, while ten crest 
coins are made of gold. Platinum coins are stamped 
as fifty crests. Coins made from manite are worth 
one hundred crests. Only in Urbana is there any 
deviation from this system. The Lord of that realm 
has declared all foreign coins worth half their 
printed amount within Urbana's borders. Obvi
ously, this has caused great turmoil in trade be
tween the nations. 

t:be t:bar.:iOeR t:Ra fl 
All the nations' economies suffered severely for 

the first two years of the Darkfall. The danger of the 
nocturnals meant that farmers could not bring 
their crops to the market, merchants could not 
receive goods, and ships had no cargoes. A few 
caravans passed between neighboring lands, but 
their treks ended in disaster far more often than 
success. 

Though Lord Urbane has many detractors to
day, it was he who first envisioned and created the 
thunder trains. The thunder trains are gigantic 
land ships that plow the outlands from one end of 
Aden to the other. Urbane's brilliant mechamages 
created these hulking, magical machines. To see 
one is to gasp in awe. Black clouds from their spiny 
smokestacks hover nearly 13 meters above the 

upper deck of the train, which is itself some 10 
meters above the ground. Its huge wheels 

are like those of a wagon, but connected by 
metal belts to form tracks that roll 
through marshes, forests, and shifting 

sands with ease. Internal engines powered by steam 
and magic turn the belts and pull the wheels along 
at a slow but constant pace. 

The success of the thunder trains has spurred a 
dramatic comeback for the economies of Aden. 
Most merchants can now caravan to the nearest 
thunder stations and send their wares abroad. The 
thunder trains' success has even spurred similar 
progress in the rivers and along the coasts. Trading 
fleets escorted by metal-hulled Annihilators and 
other dreadnoughts once again ply the Green Sea, 
the Blue Flows, and the Ocean of Serenity. Gun
boats armed with storm cannons serve a similar 
purpose in the major rivers, allowing local trade 
and logging. 

Coin 
Copper, lead 
Silver 
Gold 
Platinum 
Manite 

magic 

Value 
1 
5 
10 
50 
100 

Moral strength is the strongest asset the people 
of Aden have against the nocturnals. Our second 
strongest is mastery of magic. Most townsfolk know 
a simple spell or two. Few can create a ball of fire 
large enough to slay even the weakest nocturnal, 
but the common man has often found himself 
thankful for a simple light spell or water can trip. A 
clever wit and a strong will can often turn the most 
harmless spell into a life-saving tool. 

Men and women use simple magic to clean their 
homes, to purify their water, and to make everyday 
life a little easier. Those who practice long enough 
can develop more spectacular results. Most towns 
have a local magician, often called a hedge wizard, 
who can cast spells of a little more power and 
importance. It is often they who rid crops of blight 
or infestation, defend their village against lesser 
nocturnals, and generally solve problems some
what beyond the grasp of their neighbors. 

True wizards are the men and women who have 
dedicated many years to mastering the arcane arts. 
Their spells are lethal enough to slay scores in a 
single casting, or powerful enough to level a tavern. 
Perhaps only one person in a thousand is diligent 
enough to become a wizard, though everyone has 
the potential. Those who do master the art are 
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treated with respect and 
awe, and occasionally more 
than a little trepidation. 

There are many different kinds of 
wizards: mechamages, healers, necroman
cers, conjurers, and prestidigitators just to name 
a few. The newest and the most controversial of the 
bunch are the mechamages. Most of them live in 
Urbana, where the lord of that province encourages 
them to create giant monstrosities of magical en
ergy and iron. 

"tbe Last: o.J= "tbe 
pRopbe"ts 

Aden was home to a number of prophets, seers, 
and visionaries before the coming of the Darkfall. 
Why none of them foresaw this great cataclysm is 
a mystery as great as the eclipse itself. 

Whatever the reason, their lack of precognitive 
sight was their own downfall, for no true seer 
survived the invasion. Aden has been without di
viners for the last decade. Rumors of mechamagical 
surgery awakening a so-called "third eye" within 
certain individuals have circulated for some time, 
but I have never seen an individual so gifted. 

Religion 
Organized religion is a scarcity in our land. Only 

in Carraway was there ever a large following who 
believed in deities and worshipped them regularly. 
Many Adenites look to orders or other cults to 
provide their communal needs. Some of these cults 
worship warriors, others believe in mages, and 
some in particular ideals, customs, or practices. 

Some cults extend beyond national boundaries 
while others are very localized. You will not find 
chapters of Arasteen's Radiant Order in Urbana, 
for example, but there are sanctuaries for Urbana's 
Iron Guard in all of Aden's thunder stations. Some
times orders are outlawed outside of their recog
nized boundaries. King Corben will not allow the 
Eye into Arasteen, and the followers of a pestilent 
being known as "the Pale" are outlawed every
where. The general rule is that any organization is 
tolerated until it shows itself detrimental to those 
around it. 

i n.J=eRnas 
One pseudo-religious belief has become univer

sally popular since the Darkfall. The city ofSmult 
lies on the base of a great volcano. Vents located 
about the area are so hot that the famed smiths 
of that city use the heat to forge iron. Besides 

'E the constant threat of a volcanic eruption, 
.!! > the people of Smult's greatest concern 
~ is a race of cruel fire salamanders that 
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live within the fiery 
bowels of their mountain. 

Over the years, a number of 
expeditions have sought to raid 

the salamander's home, which the knights 
have named Infernus. For obvious reasons, such 

sorties are rare. Besides the expense of magically 
protecting the warriors from the incredible heat, 
the salamanders have proven themselves orga
nized and capable defenders. 

Seven years ago, a lone survivor of one such 
failed expedition stumbled from the burning caves. 
Before he died, he swore that the cavernous depths 
oflnfernus were populated with the spectral souls 
of those who had given themselves to the Darkfall. 
He claimed the piteous corrupted were chained in 
pools of molten lava, and believed it was their fate 
to suffer eternally for failing their unknown mas
ter . 

No one has ever verified this story, and it is quite 
possible that the Baron of Sm ult simply concocted 
the tale as a warning to those who would barter 
their souls to the Darkfall. Regardless ofi ts basis in 
truth, however, the legend has become a popular 
one. To "damn one to Infernus" is a curse heard 
often in the thick of battle against the corrupted. 

tecbnoLogy 
Aden saw great leaps in the science of 

mechamagic just before the Darkfall. Can
nons were created some hundred years ago. 
It was only logical that the same princi-
pals would quickly be applied to per-
sonal arms. Wheel lock pistols are great 
openers for battles against thick
skinned nocturnals. Balls from a 
wheel lock can cause more dam
age than an arrow, though accu
racy is sacrificed for effect. The 
wounds these projectiles can 
cause is horrible. Even an 
experienced healer such as 
myself has trouble mend
ing the holes these infernal 
devices blast in human 
flesh. Most armies still pre-
fer to use the more accurate and 
reliable bow. Only Lord Urbane has truly 
integrated black powder weapons into his army. 

At about the same time black powder was devel
oped, a group of goreaux in Middle Wall pioneered 

the concept of steam power. The goreaux showed 
that the steam from boiling water could be 

captured, and the pressure that it built up 

used to power anything from a horseless carriage to 
a marvelous device that could cut wood. Lord 
Urbane's own wizards stole these ideas and later 
improved them when they integrated steam power 
with mechamagic. 

golemoros 
Golemoids are by-products of our mechamagical 

age. A mercenary in Urbana once lost an arm in a 
fight against an outland warlord. It took the war-
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rior far too long to acquire the services of a healer, 
however, and the delay made it extremely expen
sive to rejuvenate the missing limb. Undaunted, 
the warrior turned to a mechamage instead. The 
wizard could do little in the way of healing, so 
instead, he replaced the mercenary's arm with a 
magical limb of metal. The experiment was a com
plete success. The arm was even stronger than the 
one it replaced, giving the swordsman an edge in 
his deadly trade. 

The mercenary's story spread quickly. Mecha
mages all over Aden tried similar experiments, 
some with success, and some with horrible failure. 
Now many warriors have mechanical claws pro
truding from their forearms, metal legs capable of 
short but amazing sprints, or skin armored with 
the infusion of manite particles. There seems no 
end to the incredible alterations golemoids have 
been able to imagine for themselves. 
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t:be 
wast:fng 

Anyone who has a mechamagical at
tachment is said to become a "golemoid." But 
golemization is not without a price. Most every
one who undergoes mechamagical surgery con
tracts a bizarre, magical disease called the Wast
ing. This ailment eats away at the victim's mind, 
and in advanced cases, causes various forms of 
insanity. The more manite one adds to his or her 
body, the more his psyche deteriorates. Even the 
healers of my own Radiant Order have failed to find 
a cure for this strange malady. 

Society at large is still uncertain in its apprecia
tion of golemoids. Mercenary and most warrior 
circles think nothing of a golemized compatriot. 
Less militant circles are still somewhat suspect of 
those suffering from the Was ting since they may 
become deranged at any moment. 
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a~arn~L. 
It is difficult to decide whether Aramyst is a nation or a ruin. During the 

Darkfall, the land of Aramyst died. It didn't perish by revolution, plague, or even 
by the hand of a foreign conqueror. A vast portion of it simply burst into flame 
and continues to burn to this day. There is no central government, no ruler, and 
few settlements. Still, I have decided to list Aramyst as a nation as a tribute to 
its people, for they have suffered more than any other from our land's dismal fate, 
yet still they struggle on to rebuild their shattered homes. 

't be Bar:infng coas't 
Most of Aden was overwhelmed by the horrors we call nocturnals. A large 

portion of Aramyst, however, was enveloped in magical flame of sinister origin. 
The Burning Coast, that part of Aramyst that continues to burn, stretches from 
the village of Lore in the north to Merea in the south. The fires cannot surmount 
the peaks of the Knuckles to the west, though they boil the coastal waters of the 
Serene Ocean for some distance. The inferno is magical and never seems to die, 
even when sizzling rain falls from the sky overhead. 

Creatures of flame are the only inhabitants of this area. Salamanders, drakes, 
and countless nocturnals ofincendiary origin lurk within the swirling firestorms. 
The horrors lurking around the ruins of old Regora are said to be the worst. 

The treasures of the abandoned Burning Coast are great, but only those with 
magical protection against the heat can even descend the slopes of the Knuckles 
to attempt salvage. Even then, the fiery denizens are not kind hosts. In fact, their 
infrequent contact with mortals causes them to savor their few opportunities for 
depraved cruelty. 

Li.J=e in ar:iarn~L. 
Most of Aramyst's refugees fled over the Knuckles and founded a city 

appropriately dubbed Refuge. The rest huddled in independent enclaves at the 
northern and southern borders of the Conflagration. These settlements have 
little contact with one another, but many of Aramyst's traditions live on in 
surprising similarity. 

Aramystans are collectively called Refugees, whether they are actually from 
Refuge, Lore, or Merea, for that is what they are. The title may seem glum, but 
in truth, it is not. The Refugees believe that their current state is temporary, and 
that one day they will recover their beloved nation. At that time, they will call 
themselves Aramystans once again. 
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Ironclad: Toughness 30; Speed 18 mph; 
maneuver -2. Most ironclads mount several 
storm cannons or steam ballistas to ward off 
the aquatic nocturnals that live in the Great 
Moss Lake. The electro-prods generate a dam
age value 21 current to anything in the water 
witl\in 20 meters of e vesse 'tself. 
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goverinrnent: 
The Elders of the Celestial College were the 

rulers of old Aramyst. A Minister of State served 
some of the same functions a King or Queen might, 
but the real power lay with the Elders. The Refu
gees of Aramyst continue this tradition. The wisest 
wizards of the community make the decisions of the 
settlement, and it is up to the citizen militia to 
carry them out. 

solnferis 
Besides the militia, Aramyst has no "champi

ons" such as the Radiant Order or the Judges of 
Carraway. To fill the void, bands of adventurers 
have flocked here in droves. The Elders of all 
Aramyst's settlements can always be counted on to 
hire able-bodied heroes for some quest or another. 
Sometimes they require items of power from the 
Burning Coast and outfit their questors with po
tions or spells that allow them to tolerate the heat. 
Other times they've needed exploration of the Great 
Moss Lake's western shores and granted ironclads 
to those who will do it. The Elders' tasks are an 
excellent training ground for young adventurers -
if they have the mettle to survive them. 

t:riane 
The cramped Refugees have little room for gar

dens or livestock. Imports from Vanora and 
Carraway provide most of their food. Since no 
thunder trains as yet travel this region, more 
vulnerable caravans must be used to transport 
these goods. A warrior can make a fortune guard
ing these convoys, though whether he will survive 
to spend it is doubtful. 

Seven years ago, an Urbanan trader greatly 
improved the Refugees' situation. Everyone knew 
that the living seaweed of the Great Moss Lake was 
edible, though dangerous to collect. Vessels that 
tried to reach the floating moss were inevitably 
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dragged under by it. 
Then a dwarfnamed Gen tor 
proposed to use metal-hulled 
ships to foil the penetrating fronds of the 
sentient weeds. His first experiment was 
disastrous. The fronds took much longer to pen
etrate his ship's hull, but they eventually forced 
their way through the steel plates and pulled the 
vessel under. It nearly cost Gentor his life, but he 
was not dissuaded from his task. He created a new 
vessel and outfitted it with "electro-prods." These 
ingenious devices generate electrical current into 
the water, surrounding the ship with a barrier the 
moss cannot penetrate. Now the ironclad "electro
ships" ply the thick waters stunning and gathering 
the deadly weed into great nets of metal cable. At 
the end of the day, a charge is run through the net 
that kills the struggling weeds. Sailors usually 
celebrate the "burning" with a toast, for they de
spise the deadly flora. Perhaps ironically, you will 
find few sailors who eat the stuff, though they make 
a decent living from those who do. 

c alt:arie 
The one day of the year that all Refugees hold 

sacred is the Day of Remembrance. On the anniver
sary of the Darkfall, the Aramystans light a giant 
bonfire to symbolize the inferno that still rages in 
the heart of their homeland. Each man, woman, 
and child is supposed to contribute some sentimen
tal token to remember their loss. When they are 
finished, those who contributed to the fire may 
approach and pour a single cup of water upon it. If 
the bonfire is extinguished after all the cups are 
drained, the Refugees believe their nation will be 
reclaimed within the coming year. So far, the bon
fire has remained spitefully alight. 

waRnfng o-i: "tbe 
RenpRopbe-c 

Rumors have surfaced that a mage named Aajek 
Karasynn, widely known as the Red Prophet, was 
the only visionary to foresee the coming of the 
Darkfall. It is likely that the Blind Seer of Arasteen 
had similar premonitions, but he did not frequent 
the circles of influence that Karasynn did. 

A man named Jerek of Refuge claims that he 
served as a page for the Celestial College in Regor a, 
the capital of Aramyst. According to him, the Red 
Prophet warned the Elders of this prestigious magi
cal academy that a great cataclysm was to occur. 
What the revered Elders did about the warning 
J erek cannot say, for he was not allowed to 
overhear any more of their discussions. 
All he knows for sure is that a great 
number of heroes from all the nations, 
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including my own men
tor, Kallon of Arasteen, 

came to the Celestial Col
lege some weeks later. They set 

out as if preparing for a great journey but 
never returned. A month later came the Darkfall. 

ariast:een 
The reader will understand if this old warrior 

has a soft spot in his hardening heart for the gem 
of the northwest, Arasteen. As I have said, I was 
born there, and I can honestly say that I have seen 
no better kingdom in which to live in all my travels. 

The cold winters cover our rolling hills in several 
feet of glistening snow. In summer, these same 
hills sprout tall grass while waterfalls race through 
the valleys in between. Our forests are home to tall, 
regal pines that remain green even through our 
harsh winters. 

L i.J=e in aRast:een 
The people of Arasteen are a varied lot. The 

villages as well as the cities are racially diverse, 
though Sylfanus has a slightly higher proportion of 
elves than usual, while Top of the World is home to 
many dwarves. These places are the ancestral 
homes of the two races, though they are integrated 
with thousands of other citizens of all species. 

goveRnrnent: 
Arasteen is ruled by our King and Queen. Our 

leaders are bred in the ranks of the Radiant Order, 
so there is little chance of a despot ascending to the 
throne. Our current liege is King Corben and his 
wife Queen Moriana, who was also a knight of our 
esteemed order. 

Regions were once commanded by Barons and 
Dukes, but this changed several generations ago. 
Now all but the King's own home province are ruled 
by Governors. Governor Veronus watches over the 
Crystal Forest region, while Governor Drummel is 
the lord of North Wall. 

Towns and villages typically elect a Mayor. 
Mayors often hold village meetings so that their 
constituents can express their opinions on commu
nity decisions. 

kfng CORBen 
In most other lands, a new king is simply the son 

or relative of the last. The lieges of Arasteen are 
culled from the heroic ranks of the Radiant 

Order, virtually guaranteeing that the new 
lord will be wise and just. The Radiant 

Order's devotion to compassion and jus
tice is a proving ground for the pure of 

heart. One who masters the tenets of the Radiant 
Order is named King or Queen when the former 
ruler feels that his or her time is past. 

Corben grew to fame some twenty years ago. He 
was captured by a bandit king who thought to 
ransom the Knight from his fellows in the Radiant 
Order. Corben was locked in a cell deep within the 
bowels of their mountain home. While the bandits 
waited for a response from the Order, Corben 
slowly chiseled away the bars of his single window. 
When the portal was finally opened, Corben crawled 
outside and found himself on a precarious cliff high 
in the mountains of North Wall. Corben could have 
escaped, but instead he chose to climb higher and 
find the lair of the bandit king. He did so, defeated 
the villain with a captured sword, and then spirited 
him away before the rest of the thieves could block 
his escape. The Radiant Order, who had been 
searching for Corben for weeks, could hardly be
lieve their eyes when he returned unharmed and 
with his captor in chains. 

This stubborn act of bravery was merely the 
start of many more acts of devotion, compassion, 
and service to the Order. Only five years after that 
event, Corben was named Paladin. When the 
Darkfall struck, the old king was slain by a treach
erous courtier, and Corben became the new King of 
Arasteen. 

solnfeRs 
The Militia: The militia of each town is unique. 

The force in Sea Reach mounts cannons on the city 
walls to deal with particularly large nocturnals. 
Sylfanus' army relies primarily on stealth and the 
crystal bow to pick off their enemies one by one. 
Governor Drummel at Top of the World rarely has 
any reason to take to the field. If some group of 
desperate creatures attacks his mountain fortress, 
the citizen-soldiers defend the walls with picks and 
spears. A few men are trained as artillerists and 
rake approaching hordes with deadly storm can
nons. 

st:annaRn mflft:fa 
soLnfeR 

AGILITYS 
Dodge 9, melee combat 10, unarmed combat 9 
DEXTERITYS 
Fire combat 9, missile weapons 9 
ENDURANCES 
STRENGTHS 
TOUGHNESS9 
INTELLECT7 
Perception 8, tracking 9, trick 10 
MIND7 
CONFIDENCE 6 
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The Militia 
Soldier 

Corporal 
Sergeant 

Lieutenant 
Captain 

The Radiant Order 

CHARISMA6 
Taunt8 
Life Points: 1-4 
Equipment: Arasteen's militia is typically 

armed with long swords, damage value STR+6/20; 
long bows, damage value STR+6/20, range 3-25/ 
75/150/300; and leather armor, value TOU+2/17. 

(Standard Militia Soldier (D6): DEXTER
ITY 2D+2: Dodge 30, firearms 30 , melee combat 
30+1, missile weapons 30 STRENGTH 2D+2: 
Brawling 30 KNOWLEDGE 2D+l TECHNICAL 
2D+lMECHANICAL2D+lPERCEPTION2D: 
Con 3D+l, investigation 20+2, search 30, taunt 
20+2. Force Points: 1- 4. Equipment: Long 
sword, damage STR+2D; long bow, damage value 
STR+2D; leather armor, +2.) 

The Radiant Order: The men and women who 
dedicate themselves to the Radiant Order believe 
in two things: compassion and justice. The two 
tenets are often very difficult to balance, so the 
ranks of the group are few, though the believers are 
many. Anyone can join the Order, regardless of 
their past or their standing. Once inducted into the 
ranks, however, a recruit who does not abide by the 
Order's rules will quickly find himself expelled. 

Initiates of the order are termed Hospitalers. It 
is they who make up the bulk of the assemblage. 
Their duties are to learn the art of healing and 
assist older Knights during treatments. In their 
spare time, they are expected to practice with a 
weapon of their choice, usually against other young 
men and women in their group. Hospitalers spend 
most of their time attached to a Knight, learning 
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from his or her experi
ences and performing what
ever minor duties the mentor 
requires. 

Knights form the core of the Radiant Or
der. Hospitalers who meet certain goals in arms 
and healing are eligible to become Knights after 
their fifteenth birthday. Our thinning ranks have 
caused this age requirement to drop from twenty 
since the Darkfall. 

Templars are those knights who have proven 
their wisdom, compassion, and sense of justice over 
a period of many years. Templars lead bands of the 
Radiant Order when combating evil or healing the 
sick. Knights of the order can only become Templars 
by nomination of another Templar, and must then 
be voted on by their peers. 

The member of the order most enlightened in the 
ways ofTirrian is called the Paladin. The Paladin 
is equivalent to a prince in other lands, for it is he 
or she who will be pronounced King or Queen when 
the old ruler feels his time is past. My mentor, 
Kallon, was the Paladin until his disappearance at 
the beginning of the Darkfall. Four other men have 
since filled Kallon's shoes, but each has perished in 
this terrible war against the nocturnals. There is 
some talk that I, Grimlak, might replace our latest 
Paladin, now missing for some time. It would be an 
honor to lead the people of Arasteen, of course, but 
I am not envious of the heavy responsibilities that 
come with this position. 

st:annaRn bospft:aleR 
AGILITY9 
Beast riding: horse 11, dodge 10, maneuver 10, 
melee combat 11, unarmed combat 10 
DEXTERITYS 
Fire combat 9, gunnery 9, missile weapons 9 
ENDURANCE9 
STRENGTHS 
TOUGHNESS 10 
INTELLECTS 
Apportation 11, first aid 11, perception 9, sci
ence: xenology 9, tracking 10, trick 10 
MINDS 
Conjuration 9, medicine 10, scholar: Darkfall 9 
CONFIDENCE 9 
Alteration 10, intimidation 11, willpower 10 
CHARISMAS 
Charm 10, persuasion 9 
Life Points: 5-7 
Equipment: The knights of the Radiant Order 

carry many different weapons. Most all wear 
chain mail beneath their white tunics, how
ever (TOU+5/20.) The statistics above are 
for a Hospitaler. Templars have higher 
and more varied ability scores and 
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skills. Magical talents 
are usually kept at com

petent but not overwhelm
ing minimums, with more devo

tion going towards skill in arms and the study 
of nocturnals (xenology.) 

(Standard Hospitaler (D6): DEXTERITY 3D: 
Dodge 3D+l, firearms 3D, gunnery 3D maneuver 
3D+l , melee combat 3D+2, missile weapons 3D 
STRENGTH 3D: Brawling 3D+ 1 KNOWLEDGE 
2D+2: Alteration 3D+l, apportation 3D+2, conju
ration 3D, Darkfall 3D, intimidation 3D+2, will
power 3D+l TECHNICAL 2D+2: First aid 3D+2, 
medicine 3D+ 1 MECHANICAL2D+2: Beast riding 
3D+2, xenology 3D PERCEPTION 3D: Charm 
3D+l, con 3D+l , investigation 3D, persuasion 3D, 
search 3D+l. Force Points: 5-7. Equipment: 
Chain mail, armor +1D+2.) 

The Radiant Order was founded over a thousand 
years ago by King Tirrian, a wise and compassion
ate human who presided over Arasteen for over 
fifty years. At the beginning ofhis reign, Sea Reach 
was threatened by a terrible sorcerer and a vicious 
band of outcasts from the Gray Isles. The warband 
captured Sea Reach in a daring, surprise attack 
and put the city to the torch. Tirrian regrouped his 
knights, proclaimed them members of the Radiant 
Order, and tasked them and himself with reclaim
ing their capital. The knights were successful and 
the sorcerer's warband retreated back across the 
seas, though the cost in life was appalling. During 
the rebuilding, Tirrian realized that his knights 
were needed for more than just their sword-arms. 
From that day forth, all warriors of the Radiant 
Order were required to heal as well as fight, and to 
exemplify the principles of Compassion and Justice 
in all that they did. 

t:benav~ 
Arastinian sailors have never enjoyed 

the largest ships in Aden. Our captains 

tend to emphasize speed and maneuverability over 
size and firepower. There is no true organization to 
our fleets, though the most senior captain's vessel 
is generally termed the flagship. The loose collec
tion of ships under his or her command are manned 
by militia companies organized exactly as those on 
land. Sloops, gunships, galleys, and skiffs are all a 
part of our diverse fleet. 

Skiff: Toughness 14; Speed 18 mph; maneuver 
+3. Skiffs are the lightest boats used in warfare, 
and cannot mount cannons or ballistas. They are 
more often used to deploy wizards, arsonists, or 
other specialty troops among enemy vessels or 
monstrous hordes. 

Sloop: Toughness 18; Speed 18 mph; maneuver 
+ 1. Most sloops mount four 12-lb. cannons, two on 
either side. At least six men must man the rigging 
in addition to two men per gun for a total crew of 
14-20. 

Gunship: Toughness 34; Speed 10 mph; maneu
ver -4. Gunships are armored steam-boats mount
ing a turreted storm cannon on each end and a 
central steam ballista in the middle. A small crew 
of 8- 15 can man an ironclad gunship. 

Galleys: Toughness 24; Speed 25 mph; maneu
ver +O. Galleys require a crew of 30-40 men to man 
the rigging and their 10-20 12-lb. cannons. 

t:benaant:Less 
By far the most spectacular addition to our navy 

is a ship of a different sort. An old galleon dubbed 
the Dauntless was recently fixed to giant balloons 
that, believe it or not, allow it to fly! The amount of 
steam it takes to keep the ship aloft is incredible, so 
the Dauntless cannot remain in the air for long. 
Still, if we continue to develop these incredible air
ships, they will prove a valuable tool against any 
horde of nocturnals foolish enough to gather in the 
open. 

The Dauntless (Airship): Galleys: Toughness 
24; Speed 25 mph (flying); maneuver +O. The Daunt
less mounts 8 cannons per side and has a turreted 
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steam ballista atop the 
forecastle. The balloon 

that suspends the Dauntless 
is protected by a magical spell that 

grants it a Toughness of 18. 

t:r:iane 
The villages and towns have a high percentage of 

farmers and agricultural workers, and it is these 
hardworking people that provide Arasteen with its 
most valuable commodity. Ula, a sweet-tasting 
root, grows in short rows in the north, while werry 
andjume, thick wheats, are plentiful in the south
east. Livestock roams the plains between Sea Reach 
and Hammlish and are protected from nocturnals 
by courageous plainsmen riding rumblers - mas
sive, armored beasts that shake the ground as they 
run. 

Farmers trade all these goods with Urbana and 
the western nations through the port at Sea Reach 
and Urbana's thunder trains. Lord Urbane has 
quietly referred to the Arastinian people as a "bunch 
of sheep herders and ula-pickers who couldn't stand 
up to a strong wind." Ifwe were to cease exporting 
our wares, I wonder if the Iron Tyrant could feed his 
people with the manite ore he focuses his nation's 
attentions on? 

Besides farming, Arasteen has a very rich trade 
in raw minerals from the mines at Top of the World. 
Gold, silver, platinum, and the occasional rare vein 
of manite are all sold at home as well as abroad via 
the thunder trains. Many not directly involved in 
mining are employed in underground smelting 
factories, iron-works, or some other industry re
lated to the refinement of these metals. 

The Blue Flows at the extreme north of Arasteen 
teem with fish of every size, color, and tempera
ment. Vast schools of sadrac leap through the air 
and land like giant raindrops, and huge tan dis drift 
lazily near the surface waiting for fishers with a net 
large enough to haul them in. These are the most 
common fish sold throughout Arasteen. More dar
ing fishermen chase the deadly horn-sharks, bone
crunchers, and deep devils that live in these cold 
waters. The meat of these animals is expensive 
because of the danger involved in catching them, 
but fetch many crests at market. 

Timber is the main industry in the Crystal 
Forest. "Crystal wood," as it is misleadingly called, 
grows even though it is coated by heavy ice for more 
than three months of the year. The strong wood the 
trees have developed in their quest for survival is 

valued by all of Aden for its resilience. The best 
houses, carts, and support timbers for mines 

are all made from crystal wood. 
The Sylfanusiaris have an even bet

ter use for it. Young, green crystal wood 

is fashioned into exceptionally strong bows, termed 
crystal bows for obvious reasons. As with the wood 
it comes from, there is really nothing crystalline 
about the weapon at all. Still, the crystal bow is one 
of the deadliest non-magical weapons in Aden. So 
deadly, in fact, that Governor Veronus has forbid
den the export of these bows to other nations. This 
act surprised many, especially the bowyers who 
profited from their export. I am afraid that the true 
reason for this action is the veiled threats that have 
issued from the Ice Queen to the north and Lord 
Urbane to the south-Governor Veron us and King 
Corben want to keep this asset to themselves should 
war be the result of these hostilities. 

calt:ar:ie 
The people of Arasteen are a hardworking lot. 

There is usually little time for the pursuit of cul
tural interests, especially in the outlying villages 
where the threat of the nocturnals is constant. 
Still, the heart does not thrive under perpetual 
boredom, so most places have some sort of theater 
or celebration to show their defiance to the black 
forces of the Darkfall. 

All of the cities contain amphitheaters for people 
to witness plays, public speakers, and other events. 
King Corben loves to go to the theater, which 
perhaps explains why the Star Theater in Sea 
Reach is the largest and most elaborate of them all. 

C Or:l.r:l.OUXlN 
Carraway is a land not unlike my own native 

Arasteen. It has leafy forests, green fields, rolling 
hills, and raging rivers. The people are a kind and 
compassionate lot, and the atmosphere is as free 
and open as one can expect in these dark days. 

Carraway is the only theocracy of Aden. The 
people there believe that the spirits of Carraway's 
heroes linger on to protect the living from harm. 
These former champions are called Saints. The 
Church of All Saints is the official government of 
Carraway. Theocrat Telos, his priests, and most 
citizens pay tribute to the Saints through prayer 
and dedication to those principles they exemplified 
in life. 

L i.J=e in caRRall.Xly 
Life in a theocracy revolves around religion, so I 

will begin my discussion of life in Carraway by 
explaining the Church of All Saints. 

r:ielfgfon 
The Church of All Saints, which is synonymous 

with the nation's governing body, is headed by an 
individual called the Theocrat. The current Theo-
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Though certain cults and the Church of All 
Saints worship beings or concepts, the world 
of Aden has no true gods. There is no faith 
skill in Aden, and no way to call upon higher 
powers for aid or intervention. This doesn't 
mean that many people do not have "faith," it 
simply means that faith means adhering to 
principles and ideals for their own sake rather 
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crat is a feline ferran named Larra Telos. Beneath 
Theocrat Telos are the High Vicars of Sentinel, 
Karstan, and St. Lucca. These individuals are 
concerned with the administration of the cities. 
The rest of the holy officials are knights or local 
administrators. 

Average citizens identify with one particular 
Saint that embodies some principle dear to his or 
her own heart. Many sew the symbol of their 
champion onto their clothing or work it into their 
personal coat of arms. Homes might have the Saint's 
emblem above their doors, and will most certainly 
have another above their hearths. Other Saints are 
revered and honored, but a person's patron Saint 
guides his or her lifestyle and beliefs. 

The Church of All Saints was established to pay 
homage to the collective spirit of these great he
roes. Devout All-Sainters revere all the Saints, 
though they celebrate only the canonization of 
their patron. 

Here are a few of the most popular Saints and a 
brief recitation of the deeds that canonized them. 

Albrecht, Saint of Justice: The fourth Theo
crat of Carraway was Albrecht of Yuris. In those 
ancient days, Carraway was overrun with lawless 
bands of steppe raiders from the north. Albrecht, a 
dwarf, organized the knights to halt these threats. 
He and his newly created Justices and Judges 
single-handedly repelled the murderous hordes 
and restored order to the theocracy. His efforts 
consolidated the nation of Carraway, and he be
came the Saint of Justice upon his death. 

Deigh an , Sain t of Wits: Jon Deighan and his 
family lived on a large farm northeast of Sentinel 
some fifty years before the Darkfall. Many cunning 
tales are ascribed to Deighan, though the most 
famous are his trials with Rhalak, a steppe raider. 
Rhalak was an infamous bandit king from the High 
Steppes who would spend his winters in Carraway's 
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farm belt. The farmers 
despised the crude thief and 
his raiders, but were powerless 
to refuse their demands. Only one, the 
dwarf Jon Deighan, claimed that he could rid 
his neighbors of the brigands. The farmer was 
not a warrior and so had to rely solely on his wits. 
The first year, he tainted all the farmer's wells with 
green dye and claimed the Pale One had passed 
through, spreading deadly plague. Another winter 
he claimed a posse of Judges from Sentinel was on 
the bandits' trail. A short distance away, a dust 
cloud supposedly signaled the posse's approach. In 
truth, however, Deighan's neighbors had tied large 
branches to the backs of their mounts and dragged 
them down a dirt road to frighten the bandits away. 
Each winter, the dwarf would concoct some clever 
scheme to repel the raiders. Some of "Deighan's 
Fables" are pure fiction, no doubt, but enough are 
true that one marvels at the dwarfs wit. 

Deighan finally died two decades before the 
Darkfall. It is said that Rhalak himself attended 
the funeral. The bandit king did not long outlive his 
erstwhile adversary. 

En ah s, Saint of Sacrifice: Enahs of Sentinel 
was a young human who perished during the 
Darkfall. When portions of the city fell to the 
nocturnals, Enahs and a band of his companions 
sacrificed themselves so that others could escape. 
His wife, Migeulia, and their son Caden, led the 
movement to have Enahs declared a Saint several 
months later. Migeulia has since gone on to become 
a renowned Magistrate in White Stone. Her son 
Caden is currently a Watchman there, and prom
ises to be as stalwart as his parents. 

Leera, Saint of Music: Leera Meloddan of St. 
Lucca was perhaps the most gifted bard of the 
Golden Age. The elf s eerie sonatas could chill one's 
bones, and her forlorn ballads could make the 
strongest man weep. Or so the legend goes. Leera 
was canonized only a few years before the Darkfall. 
Some debate surrounded her consecration as a 
Saint, however, for it was never truly verified that 
she died. Leera's bloodstained harp was found in a 
lonely glen a few miles north of St. Lucca, but 
Leera's body was never recovered. 

gove~nroen"t 
The administrators of Carraway are collectively 

called the clergy. Theocrat Larra Telos heads this 
noble body. She is a just and wise ruler, and a 
staunch supporter of the Peace of Rose. Telos is a 
ferran with the ancestry of an owl running 
through her veins. She appears human for 
the most part, save for large eyes that can 
rotate independently of one another. 
She is a quiet, contemplative individual 
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who has spent her en
tire life in the administra

tive priesthood. Her wisdom, 
perhaps a sign of her owlish heri

tage, helped her rise through the ranks 
quickly. In fact, she is the youngest Theocrat in 

Carraway's history. 
Theocrat Telos realizes that she cannot be all 

things to all people, much as no one Saint can 
provide guidance in all things. To help her admin
istrate War, Security, and Faith, she has appointed 
Chancellors. Chancellors are drawn from the ranks 
of the High Vicars, Vicars and Master Arbiters, and 
are put in charge of those matters in which they 
have some knowledge and experience. 

High Vicars represent Theocrat Telos in Senti
nel, St. Lucca, and K.arstan. There is no High Vicar 
in the Theocrat's home city of St. Chandrey. High 
Vicars may appoint Chancellor Generals to help 
them in their duties, but ultimate authority rests 
in their hands until countermanded by the Theo
crat herself. 

Clergy 
Theocrat 
Chancellors 

Notes 
Currently Larra Telos 

Cities 
Districts within cities 
Villages 

Vicars act as councilmen or elders in the various 
districts of Carraway's cities. They listen to the 
views of those they represent, and are then ex
pected to make whatever official judgment is in the 
best interests of the community. 

Magistrates are the spiritual and governmental 
leaders of towns and villages. They listen to the 
views of those they represent, and are then ex
pected to make whatever official judgment is in the 
best interests of the community. They are also in 
charge of all knights and militia within their do-

main, though many appoint a Chancellor Gen
eral to this task. Magistrates are technically 

equal in rank to Vicars, though the latter 
are closer to the High Vicars and gener

ally enjoy more influence. 

solnfer:is 
Besides the common militia, the Theocracy re

lies on its holy knights to maintain order and fight 
the forces of the Darkfall. A young person who 
desires such a role may apply to the Magistrate of 
his local Church. If the initiate can demonstrate his 
virtue, wisdom, and strength at arms in the "Test 
of Symmetry," he will be accepted into the ranks as 
a sort of squire, called a Watchman. Watchmen 
perform their duties in their home area. In addition 
to serving in the town watch, from whence they get 
their name, they serve as foot troops for the knights 
in times of need. Watchmen wear the uniform of 
their local militia, if any, and must supply their 
own arms and armor. 

st:anna~n rnfLft:fa 
soLnfe~ 

AGILITYS 
Dodge 9, melee combat 10, unarmed combat 9 
DEXTERITYS 
Fire combat 9, missile weapons 9 
ENDURANCES 
STRENGTHS 
TOUGHNESS9 
INTELLECT7 
Perception 8, tracking 9, trick 10 
MIND7 
CONFIDENCE 6 
CHARISMA6 
Taunts 
Life Points: 1-5 
Equipment: Watchmen carry all types of weap

ons, though short swords (damage value STR+4/ 
19) and spears (STR+6/21) are most common. Most 
wear leather armor (TOU+2/17) when called upon. 

(Standard Militia Soldier (D6): DEXTER
ITY 2D+2: Dodge 3D, firearms 3D, melee combat 
3D+ 1, misile weapons 3D STRENGTH 2D+2: 
Brawling 3D KNOWLEDGE 2D+l TECHNICAL 
2D+l MECHANICAL 2D+l PERCEPTION 2D: 
Con 3D+l, investigation 2D+2, search 3D, taunt 
2D+2. Force Points: 1-5. Equipment: Short 
swords, damage value STR+lD+l; spear, damage 
value STR+2D; leather armor, value +2.) 

t:be ar:iBft:er:is 
After a period of a year, a Watchman may apply 

for knighthood if he desires. If the warrior's supe
riors are impressed with his service, the applicant 
is knighted as an Arbiter. If not, the individual 
must remain a Watchman for another year. A new 
Arbiter is awarded an allowance with which to buy 
arms and armor, and is then assigned to a 
Magistrate's ward. The young knight then travels 
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to the ward and presents himself to his superior for 
duty. The Arbiter's task is to serve the Justices and 
Judges, usually as a reliable foot-troop against 
nocturnals, criminals, or raiders from the High 
Steppes. Their uniform is a tunic of blue embla
zoned with a single circle stricken through with a 
white sword. Their coat-of-arms, if any, is most 
often adorned with the symbol of the Arbiter's 
patron Saint. 

An Arbiter that proves himself worthy may rise 
to the rank of Justice. J ustices command small 
squads of Arbiters in conflict, or entire companies 
of Watchmen or militia. A short blue riding cape 
signifies their promotion. 

It is the Judges' duty to track down corrupteds 
and Carraway's most dangerous outlaws. In this 
regard they are something like the inquisitors of 
Urbana, though fortunately they do not abuse their 
power in the same way. Judges have a personal 
code that drives them to extremes at times. Some 
believe they focus on their quarry at the expense of 
those they should protect. Should a criminal ever 
escape their grasp, the Judges will stop at nothing 
to recapture them. Their uniform is identical to 
that of a Justice, though the emblem of the sword 
upon their tunic is black. · 

Most Judges carry a horrifying weapon called a 
Justice Sword. This wicked blade has a row of 
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sharp teeth all around 
the outside. The wounds it 
causes are hideous, though 
theoretically not fatal. A heavy crossbow 
capable ofhobbling a fleeing criminal at three 
hundred meters rounds out their arsenal. Judges 
are given only slightly more authority than Jus
tices, though their grim disposition often gives 
them a reputation that commands more respect. 
No one is simply promoted into this rank. An 
individual must petition his superiors for the ap
pointment. If the local clergy feels the petitioner 
has the proper disposition, he is assigned to an
other Judge for evaluation. Only if the senior Judge 
approves the initiate will he receive the promotion. 
Few Arbiters desire to become Judges. 

Wardens watch over the community's jails and 
conduct trials for lesser offenses. In those rare 
times when the militia must mobilize in force, 
Wardens command ten companies of militia orga
nized into a single battalion. Next to Urbana, 
Carraway has the best organized army in Aden. 
Fortunately, they have rarely had to gather such 
huge forces. 

There are only three High Arbiters - one in 
each city of Carraway. Should the nation ever be 
forced into war, it is their duty to gather the 
battalions from the outlying villages and assemble 
them into a legion. This has only happened once in 
recent years, in the retreat from the Forsaken 
Lands. 
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st:annaRn 
aRBft:eR 

AGILITY9 
Beast riding 11, dodge 10, melee combat 11, 

unarmed combat 10 
DEXTERITYS 
Missile weapons 11 
ENDURANCES 
STRENGTH9 
TOUGHNESS9 
INTELLECT9 
Perception 10, tracking 13, trick 10 
MINDS 
Scholar: Church of All Saints 10 
CONFIDENCE 9 
Interrogation 10, intimidation 10, survival: tem
perate 11 
CHARISMAS 
Persuasion 10 
Life Points: 3- 7 
Equipment: Most Arbiters carry a long sword 

(STR+6/21) and a heavy crossbow (damage STR+9/ 
24, range 3-10/100/200/300.) J udges carry Justice 
Swords, barbed long swords that inflict STR+7/22 
damage. Younger Arbiters wear chain mail (TOU +6/ 
21), while Judges and J ustices often wear plate and 
chain mix (TOU+8/23) or plate (TOU+l0/25.) 

(Standard Arbiter (D6): DEXTERITY 3D: 
Dodge 3D+ 1, melee combat 3D+2, missile weapons 
3D+2 STRENGTH 3D: Brawling 3D+l KNOWL· 
EDGE 3D: Church of All Saints 3D+l, intimida
tion 3D+l, survival 3D+2 TECHNICAL 3D ME· 
CHANICAL 2D+2: Beast riding 3D+2 PERCEP
TION 3D: Con 3D+l, interrogation 3D+l, investi
gation 3D+ 1, persuasion 3D+l, search 4D+ l. Force 
Points: 3-7. Equipment: Long sword, damage 
value STR+2D; heavy crossbow, damage value 
STR+3D; Justice Sword, damage value STR+ 2D+ 1; 
chain mail, armor value +2D; chain mix, armor 
value +2D+2; plate, +3D+l.) 

Deduction 
Scholar: Carraway law 

Tracking 

.kafgJlflN· 
'• Knight 

Master Arbiter 

cler:ifcs ann palanins 
Besides the official knights of the Clergy, there 

are independent heroes who roam Carraway in 
search of those in need. Those champions who do so 
because of their Saint are termed paladins or cler
ics. Unlike mercenaries or adventurers who usu
ally fight for loot, clerics and paladins battle in the 
name of their patron Saint. These individuals re
ceive no pay from the Church, they are simply 
philanthropic warriors and wizards who believe 
their Saint can best be served by battling the 
nocturnals. 

Clerics tend to be spell-casters specializing in 
healing and protection magic. Do not underesti
mate their offensive capability, however, for few 
champions can survive the outlands without some 
method of attack. Paladins are champions with 
little or no spell-casting ability. They rely on heavy 
armor, sharp steel, and the blessing and virtues of 
their patron. 

t:r:iane 
Carraway was famous for its flooded riggola 

paddies and herds ofmoora. The nocturnals ruined 
the crops and slaughtered the livestock during the 
Darkfall, but the people eventually managed to 
restore some of their losses. A few months of deter
mined resistance saw cordons erected around the 
farmlands of the river valleys. Simultaneously, 
shepherds patrolling from the backs of thundering 
buhumas managed to bring the moora herds back 
to strength. Today, Carraway's crops and livestock 
are plentiful enough to trade with Vanora and the 
Refugees of Aramyst. Theocrat Telos does not en
courage trade with the High Steppes, however. She 
does not forbid it , but merchants find the tempera
mental steppe dwellers difficult to deal with any
way. 

Carraway has little in the way of mechanized 
industry. Metal must be imported from Vanora or 
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as far away as Urbana. Wood is plentiful and 
provides lumber, paper, and weapon hafts to the 
nations of the east. The Alabaster Cliffs also pro
vide quarries of valuable white stone. 

Firearms and black powder are not common in 
Carraway. Only the Cathedrals tend to have storm 
cannons, and only truly wealthy knights carry 
firearms. 

caLt:ar:ie 
The Church of All Saints pervades Carraway's 

culture. Those dedicated to a particular patron 
engage in a feast on the day of his or her canoniza
tion. All the devout attend and contribute some
thing to the celebration. Those who patronize an
other Saint politely bypass these commemorations 
in silent respect. 

t:be .J=or:isaken Lanns 
The single greatest memory in the minds of the 

people of Carraway is the Abandonment. Seven 
years ago, the knights across the Thunder River 
found themselves hard-pressed by nocturnals. The 
broken hills and valleys of the raging river seemed 
to spawn a never-ending horde of frothing horrors. 
One summer, during the rainy season common to 
the Thunder River valley, a great number of 
muck-men arose from the swollen banks 
and marched on the city of Stone. 
They were led by a mys-
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terious sorcerer known 
only as the "Swamp Lord." 
Master Arbiter Hugh Lee as
sembled the Legion of Stone to fight the 
strange fiends, but the valiant defenders were 
eventually overwhelmed. Reluctantly, Lee sent 
word to the outlying villages that Stone would fall. 
His message also revealed that the survivors would 
attempt to break out of the siege and escape to 
Karstan. Thousands of civilians from the outlying 
villages streamed into the remains of the city to join 
the rout. Most were slain by the muck-men, but a 
few thousand villagers managed to join Master 
Arbiter Lee before the retreat. The "Karstan Death 
March," as it came to be called, was a testament to 
their bravery. The knights in particular fell by the 
scores in that long trek, desperately trying to pro
tect the civilians under their care. Despite their 
losses, never once did the heroes shirk their duties 
as Carraway's sworn defenders. 

Two months after the invasion began, the ragged 
refugees of Stone 

• 

• 



• 

• 

were welcomed into 
Karstan. More than half 

of the civilians survived the 
Death March, but only a handful 

of Arbiters, Justices, Judges, and Watchmen 
could be counted. Master Arbiter Lee collapsed as 

he entered the city and died several days later, his 
duty done. 

Theocrat Telos commissioned a new order for 
those who survived Lee's Death March. Those who 
belong to the Order of Stone are toasted at dinner 
on the anniversary of the city's fall. Lee himself was 
canonized as a Saint of Fortitude shortly after his 
death. 

bfgb steppes 
If Urbana is the grimmest realm of Aden, then 

the High Steppes is the most barbarous. Hordes of 
raiders roam its plains and nocturnals rampage 
through the outlands unchecked. 

Before the Darkfall, the region was home to 
three lesser "territories" ostensibly ruled by local 
warlords, or "Kazans." Many of these bandit chiefs 
were slain by the nocturnals shortly after the 
invasion. Of those that survived, Kazans Mikal, 
Lilith, and Tovar managed to protect most of their 
isolated clans. Lilith, the Black Sorceress, used 
magic to communicate with her former rivals and 
off er a truce. Both Tovar and Mikal agreed to the 
arrangement. What wasn't agreed upon, however, 
was who would be the ultimate Kazan of the new 
realm. Lilith was content to lurk behind the throne 
of power, but neither Tovar nor Mikal were willing 
to submit to the other. Finally, Lilith suggested the 
two settle their differences according to the ancient 
way of the Kurzak raiders - by joust. Kazan Mikal 
is a jurak, while Kazan Tovar is human. Few 
gambled that Tovar, a stout but aging man, would 
best his larger, younger rival-but he did. With a 
crack "heard round the steppes," Kazan Tovar's 
thunder-lance, a device previously unseen in the 
High Steppes, knocked Mikal from his saddle. 
Tovar's victory made him the Grand Kazan for the 
next decade - a centennial. 

That was nine years ago. Kazan Mikal, who ages 
more slowly than Tovar, now waits patiently for a 
rematch at the end of the centennial. Lilith re
mains uninvolved, content to continue whatever 
secret schemes she weaves in relative obscurity. As 
for Tovar, now sixty, his ruthless regime nears its 
end. Whether he will rule the next centennial or 

not is a subject of much debate and wagering. 
Mikal has strength and vigor, but Tovar may 

have another surprise awaiting his rival. 

t:be t:br:iee 
pr:iovinces 

Under Lilith's truce, the High Steppes was offi
cially divided into three provinces: Trace, Yprom, 
and Kurzak. 

Trace is the home of Kazan Mikal. As one might 
expect, this cold land is home to many dw~rves, 
juraks, and even a few ice-elves. The capital of 
Trace is Vochny, located along the southern border 
of the White Forest. 

Yprom is Lilith's domain. Its dark forests harbor 
numerous elves, ferrans, and faerkin. Its plains are 
home to jurak, human, and dwarven raiders. Her 
capital is Synthacia, overlooking the Bay of Blood, 
so named because it glows red with the setting sun. 

Tovar's realm is Kurzak, home to most of the 
High Steppes' notorious raiders. These brigands 
have swept down the Causeway into Carraway for 
countless generations. Only in the last few centu
ries with the fortification of Sentinel, have the 
raiders been checked. Tovar's capital at Bulgrak 
was once one of the primary hide-outs for these 
desperadoes. 

Li.J=e in t:be bigb 
st:eppes 

Regardless of the province one lives in, the High 
Steppes is an oppressive and dangerous place. The 
Kaz ans' legacy is one of violence. The strong make 
the rules and the weak must live by them. Fortu
nately, the people of Aden are resilient. The com
mon folk of the steppes will do what they can to help 
their neighbors. Rarely will a person stand up to 
the forces of their Kazan, but a villager can count on 
his fellows to lend him aid immediately after their 
oppressors have left the scene. There is no orga
nized "resistance" throughout the union, the people 
of each neighborhood simply come to the aid of their 
fellows once the immediate danger has passed. 

g ove~r:unent: 
Kazan Tovar is in nominal charge of the entire 

High Steppes. In truth, both Kazan Mikal and 
Kazan Lilith retain their autonomy. Tovar's au
thority is concentrated in two areas. His first re
sponsibility is to coordinate the forces of the High 
Steppes in battle against the nocturnals. Tovar's 
second role is to negotiate alliances with other 
nations. 

The Kazans are the ultimate authority in their 
capitals. In the few other cities that exist,_ a Minis
ter appointed by the Kazan serves as his or her 
administrator. 
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kazan 
"'tOVQR 

The "Despot of the Steppes" 
dwells in the largest tower of his mysterious 

home. Kazan Tovar is a tall, thick man with black 
hair and a handlebar mustache like those favored 
by the region's horsemen. He was a ruthless bandit 
in his younger days. Even those who consider the 
steppe raiders romantic thought Tovar insane. 
Brigands who failed in their tasks were slain as 
were those victims who failed to submit when 
Tovar robbed them. 

Tovar dictates the laws ofKurzak and his Bagyars 
are expected to enforce them. Some days the mad 
despot might declare wearing the color red is illegal 
and punishable by death. Other days he might 
order an entire voyetra burned because it has 
become "infested with evil." Tovar has also been 
known to declare his best knights corrupted and 
have them hunted down and killed by their com
panions. 

How such a madman came to be the leader of 
such a mighty nation is beyond me. Fortunately, 
the despot will likely be replaced by Kazan Mikal at 
the end of his Centennial. 

BagcvaRs 
Streets or entire districts of a city are owned by 

wealthy families called Bagyars. All of the busi
nesses in their "voyetra" must pay them some 
percentage of their profits. Residents must rent 
their homes from their Bagyar as well. 

The wealthy and the powerful have local author
ity in towns and villages as well. All the land, the 
homes, fields, and resources upon a voyetra are the 
property of the Bagyar. 

"Thralls," or common folk, always have the right 
to change Bagyars simply by requesting to move 
into a new voyetra. In truth, however, moving is a 
luxury most serfs cannot afford. Servitude to a 
Bagyar is nothing short of indentured servitude. 
Most masters mistreat and abuse their thralls 
when given the opportunity. The proud people of 
the High Steppes are prone to revolt and react with 
violence when pushed too far. These harsh lessons 
are slowly teaching the Bagyars to treat their 
servants with at least a modicum of respect. 

"tbe peace o.,: Rose 
Every major nation belongs to the honorable 

tract called the Peace of Rose - except the High 
Steppes. The provincial union did not exist 

when the Peace was signed, and Tovar has 
made no attempt to sign it since his 

country's inception. Most believe that 
Tovar would side with Urbana in any 

conflict that involved them. They also have cordial 
relations with the Rhanate. There are no diplo
matic ties with Carraway, Kyan, Ionara, or 
Arasteen. Tovar is neutral to such lands as Aramyst, 
Vanora, or Y zeem. 

caRRenccv 
I have said previously that all the major nations 

of Aden mint their own coins, stamped with the 
crest of their homeland. The High Steppes are the 
exception. Kazan Tovar has made no attempt to 
create an official crest for the union, nor has he 
deigned to create official coinage. 

The most valuable crests in the realm are those 
from Urbana. Tovar, no doubt under Urbane's 
urging, has declared all Urbanan crests to be worth 
twice their printed value. Crests from Kyan are not 
honored here at all, another sign that Tovar is a 
puppet of the Iron Tyrant. 

gLossaR(Y o.,: "tbe bfgb 
s"teppes 

The people of the High Steppes speak the same 
language as the rest of Aden. Their peculiar soci
ety, however, has given rise to several terms that 
may not be familiar to you if you visit there. Here 
then are a few of the words you should know before 
traveling the High Steppes. 

Bagyar: The owner of a section of city or village, 
called a voyetra. 

Kazan: A warlord. Now accepted as the title of 
the provinces' leaders. 

Thrall: The common folk who work in the 
Bagyar's districts. 

Voyetra: A district owned and protected by a 
Bagyar. 

Wachov: A mercenary employed by the Bagyar 
of a voyetra. 

soLnfeRs 
The High Steppes have an unusual military 

system. The Kazans sponsor special orders, the 
Bagyars protect their own voyetras with their own 
individually organized forces, and the common folk 
are impressed into poorly armed and organized 
militias. 

Provincial Orders: Each of the Kazans spon
sor a group of champions organized into honorary 
orders. These warriors and wizards act only on 
their Kazan's command, and do not ordinarily act 
as policemen within their homelands. Only the 
greatest of nocturnals or corrupteds merit their 
attention. Individual Bagyar's troops are expected 
to deal with all lesser threats. 

In Kurzak, Tovar's champions are inducted into 
the Order of the Lance. Most are former steppe 
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raiders, whose passion for the thunder-lance gives 
the order its name. There are many wizards, dru
ids, and other champions serving in the Order of 
the Lance, but the majority ofits ranks are made up 
of heavily armored cavalrymen. 

Kazan Lilith's troops are less uniform. She pre
fers dark sorcerers, necromancers, and crafty rogues 
in her Dark Order. Lilith's champions are much 
more prone to investigate reports of nocturnals 
than their peers in Kurzak or Trace. I suspect their 
intervention has more to do with curiosity and 
their quest for dark know ledge than any real desire 
to aid their countrymen. 

Kazan Mikal's Iron Order is perhaps the best 
organized force in the three provinces. Primitive 
juraks, savage ferrans, and vengeful humans, all 
throwbacks to earlier days, swell its ranks. The 
wild warriors' passion for martial combat make 
them eager for battle. Mikal sates their bloody 
appetite by allowing them to patrol the outlands. 
Mikal's champions are the best armed and armored 
knights in the High Steppes. Most wear heavy 
plate mail and carry arquebuses and thunder
lances in addition to their arm of choice. 

Wachovs: Each Bagyar employs his own cham
pions to patrol and protect his voyetra. These 
individuals are called the wachovs, who are essen
tially mercenaries kept on semi-permanent retain
ers. They are rarely as deadly as those employed by 
directly by the Kazan, but there are exceptions. 
Their organization and composition varies widely. 
Some Bagyars favor scores of young wizards while 
others prefer heavily armored warriors. A few of 
the most powerful Bagyars have entire companies 
of arquebusiers, crossbowmen, cavalry, or even 
musketeers. Storm cannons, ballistas, and an occa
sional machine of mechamagic round out the arse
nals they employ against the nocturnals - or 
occasionally their neighbors. 

W achovs are typically thralls who have proven 
their abilities in combat or through clever deeds. 
Others may be former adventurers, steppe raiders, 
or even outcasts or criminals from other nations. 
Surprisingly, this system is actually fairly effective 
at fighting back the majority of nocturnals. A 
voyetra's guardians are necessarily skilled and 
able fighters . The system only breaks down when a 
community is faced with particularly cunning or 
insidious nocturnals - usually corrupteds. On 
these occasions, such localized groups have diffi
culty calling on the experience or ingenuity of a 
larger organization. The wachovs of one voyetra 
are always reluctant to call upon another. Foolish 
pride has left more than one community a smolder
ing ruin. 

Militia: Only a very few of the most enlightened 
Bagyars train their thralls as militia. Most simply 
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impress their indentured 
servants into hastily formed 
companies when their own 
troops need a few more spears or bodies 
along their borders. Bagyars and their 
wachovs are notorious in their abuse of the mili
tia, whom they regard with the utmost contempt. 
Thrall soldiers are regarded as "suicide" troops 
good only for delaying the savage attacks of 
nocturnals. In truth, the honest men and women of 
the High Steppes are capable warriors, even when 
armed with inferior wooden spears and no armor. 

"tr:iane 
Aniols are cultivated throughout the High 

Steppes. Riggola grows along the upper Meander of 
Kurzakjust as it does the lower in Carraway. Giant 
pumpkins and death-gourds are common in Yprom. 
The latter are a treat despite their name, which 
comes from their skull-like appearance. 

Most farms are owned by a Bagyar and worked 
by the people of his village. A Bagyar never dirties 
his own hands in the soil. The "share-croppers" 
work the fields and receive a portion of their yield. 
The rest is sold at market to support the Bagyar. 

The High Steppes has little in the way of ore or 
metals. The only successful veins are found in the 
rugged mountains of Trace. Kazan Mikal oversees 
the export of ores personally. As one might expect, 
very little Tracian metal finds its way to Kazan 
Tovar, though Lilith's people are allowed to pur
chase as much as they wish. Carraway will not deal 
with their northern neighbors, but the Rhanate 
trades minerals and ore for aniols, gourds, and 
riggola. 

Fishing and lumber are the prime industries of 
Yprom. The study of mechamagic and the devices 
that result from it are slowly becoming another 
resource in Synthacia. Lilith's personal mastery of 
iron sorcery has shown her people that great power, 
and profits, can be made from it. 

Besides fishing the upper Meander, the people of 
Kurzak have little industry. The horsemen of the 
steppe prefer to remain free of the Bagyars by 
roaming and raiding. Kazan Tovar does little to 
stop the brigands, and perhaps even sponsors their 
occasional sorties against the rich caravans be
tween Trace and Yprom. It is almost certain that 
those bands that strike into Carraway act under 
his behest. It can truly be said that the primary 
industry of Kurzak is mischief. 

caL"tar:ie 
The Bagyars learned long ago that a few 

celebrations go a long way towards keep
ing their thralls happy. Every voyetra 
celebrates the end of a harvest and the 
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coming of spring. A 
birth or marriage in a 

Bagyar's family is always 
cause for a feast. 

Most settlements have their own local cus
toms and celebrations as well. In Overlook, for 

example, the thralls honor the memory of a great 
heroine who cleared the local caves of cliff-spiders. 
In Bulgrak, the birthday of Regas, "the greatest 
raider that ever roamed the steppes," is cause for 
three days of feasting, thieving, and imbibing of 
strong spirits. 

Ban"Oft: BaR"OS 
The steppe raiders, and their leaders in particu

lar, are vain scoundrels. Accordingly, most raiders 
are accompanied by bards who can sing their ter
rible tales to the masses. The brigands believe that 
if the minstrel is successful in spreading their 
misdeeds, local caravan masters are more likely to 
surrender than fight such notorious desperadoes. 

st:eppe Raf"OeRs 
The steppe raiders are cherished by most thralls 

and hated by the Bagyars. The people of the steppes 
mistakenly believe the brigands are romantic he
roes living outside the oppressive grip of the 
Bagyars. Many of the thralls' folk-tales revolve 
around dashing horsemen stealing from the rich 
and giving to the poor. If such altruistic raiders 
exist, I have never seen them. Their usual method 
of operation is to steal from the rich and give to 
themselves. 

If you should ever have to track down a band of 
steppe raiders, I suggest you do so quietly. Most 
thralls will protect local bandits unless they have 
been personally wronged by them. The horsemen's 
greatest weakness is their incredible egos, how
ever. The band's bard can lead you directly to their 
lair if you can properly coerce him to betray his 
companions. 

st:annaRn st:eppe 
RafneR 

AGILITY 11 
Beast riding: horse 14, climbing 13, maneuver 
13, melee combat 13, stealth 12, unarmed com
bat 12 
DEXTERITY9 
Fire combat 12, missile weapons 11 
ENDURANCE 10 
STRENGTHlO 

TOUGHNESS 10 
INTELLECT7 

Perception 9, tracking 9, trick 10 
MIND 7 

CONFIDENCE 10 
Intimidation 13, survival: steppes 13, willpower 
11 
CHARISMA6 
Persuasion 9, taunt 9 
Life Points: 3-5 
Equipment: Lance, STR+ 10/25; pistol, damage 

value 19, range 3-5110/20/50; horse bow STR+4/19, 
range 3-10/40/80/150 (ignore penalties for firing 
while on horseback.) 

(Standard Steppe Raider (D6): DEXTER
ITY 3D+l : Firearms 40, maneuver 40+1, melee 
combat40 + 1, missile weapons 30 +2 STRENGTH 
3D+l: Brawling 40, climbing/jumping 40+1 
KNOWLEDGE 2D+l: Intimidation 40+1, sur
vival 40 +1, willpower 30+2 TECHNICAL 2D+l 
MECHANICAL 2D+l: Beast riding 40+2 PER
CEPTION 2D+2: Con 30 +1, investigation 30 , 
persuasion 30, search 30 , sneak 40 , taunt 30 . 
Force Points: 3-5. Equipment: Lance, damage 
value STR+30+1; pistol, damage value 40+2; 
horsebow, STR+l O+l.) 

L be sangaine 
rnonl<s 

The High Steppes are home to a number of 
strange individuals. Perhaps the strangest, as a 
group, are the Sanguine Monks. 

Shortly after the Oarkfall, a human champion 
named Ivar found himself surrounded by a horde of 
sloathes, horrible nocturnals that dwell in the trees 
of the White Forest. Ivar knew he was doomed, but 
swore that his current opponent would not down 
him. He killed the sloathe he was fighting, then 
battled another with the same result. Minutes 
later , Ivar awoke from a mad daze to find himself 
surrounded by a dozen slaughtered sloathes. 

Ivar wandered about confused and wounded for 
several days, trying to figure out how he had cut his 
way out of that terrible press. Finally it occurred to 
him that he had lived because of his philosophy. He 
knew he was doomed, and so fought with reckless 
aggression. Yet he would not let any single foe 
finish him. Ivar was somehow able to induce the 
same mental state in subsequent battles, and over 
the years, became one of Aden's deadliest warriors. 

Four years ago, I var discarded his armor in favor 
oflighter garb. He founded a cliff-top monastery on 
the western coast of Trace and began to teach his 
grim philosophy to others. His devotion and the 
blood of the nocturnals became the symbols of his 
order, and Ivar dubbed his followers the Sanguine 
Monks. He calls his trance-like fighting style the 
"red haze," because a true master of the method 
sees everything in frenetic scarlet. Few can master 
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the necessary mental state needed to become a 
Sanguine Monk. Those who can't do so after a 
year of training are dismissed from Ivar's mon
astery. 

st:ar..iOan.n sangaine 
monk 

AGILITY 11 
Acrobatics 12, beast riding: buhuma 12, 
climbing 13, maneuver 13, melee combat 14, 
running 12, stealth 12, unarmed combat 13 
DEXTERITY 10 
Fire combat 11, missile weapons 11 
ENDURANCElO 
Resist shock 11 
STRENGTH 10 
TOUGHNESS 12 
INTELLECT9 
First aid 11, induce red haze 11, perception 
11 
MINDS 
CONFIDENCE 10 
Intimidation 13, willpower 11 
CHARISMAS 
Persuasion 11 
Life Points: 4-8 
Equipment: Hand axe, damage value 

STR+5/20; pistol, damage value 19, range 3-5/ 
10/20/50. 

(Standard Sanguine Monk (D6): DEX
TERITY 3D+2: Acrobatics 40, firearms 30 +2, 
maneuver 40+1, melee combat 40 +2, missile 
weapons 30+2, running 40 STRENGTH 
3D+ 1: Brawling 40 + 1, climbing/jumping 40+ 1, 
stamina 30+2 KNOWLEDGE 3D: Intimida
tion 40+1, willpower 30+2 TECHNICAL 3D: 
First aid 30+2 MECHANICAL 2D+2: Beast 
riding 40 PERCEPTION 3D: Induce red haze 
30+2, investigation 30+2, sneak 40 . Force 
Points: 4-8. Equipment: Hand axe, damage 
value STR+ 10+2; pistol, damage value 40+2.) 

t:be r<en baze 
In his more lucid moments, which are rare, 

Ivar theorizes that the red haze is the same 
state as that entered by a cornered or wounded 
animal. The warrior realizes he will not sur
vive. His doomed mind shirks free of any inhi
bitions concerning style, skill, or even fear, and 
instead becomes a fluid killing machine. No 
effort is wasted and the mind is not distracted 
by looking for avenues of escape. Instead, the 
fighter's complete psyche is allowed to break 
free. 

Madness or genius? It is for you to decide. It " 
is difficult to achieve the red haze, but those ·~ 

al 
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who do are truly deadly 
opponents. The disadvan

tages to such a primal state 
are twofold. First, Sanguine Monks 

cannot contemplate complex plans once a 
battle has begun. If a cunning nocturnal can 

avoid melee with a monk, it can most likely trick or 
trap him easily enough. Second, those in the red 
haze will often mistake friends for foes. If you must 
fight beside one of these zealots, I suggest you give 
your reckless companion a great deal of space. 

Sanguine monks have a special Intellect 
skill called induce red haze. To enter the "red 
haze," the character must achieve an induce 
red haze total of20. If the character is already 
involved in melee, he receives a +5 bonus to 
his skill check. 

When a character enters the red haze, he 
basically becomes berserk. All his attacks are 
made at +3 to the action total, shock damage 
is ignored, and he may ignore any negative 
modifiers due to wounding. The character is 
reckless, however, and will not stop attacking 
his foes regardless of the situation or his own 
impending doom. If there are no opponents 
visible, the character must generate a will
power total of 12 each round not to strike at 
the next closest target. Should this occur, the 
Sanguine Monk will not stop the attack un
less the victim or another companion can 
achieve a persuasion total of 15. At this point 
the red haze is over. 

Once the red haze has ended, the monk 
collapses for roughly 30 minutes or until some
one makes a successful first aid roll. The 
character suffers normally from any damage 
incurred in the fight once the red haze has 
passed. 

Player characters may start a campaign as 
Sanguine Monks. The skill induce red haze is 
a trained skill, and has no specializations. 
Finally, being a Sanguine Monk means that 
the character must shave his or her body hair, 
wear no armor, and conform to the ways of 
Ivar's order. Ivar himself may also call upon 
the hero or heroine to perform tasks for the 

order ,from titiie to tim~ as well. 
~ 'a . • .., ') 
":_~ ... ~ '.. / :'\> .I 
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weapons ann a~rno~ 
Most Sanguine Monks wield one or two swords, 

scarallas, axes, or other edged weapon with which 
to shed the blood of nocturnals. Wheel locks are 
used for close fighting, but longer ranged weapons 
are shunned. Sanguine Monks need the press of 
melee to properly achieve the red haze . 

All Sanguine Monks shave their heads and refuse 
to wear armor. This supposedly helps them gain 
the necessary mind-set they must acquire to prac
tice Ivar's lethal art. 

fona~a 
Ionara is a majestic and wondrous place. Titanic 

icebergs loom treacherously overhead, icicles the 
length of galleons hang ominously from incredibly 
tall cliffs, and vast tundra stretches for hundreds of 
kilometersbefore being bordered by incredible white 
mountains. These are the sights that await you if 
you travel to the Ice Wastes. 

Thousands of wild snowmads fight for survival 
in this unforgiving land. They would surely flock to 
the only populous settlement in the frigid region if 
Ice Queen Kryanix would allow it. Ionara is the 
nation and the city of the Ice Queen. Though it is 
small compared to most other nations, Ionara is 
easily as powerful and influential as Arasteen or 
Urbana. 

ent:e~f ng f ona~a 
No other nation is so naturally protected from 

the horrors of the world as Ionara. The city can only 
be reached via an underground river called the 
Tongue of the Child. The river received its unusual 
name thousands of years ago, when the founder of 
Ionara lost one of his two infant daughters in its 
freezing waters. The child perished, but there are 
those who claim a haunting cry still echoes from 
uncharted caverns on certain nights. 

The Tongue of the Child flows lethargically 
through a maze of twisting ice-caverns. This laby
rinth is called the Teeth for thejagged icebergs that 
lurk beneath its blue waters, waiting to grind 
wooden-hulled vessels to splinters. The people of 
Ionara forge their crafts of bone or plate their hulls 
in iron. Even a ship suitably outfitted for sailing the 
maze is doomed to failure without a map, for only 
a few select captains within the Ice Fleet are aware 
of the proper route through the maze-like caverns. 

Besides these natural barriers, the Teeth are 
filled with nocturnals. Skiffs of the Ice Fleet patrol 
the area constantly, but it is impossible to truly 
control such a tremendous area. 

Small groups of men and women may enter 
Ionara through smaller ice-caves that lead directly 
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into the city. These are easily defended against any 
large body of foes, however, so any serious attack 
must come through the Teeth. Ionara is easily the 
most defensible city in Aden. 

L 1.,:e in i onan.a 
Ionara sits inside a great glacier, the size of 

which I doubt you would believe if you do not see it 
with your own eyes. By day, brigh~ light penetr~tes 
the thin roof and casts the entire complex m a 
scintillating, shifting light that daz.zles the eyes. 
By night the caverns undergo a drastic chan~e. You 
will see little in the eerie glow, but you will hear 
quiet splashes from lurking nocturnals, the driI? of 
melting ice, and the lethargic river gently lappmg 
at Ionara's shores. 

ice elves 
The elves that settled Ionara had a bluish tinge 

to their skin. Over time, their descendants became 
known as the ice-elves. The Ice Queen Kryanix is 
an ice-elf herself, and is the only surviving daugh
ter of Ionara's founder. Her mother and father 
mastered enchantments of gentle, radiant heat 
that allowed them to live in the Ice Wastes. They 
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refined their knowledge for several hundred years 
before finally creating the hearth stones that allow 
the people of Ionara to live comfortably. 

goveRnrnent: 
The source of Queen Kryanix's power is two-fold. 

The first is simply her icy will. I have seen men 
throw themselves into certain death at her behest. 

Her second source of power is the Ionaran's need 
for cheap and efficient heat. Anyone who lives i.n 
the glacier must obtain a hearth stone to warm his 
or her home. The hearth stone is a rock that 
radiates gentle, penetrating heat. It lasts indefi
nitely and never needs recharging .. Only ~ueen 
K.ryanix herself can create these magical dev1c~s. A 
person can survive in heavy clothes or by aid of 
magic for several days or even ~eeks, but ~o one 
could actually settle in this hostile place without 
the succor of the hearth stone. 

Since only the Queen can create hearth stones, 
she is able to keep a very tight rein on the people 
who settle in her realm. Those who are refused 
admittance often freeze to death as they wan-
der the Ice Wastes, or are taken in by certain 
tribes of snowmads or arctic nocturnals. 
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soLnieRs 
Queen Kryanix's main 

army is called the Frost Guard. 
These men and women are made up of 

nearly all the races, though a clear majority of 
the officers are ice-elves. In times of need, such as 
when the savage snowmad named Berig forged an 
alliance with the other snowmad clans, the com
mon citizen is expected to report to the Ice Palace 
to serve as well. 

The Frost Guard: All soldiers of the Ice Queen 
are trained with the crossbow, sword, and shield. I 
estimate that she has at least a thousand soldiers 
under arms at any one time- a huge percentage of 
Ionara's 15,000 citizens. 

The Frost Guard uses the same ranking system 
as Arasteen's militia. Soldiers form squads of ten to 
twenty men and women, and are led by Corporals 
and Sergeants. Lieutenants lead companies of five 
to ten squads. Captains command two or more 
companies or detachments ofSerpentRiders. Prince 
Frizier is the supreme commander of the Ionaran 
military. 

st:annaRU soLUieR o.J= 
t:be .J=Rost: gaaRU 

AGILITYS 
Dodge 9, melee combat 10, unarmed combat 9 
DEXTERITYS 
Fire combat 9, missile weapons 9 
ENDURANCES 
STRENGTHS 
TOUGHNESS9 
INTELLECT7 
Perception 8, tracking 9, trick 10 
MIND7 
CONFIDENCE 6 
CHARISMA6 
Taunt8 
Life Points: 1- 6 
Equipment: Long sword, damage value STR+6/ 

21;, medium crossbow, damage value STR+7/22, 
range 3- 25/75/150/300; chain mail, damage value 
TOU+6/21); medium shield (melee parry +2.) 

(Standard Soldier of the Frost Guard (D6): 
DEXTERITY 2D+2: Dodge 3D, firearms 30, me
lee combat 30+ 1, missile weapons 3D STRENGTH 
2D+2: Brawling 3D KNOWLEDGE 2D+l TECH
NICAL 2D+l MECHANICAL 2D+l PERCEP
TION 2D: Con 30+ 1, investigation 20+2, search 
3D, taunt2D+2. Force Points: 1-6. Equipment: 

Long sword, damage value STR+2D; medium 
crossbow, damage value STR+2D+l; chain 

mail, armor value +2D. 

Rank 
Soldier 

Command 
None 

seRpenL RiUeRS 
. Decorated soldiers of the Frost Guard may some

times be awarded a position in the Serpent Riders. 
This elite group is taught how to train an infant 
snow serpent and raise it to be a mount of war. It 
~ake~ t~e serpent tw~ years to reach maturity, and 
m this time the new rider must nurse and train the 
beast a~ least twelve hours a day. It is a very 
demandmg task that only the most dedicated com
plete. When this "Time of Bonding" is over the 
rider and his mount must undergo a further ye~r as 
a cadet in the Serpent Riders. If they then meet the 
approval of the others, they are inducted into the 
ranks as a Captain and may join the Serpent Riders 
on sorties, or lead detachments of the Frost Guard. 
I have no idea what happens to those who are not 
approved by their peers, but knowing the Ice Queen 
it is a cold fate. ' 

st:anUaRU seRpent: 
Ri"OeR 

AGILITY 10 
Beast riding: snow serpent 13, dodge 12, maneu
ver 11, melee combat 14 
DEXTERITY9 
Gunnery 9, missile weapons 14 
ENDURANCE 10 
STRENGTH 10 
TOUGHNESS 11 
INTELLECTS 
First _aid 11, perception 9, science: xenology 9, 
trackmg 10, trick 10 
MINDS 
Medicine 10 
CONFIDENCE 9 
Intimidation 12, willpower 11 
CHARISMA9 
Charm 10, persuasion 10 
Life Points: 2-6 
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Beast riding: snow serpent 
Melee combat 

Equipment: Serpent Riders use lances (dam
age value STR+ 10/25 when charging) and then fall 
back to maces (STR+4/19) or swords (STR+6/21). 
Heavy crossbows are their missile weapons of choice 
(STR+9/24, range 3-10/100/200/300). They wear 
plate and chain armor beneath heavy padded ser
pent furs (TOU+9/24). 

(Standard Serpent Rider (D6): DEXTER
ITY 3D+ 1: Dodge 4D, gunnery 3D, maneuver 3D+2, 
melee combat 4D+2, missile weapons 4D+2 
STRENGTH3D+1KNOWLEDGE2D+2:Intimi
dation 4D, willpower 3D+2 TECHNICAL 2D+2: 
First aid 3D+2, medicine 3D+l MECHANICAL 
2D+2: Beast riding 4D+ 1, xenology 3D PERCEP
TION 3D: Charm 3D+ 1, con 3D+ 1, investigation 
3D, persuasion 3D+ 1, search 3D+ 1. Force Points: 
2-6. Equipment: Lance, damage value STR+3D+ 1; 
mace, damage value STR+lD+l; sword, damage 
value STR+2D; heavy crossbow, damage value 
STR+3D; plate and chain armor, value +3D.) 

t:be fee .J=Leet: 
Kryanix's fleet is composed mostly of berg-cut

ters, fast attack ships featuring a slicing ram on 
their prow. These stout ships use the ram to break 
up icebergs that threaten their merchant convoys, 
or to ram and sink enemy ships. A berg-cutter is 
usually crewed by ten men, though the deck can 
hold another twenty for boarding or transport pur
poses. 

The other ship used by Ionara is the berg-lobber. 
This is a slower, more fragile ship usually kept far 
in the back of an attack formation. From there the 
crews load huge chunks of ice into the ship's cata
pults and lob them into enemy craft. If the fleet isn't 
near a natural supply of icebergs for ammunition 
they will often haul pre-cut chunks behind them.' 

Berg-Cutters: Toughness 20; speed 45 mph; 
maneuver +2. Damage from the berg-cutter's ram 
is equal to its speed value +10. Most berg-cutters 
mount several ballista or storm cannons as well 
(see Chapter Four). 

• The World of Aden • 

Berg-Lobbers: 
Toughness 20; speed 18 
mph; maneuver -2. The berg 
lobber can hurl 500-pound icebergs (or 
other projectiles) for an attack with damage 
value 30 and range 15-30 I 90 I 240 I 500. The 
catapult on the back of the ship can be reloaded and 
ready to fire once every three rounds. Ammunition 
is virtually unlimited in the Blue Flows. Else
where, the berg-lobbers tow up to 10 icebergs via 
retractable guide-lines. 

Finally, many of the ferrans living in Ionara 
claim lineage from seals, sea-lions, and even polar 
bears. Many of these form escort detachments that 
accompany the navy into action. Their job is usu
ally to board enemy vessels or chip away at the hull 
from underneath. 

t:~ane 
The people of Ionara subsist mostly on seafood 

and aniols. The latter are fat, fluffy vegetables that 
c8:n be prepared in thousands of different ways, 
fried, steamed, boiled, baked, or mashed. It is good 
that aniols are so flexible, forit is the only vegetable 
that grows naturally in the Ice Wastes. The rest of 
their diet must be rounded out by imports from 
Arasteen. Some men and women hunt ursax in the 
wastes, but this meat is expensive and a very rare 
part of the Ionaran diet. 

Ionara is such a small nation there is little need 
for extensive trade. The one resource the Ice Wastes 
does have in abundance is diamonds. For some 
reason the terrific peaks of the north are rich in 
these valuable gems. As you well know, diamonds 
are valuable gemstones, but they are most prized 
for their ability to store magical energy. I wear a 
diamond signet ring for this purpose, and its small 
reserves have saved my life on several occasions. 

Diamonds are very difficult to detect in a land of 
ice, so prospecting expeditions must be prepared 
for. a lengthy stay in the freezing hills. Imagine 
trymg to spot the sparkle of diamonds amongst 
glistening icicles! Besides sheer fatigue, prospec
tors must also be wary of snowmads, blizzards, 
avalanches, crumbling snow banks, and of course, 
nocturnals. By the very demands of the job, dia
mond hunters are a tough breed. If you ever have 
need of retainers in the Ice Wastes, no one will 
prove as valuable to you as these strong men and 
women. 

Ionara imports grain and other foodstuffs from 
Arasteen in relatively large quantities for its popu
lation. Lately though, more and more of the Ice 
Queen's funds have gone toward Urbanan 
steel and manite. Queen Kryanix is 
using these metals to build an awe
some fleet, though why I cannot tell. Is 
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she planning to attack 
Arasteen's fleet? If so, for 

what purpose? Her realm 
cannot survive without our grain, 

and there is no hope of her small population 
actually invading our much larger nation. My 

only guess is that the Ice Queen has somehow been 
seduced into a dark alliance with Lord Urbane, who 
has more than enough men and materials to subju
gate our land. If this is true, the invasion may not 
occur until we are most vulnerable - Urbane and 
Queen Kryanix are cold calculators. 

caLt:an.e 
Ionarans celebrate seasonal holidays as well as 

special events such as victories against the 
snowmads or particularly dangerous nocturnals. 

The Week of Waters is the beginning of spring. 
The surface ice begins to melt and drain down into 
the caves of Ionara. The cascading water forms 
fantastic stalactites and other bizarre formations 
for several days before it is finally through. During 
this time the people create ice statues and snow
men ofincredible proportions and design, and have 
ski and sled races down the face of the southern 
slopes. Kryanix is always happiest at this time of 
year. She ventures out among her people and gazes 
at their creations with genuine admiration and 
wide-eyed wonder. The Week of Waters is truly a 
fantastic time to visit the otherwise placid city. 

-Cbe city o.J= iona~a 
Ionara is basically divided into two regions: the 

cliff and the shore. Businesses and residences of 
the cliff generally belong to wealthier citizens. 
Those buildings along the shore, near the harbor, 
are slightly less extravagant, though still elegant 
in comparison to similar areas in other nations. 

The architecture of Ionara, as one might expect, 
uses ice and snow in its motif. Icicles hang from the 
eves and glass windows are framed with frost. 
Wood is scarce in the Ice Wastes, so most structures 
are made from white stone imported from quarries 
elsewhere in the Teeth. 

t: be ice palac e 
Queen Kryanix rules her frigid realm from this 

awe-inspiring castle of ice perched precariously on 
the Glistening Cliffs. Tall spires ringed with smooth 
icicles tower over clear walls of ice. Most wondrous 
of all is the ice garden, a maze of sculptures carved 

by Ionara's artisans. The incredible statues stand 
for only a few months before new artists are 

allowed to craft new images. 
Queen Kryanix is an ice-elf of incred

ible beauty. Her raven black hair, shot 

through with shocks of electric blue, frames her 
turquoise skin. Her white robes and crystalline 
jewelry complete the image of the Ice Queen. 

Kryanix has no husband, but the Consorts, her 
elite personal bodyguards, are said to frequent her 
personal chambers. Kryanix has borne many chil
dren in the last hundred years, though she claims 
only Princes Frizier and Coldaron, those given her 
by her first husband, now deceased. After the death 
of her husband, she felt that any future children 
had no direct claim to the throne, and would only 
create fiction within her court. 

Frizier is the oldest son of Queen Kryanix and 
the commander of the city's armed forces. For years 
he has tirelessly battled the snowmad raiders, ice
worms, and yoggoths that continually try to pen
etrate Ionara's defenses. Long ago, his brilliant 
maneuvers gained him the praise of his mother and 
the Ionarans he served, but the people have gradu
ally grown tired of his exploits. The real celebrity in 
Ionara these days is Prince Coldaron, whose daring 
command of the navy has recaptured the attention 
of the realm. 

kNan 
Kyan is one Aden's stranger nations. Everything 

in Kyanite society is based around insects. The 
people live in hives, the warriors ride giant wasps, 
spiders, and other creatures, workers use mam
moth beetles as beasts of burden, and even weap
ons, armor, and tools are made from the husks of 
dead insects. 

The Kyanites have little choice in using insects 
in some aspects of their life, as the Craw ling Jungle 
gets its name from the numerous species that live 
there. What isn't quite understood by outsiders is 
how insects have come to dominate every facet of 
Kyanite society. This way oflife is so pervasive that 
even newcomers quickly forget their old ways and 
assimilate into the hive mentality of their fellows. 

The nation of Kyan has only one settlement 
large enough to be called a city, Crichton, the 
capital. There are numerous villages scattered 
along South Wall or beneath the carpet of the 
Crawling Jungle, but no other cities. 

L i.J=e in kyan 
The client villages of Kyan are much like those 

anywhere else in Aden. Perhaps the only difference 
is their reliance on insects for food, tools, and 
medicines. Two of Kyan's settlements, Crichton 
and High Hive, are underground. Those who dwell 
there cannot easily build homes of wood, and so rely 
upon specialized insects to create their abodes. The 
most common dwelling is a simple cave bored into 
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the side of the "hive" 
wall by rock-eaters -

horse-sized termites that can 
chew through most anything. 

Some tunnels are no less than "neighbor
oods" that stretch for kilometers and provide 

homes for hundreds of citizens. For those who 
aren't fond ofliving in caves, another type of dwell
ing is made by smaller beetles that consume the 
carapace of other insects. Some of the shell is 
ingested as food, but most of it is worked into a 
thick, black paste which is used to build their 
homes, tall black towers with a single entrance at 
the top. Insect wranglers then extract the crea
tures from the tower and sell the structure on the 
open market. Caratects - men and women skilled 
in carving and chipping carapace - can then add 
more accessible doors, windows, or other decora
tions at the new owner's request. 

goves<nment: 
Villages in the Crawling Jungle region can de

cide whether or not they wish to be part ofKyan. If 
they are, Selanna offers them protection, but they 
must pay taxes and send her a certain number of 
warriors when asked. If a settlement decides not to 
join the Queen's Court, Selanna puts them out of 
her mind completely. They will not receive her help 
under any circumstance. I was present once when 
a village deserted the Court and was later attacked 
by the deadly insectoids called ilithix. Queen 
Selanna heard of the massacre that was occurring 
there, but would not even listen to those who sent 
magical requests for aid. 

solnfes<s 
Queen Selanna has divided her soldiers into two 

forces: the Home Guard, and the Swarm. 
The Home Guard: The Home Guard are basi

cally militia men and women who must patrol the 
hive and the area around it two days out of each 
week. While on duty, they are armed with barbed 
spears made from the leg of great insects. For 
armor, the Home Guard wears leather covered by 
cloaks of mottled green or brown. These help con
ceal them while on patrols in the thick jungle. 
During times of distress, such as a major ilithix 
attack, every able man and woman in the hive is 
expected to join those members of the Home Guard 
already on duty. 

st:an"OaR"O borne 
gaaR"O 

AGILITYS 
Beast riding: giant insects 10, dodge 9, 
melee combat 10 

DEXTERITYS 
ENDURANCES 
STRENGTHS 
TOUGHNESS9 
INTELLECT7 
PERCEPTIONS 
MIND7 
CONFIDENCE 7 
Intimidation 8 
CHARISMA6 
Taunt8 
Life Points: 1-5 
Equipment: Carapace armor, value TOU+5/ 

20; carapace spear, damage value STR+5/20. 
(Standard Home Guard (D6): DEXTERITY 

2D+2: Dodge 3D, melee combat 3D+ 1 STRENGTH 
2D+2 KNOWLEDGE 2D+2: Intimidation 2D+2 
TECHNICAL2D+2MECHANICAL2D+l: Beast 
riding 3D+l PERCEPTION 2D+l: Taunt 20+2 
Force Points: 1-5. Equipment: Carapace armor, 
value +1D+2; carapace spear, damage value 
STR+1D+2.) 

Swarmers: Any citizen ofKyan may attempt to 
become a Swarmer. It the applicant can prove his 
skill at arms and riding several of the Kyanite war 
beasts, he is accepted into the Swarm as a Peti
tioner. After six months, the initiate is either ex
cused or promoted to a full-fledged Swarmer. There 
are no ranks within this elite force. Leadership is 
·based on personal initiative, and occasionally, se
niority . 

The Swarmers use giant spiders, water striders, 
and hornets in their attacks. If heavy support is 
needed, stompers are available for trampling forti
fications or battling Urbana's deadly mechanical 
constructions. 

The most recent targets of the Swarmers are 
Urbanan trade vessels from Blackport headed for 
sea via the Cold River. 

swaRrneR 
AGILITY 10 
Beast riding: giant insects 13, climbing 11, dodge 
11, maneuver 12, melee combat 13, melee parry 
12, unarmed combat 11 
DEXTERITY9 
Missile weapons 13 
ENDURANCE9 
STRENGTHS 
TOUGHNESS 10 
INTELLECTS 
Camouflage 10, first aid 10, perception 10, sci
ence: entomology 10 
MINDS 
CONFIDENCE 9 
Intimidation 12, willpower 11 
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CHARISMAS 
Charm 10, persuasion 9 
Life Points: 5-7 
Equipment: Swarmers wear heavy carapace ar

mor (TOU+6/21) and wield carapace lances (STR+8/ 
23) or long swords of the same material (STR+5/20). 
For long ranged attacks, most Swarmers rely on the 
horse bow so that they can fire from the back of their 
current mount (STR+4/19, range 3-10/40/80/150, no 
penalty for firing while mounted.) Many Swarmers 
practice insect sorcery as well. 

(S tandard Swarmer (D6): DEXTERITY 
3D+l: Dodge 3D+2, maneuver 4D, melee combat 
4D+l , melee parry 4D, missile weapons 4D+l 
STRENGTH 3D: Brawling 3D+2, climbing/jump
ing 3D+2 KNOWLEDGE 2D+2: Intimidation 4D, 
willpower 3D+2 TECHNICAL 2D+2: First aid 
3D+l MECHANICAL 2D+2: Beast riding 4D+l, 
entomology 3D+l PERCEPTION 3D: Charm 
3D+ 1, hide 3D+ 1, investigation 3D+ 1, persuasion 
3D. Force Points: 5- 7. Equipment: Heavy cara
pace armor, value TOU+2D; carapace lances, dam
age value STR+2D+2; long swords, damage value 
STR+ 1D+2; horse bows, damage value STR+ ID+ 1.) 

"ts<ane 
Kyanites are primarily gatherers. Basket bugs 

are ridden out into the jungles where they instinc
tively stuff edible plants into compartments just 
below their thorax. Upon return, the riders take 
half of the insects' stash for themselves. The bas
ket-bugs feed off the rest. 

Meat is obtained from huge animals that dwell 
in the Crawling Jungle. Though grazers and tree
eaters are not as common as the many varieties of 
insects, there are still enough of the mammoth 
beasts to provide fresh meat for Kyan's relatively 
small demand. Queen Selanna does not officially 
import food from any other nation, but many pri
vate vendors sell produce from Arasteen, Urbana, 
and the east. Prices for these foods are often high, 
but they remain popular since few vegetables are 
harvested locally. 

Most men and women in Kyan are involved in 
the military in some way or another. Hive Mother 
Selanna is not particularly belligerent, but the 
ilithix and Lord Urbane's constant encroachment 
on the jungle present a great and ever-growing 
threat. Because of this, Kyanite industry is focused 
on creating weapons and armor, training young 
insects for war, or learning about new species and 
their potential uses. Other common professions are 
caratects, insect wranglers, and insectors. 

Caratects fashion devices from the shells of dead 
insects. Their tools range from simple hammers 
and chisels to small, specialized insects capable of 
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chewing and regurgitat
ing carapace. 

Insect wranglers train the 
many utilitarian insects used in every
day life by the Kyanites. Basket bugs, rock 
eaters, and carrion beetles are just some of the 
creatures trained and rented out by the wranglers. 

Though the Kyanites raise and use over forty 
different types of insects, there are literally hun
dreds more that could be used if someone simply 
understood each species' particular quirks. Such 
work is the realm of the insectors. A few insectors 
maintain private shops, but most have now en
rolled in the Academia Entomolgia. 

Kyan does not trade with other nations. Indi
vidual citizens do, however, so one can find produce 
from Arasteen and strange contraptions from 
Urbana in Crichton's bazaars. Traveling through 
the realm as a private merchant is dangerous 
business, so don't expect to find any bargains here. 

Besides foreign goods, the outlying villages of 
Kyan often bringtheir unique wares to Crichton for 
trade. Wound worms from High Hive and glow 
slugs from Darkwood are always in demand at the 
capital. 

cal"tas<e 
Kyanites are a busy sort. They have little time or 

inclination for celebrations or the arts. Only through 
caratecture, which they consider work, does their 
creativity sometimes exhibit itself. 

Insect Sorcery: Though I hesitate to call it 
culture, a great amount of a Kyanite sorcerer's time 
is consumed developing insect sorcery. Shops sell
ing hot, honey-sweetened brews swell with wizards 
engaged in discussion around the dinner hour. 
They are concerned with insect conjuration, alter
ation, and enchantment of all sorts. Gatherings, 
covens, and public displays of their accomplish
ments are common. The development of a new 
magical school is difficult, but the busy minds of 
Kyanite mages have hastened its progress. Some of 
the great entomancers, as they call themselves, 
have perfected spells said to rival those of the iron 
sorcerers. 

cs<fcb"ton 
The only settlement large enough to be called a 

city in Kyan is Crichton. Most of the city is within 
a mammoth, beehive-shaped cavern within the 
mountains of South Wall. Businesses and wealthier 
citizens occupy the central floor of the hive, while 
most others live in the myriad tunnels that 
branch off of its core. Within each tunnel can 
be found hundreds of families, all living 
in shallow caves covered only by ram
shackle doorways of carapace or wood. 
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QJ1een 
selanna 

Hive Mother Selanna lives 
in the highest cave of the central hive where 

she can look out over the city. Unlike most other 
rulers in Aden, she has no name for her quarters or 
the cavern that houses her throne room. In fact, the 
Hive Mother is there so infrequently that she often 
becomes lost in the twisting tunnels of her own 
home! Selanna prefers to rule her kingdom from 
the thick of battle. 

Decisions made in her absence are carried out by 
her only relative, Nelesh. Many distrust Nelesh, 
and some of the decisions he has made in his sist er's 
absence have been controversial. It is possible that 
Nelesh is even responsible for sparking the ilithix 
debacle. Only time will tell if the Queen's brother is 
corrupted, as some suspect, or merely incompetent. 

I suppose it is only fitting that the ruler of a 
nation modeled after insects is a Queen. Selanna is 
a warrior as well as a leader, perhaps the best in the 
entire nation. She is also one of the most exquisite 
women I have ever seen. Her hair looks as if it were 
dipped in gold, and her eyes are dark as manite. 
The "Hive Mother," as Selanna is sometimes called, 
is far more muscular than I for her build, yet she 
can be soft and feminine when she wishes. 

Selanna is a woman of few words. When she does 
speak, those around her listen in reverent silence. 
They do not kowtow to her merely because she is 
their Queen, but because her strength and wisdom 
have earned their respect. 

In battle, the Hive Mother rides either a giant 
black widow she calls "Sister," or a huge hornet 
named "Rocbane," after its success against a giant 
roe some years ago. The Insect Queen, as she is 
sometimes called, wields a black spear made from 
the spiny leg of some gigantic creature. She can 
frequently be seen at the head of her elite Swarm, 
and is always the first to draw blood in a fray. 

acanemia ent:omologia 
Queen Selanna's brother, N elesh, created a school 

for collecting data on insects and their uses three 
years ago. He calls his college the Academia 
Entomologia. The researchers there are mainly 
wranglers or mages who use magic to entice or alter 
the instincts or breeding of insects. Occasionally 
these experiments go awry, as some suspect hap
pened with the ilithix. 

A new school within the college has dedicated 
itself to "entomancy," or insect sorcery. The 

difference in focus is subtle to you and me, but 
worlds apart to the average insector. In 

short, insectors previously used alchemi
cal and sorcerous means to alter the 

evolution of new-born insects. Entomancers seek to 
create spells that create, alter, or enchant already 
existing insects. In the words of N elesh, insectors 
seek to breed new species, while entomancers are 
concerned with the attributes of a single creature, 
or swarm of creatures. 

fnsect:s o.J= k~an 
Below are a few of the insects commonly used 

and sold in Kyan. 
Wound Worms: These 2.5-centimeter long green 

worms devour infected flesh around wounds. If a 
battered patient allows a wound worm to rest on his 
wound for at least 10 minutes once per day, he may 
make his normal healing rolls at +3. Price: 200 
crests. 

Glow Worm: These five-centimeter long worms 
emit a green iridescent glow when in dark places. 
This light is bright enough to read by in a 2.5-meter 
sphere, and diminishes rapidly thereafter. Price: 
100 crests. 

Giant Beetle: A wide variety of beetles are used 
by Kyanites. Relatively calm brown beetles are 
used as beasts of burden, while excitable horned 
beetles are used in war. Insect wranglers sell brown 
beetles for 300-400 crests, while horned beetles 
sell for upwards of 2000. 

Br:iown1bor:inen Beet:Le 
AGILITY5 
Climbing 8, running 7, unarmed combat (horned 
beetle only) 10 
DEXTERITY2 
ENDURANCE 10 
STRENGTH13 
TOUGHNESS 8 (13) 
INTELLECT 1 
Perception 11 (vibrations) 
MINDI 
CONFIDENCE 7 
Intimidation (horned beetle only) 11 
CHARISMA2 
Life Points: None 
Natural Tools: Armor +5/13, horn (horn beetle 

only) damage value STR+6/19. 
(Brown/Horned Beetle (D6): DEXTERITY 

lD+l STRENGTH 4D KNOWLEDGE 1: Intimi
dation 30+2 TECHNICAL 1 MECHNICAL 1 
PERCEPTION 1D+2: Investigation 30+2. Force 
Points: None. Natural Tools: Armor, +10+2, 
horn, damage value STR+20 .) 

Giant Hornet: Hornets are difficult creatures 
to ride, and so the giant hornet specialization of 
beast riding is considered a trained skill. 
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giant: boRnet: 
AGILITY 13 
Dodge 16, flight 16, unarmed combat 15 
DEXTERITY I 
ENDURANCE S 
STRENGTH9 
TOUGHNESS S 
INTELLECT 1 
Perception 11 
MIND2 
CONFIDENCE 11 
Intimidation 13 
CHARISMA2 
Life Points: None 
Natural Tools: Stinger, damage value STR+5/ 

14. 
(Giant Hornet (D6): DEXTERITY 2D+l: 

Dodge 5D+ 1, flight 5D+ 1STRENGTH3D: Brawl
ing 5D KNOWLEDGE 1: Intimidation 4D+l 
TECHNICAL 1 MECHANICAL 2 PERCEP
TION 2D+l: Investigation 3D+2. Force Points: 
None. Natural Tools: Stinger, damage value 
STR+1D+2.) 

Giant Water Strider: Water striders are al
most totally mindless and so mew hat timid. As with 
giant hornets, mastering them is very difficult (the 
water strider specialization is considered a trained 
skill). 

giant: wat:eR st:RineR 
AGILITY 11 
Dodge 12, swimming 14 
DEXTERITY2 
ENDURANCE S 
STRENGTH6 
TOUGHNESS 5 
INTELLECT 1 
Perception 11 (vibrations) 
MINDI 
CONFIDENCE 4 
CHARISMA2 
Life Points: None 
Natural Tools: None, water striders are com

pletely harmless and quite timid. 
(Giant Water Strider (D6): DEXTERITY 

2D+ 1: Dodge 4D STRENGTH 2D: Swimming 4D+2 
KNOWLEDGE 1 TECHNICAL 1 MECHANI
CAL 1 PERCEPTION ID: Investigation 3D+2. 
Force Points: None. Natural Tools: None.) 

L.be~banaL.e 
The Sundered Desert isn't a nation in the usual 

sense of the word, though the Rhanate of the Black 
Citadel would tell you otherwise. The Rhanate, 
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who rumor has it was a 
notorious desert bandit be
fore the Darkfall, imposes strict 
tolls on anyone that ventures through 
his lands. He claims his kingdom stretches 
from Brisson's Bay in the north to the borders of 
Yzeem in the south, and from the Wall in the west 
to the Veldt in the east. He also claims to control the 
odd bands of scavengers, nomads, and other hearty 
souls who somehow manage to live in this inhospi
table wasteland, but many of these independent 
people will tell you otherwise. 

L.besanneRen 
neseRL. 

Before you can understand the scattered king
dom of the Rhanate, you must be familiar with its 
harsh geography. The Sundered Desert is as inhos
pitable as any land in Aden. The cold hills of the 
north gradually warm into the arid plains of the 
middle region, but only a few spots in between 
harbor any respectable amount of drinkable water. 
The natural division of its landscape divides the 
desert into three regions, each under the control of 
the Rhanate's lieutenants. 

In the north, fantastic grottos are broken by high 
mesas, buttes, and winding gorges. The scintillat
ing purple, yellow, and orange rocks of the lower 
desert are amazing and used in jewelry and archi
tecture throughout Aden. This region is called the 
Badlands, and I can assure you that it has earned 
its name. 

From Burcham's Pass south, the land is warmer 
and moisture is even more scarce. The middle 
desert, collectively called the Sand Wastes, is bur
ied under rolling dunes of fine silt. Creatures of all 
varieties slither through these fluid hills and prey 
on those who seek its few oases. 

The southern desert is filled with great salt 
lakes, stark hills, and lonely crags. The area is 
called the Mud Plains for the vast kilometers of 
cracked land that stretch across its trackless ex
panse. Once per year, during the southern rainy 
season, the mud plains are flooded and turn to 
thick muck. While the inhabitants of the region 
appreciate the water, the muck can run deep enough 
to drag a man to his doom. When the plains dry only 
a few weeks later, you will see the bones of many 
creatures jutting from the cracking surface. 

Li-J=e in L.be 
RbanaL.e 

Desert dwellers respect strength and 
cunning. There is little sympathy for 
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those who cannot fight 
their own battles or at 

least afford to pay someone 
else to fight for them. This is called 

the Right of the Strong, and it is the backbone 
of the Rhanate's kingdom. 
Survival of the fittest is perhaps the most uni

versal custom in the Sundered Desert. Even those 
tribes that despise the Rhanate observe the Right 
of the Strong. If a man should steal and get away 
with it, only the victim would begrudge him his ill
gotten goods. Should the thief be caught, however, 
the victim may take whatever action he deems 
appropriate as recompense. . 

While it sickens that part of me dedicated to the 
principle of compassion, I must admit that I under
stand life in the Sundered Desert is much more 
harsh than life in the green hills of Arasteen. I do 
not believe this excuses the desert dwellers' severe 
attitude but I can certainly understand the an
cient ori~ns of the Right of the Strong. My advice 
to you is to show these people that those who are 
truly strong can afford to show benevolence to 
those who are not. Perhaps our example will one 
day affect a change in this cruel custom. 

t:akfng coap 
The only act thoroughly forbidden by desert 

society is murder. Those who are truly mighty 
should be able to dominate their foes without kill
ing them, according to their strange beliefs. There 
are exceptions, but in general, the idea that a 
person could take another's l~fe and_ does not, _is _a 
sign of great strength. Sparing a hfe when it is 
"yours" for the taking is called "taking coup." If you 
have taken coup on someone, they are honor-bound 
to never trouble you again. 

g ovei::inment: 
The Rhanate refers both to the man that rules 

the Sundered Desert, and to the nation. The 
Rhanate's people live in isolated villages, nomadic 
tribes, and in the deep reaches of Skar. Unlike most 
rulers, the Rhanate does not force the settlements 
in his lands to obey his laws, pay taxes, or even 
swear fealty to him. Instead, denizens of the desert 
may enlist the Rhanate's forces directly - if they 
can afford them. This eliminates the need for taxes, 
as well as reduces the Rhanate's responsibilities. 

The nature of this realm, the role the soldiers 
take in defending its people, and the attitude of the 
desert dwellers themselves all combine to make 

the Rhanate more of a territory than a nation. 
Still, the "Dust King" has as much influence 

as any other ruler in Aden, and I suppose 
deserves to be treated as such. 

t: be t: irne of: 
wanne~ing 

The Rhanate established himself as the "Dust 
King" shortly after the Darkfall. His warband was 
the most powerful of all the nomadic tribes, so it 
was only natural that the scattered survivors of 
nocturnal attacks would eventually seek his pro
tection. Soon, the Rhanate's band grew so large 
that he could not adequately provide them with 
food or water. Nor could he protect them from the 
thousands of horrid creatures that stalked them. 
The Dust King decided that the only way to save his 
followers was to find an oasis and turn it into the 
greatest fortress yet seen in the sandy wastes. 
These rugged individuals plowed the outlands for 
months but could find no suitable homeland. Scribes 
of the Rhanate's court call this the "Time of Wan
dering." Many of the nomads died during this 
arduous trek and hope began to wane. One day, the 
tribe spotted a nest offledgling sand-drakes. moan
ing over the body of their mother, no doubt kiped by 
some horrid nocturnal. Kalib Ona, one of the 
Rhanate's closest companions, had ridden such 
beasts before. He carefully approached the drakes, 
fed them, and coaxed them into the nomads' fold. A 
few months later, some of the nomads took to the 
skies on the leathery backs of these fierce reptiles. 

The power of flight and their savage mounts not 
only helped the wanderers survive, it eventually 
led them to a new homeland. The Rhanate had long 
lusted after the great treasure said to lie atop 
Terrotaxus' Tower, a gigantic mesa centered in the 
middle of Great Drift. His only problem was 
Terrotaxus himself, a great dragon. The creature 
was smaller and younger than the legendary 
Balustrus, but only by a few centuries. 

What happened next is a mystery that the Dust 
King will not comment upon. All I know is that the 
Rhanate flew to the mesa alone and returned with 
one of the dragon's gigantic eyes. If there had been 
any doubt of the Dust King's power, the death of 
Terrotaxus ended the debate. Some believe that 
the sand dragon was already dead by the power of 
some sinister nocturnal and the Rhanate only 
claimed the kill, but it mattered very little at the 
time. His beleaguered followers were happy enough 
to be ferried to the top of the tower and away from 
the prowling beasts of the sand wastes. One can 
imagine their cries of gratitude when they saw that 
Terrotaxus had magically summoned a well of 
fresh water through the core of his tower. 

t:benast: king 
The Rhanate is a very private man these days. 

Few may see him, and only his most trusted com-
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panions know his true name. He is a swarthy man 
of average height and build. His most unusual 
feature is his stark white hair, an unusual trait for 
a desert dweller. He has no wife, though a score of 
women claim to have given him sons and daugh
ters. If this is true, the Rhanate has chosen to 
ignore them, claiming that all people of the Sun
dered Desert are his children. 

For all his faults, the Rhanate respects my own 
King Corben and despises Lord Urbane. The Dust 
King took a disliking to the oft-times arrogant 
captains of the thunder trains, and in response, 
charged them exorbitant tithes for crossing his 
lands. The Iron Tyrant was not pleased and the two 
bickered for some time. I believe that their now 
silent argument is a calm before a storm. 

Qban st:et:cb 
Rhan Stetch rules Rhanland for his friend and 

liege. Stetch is an elven earth elementalist, and 
was one of those who helped sculpt the Dust King's 
citadel. His own fortress lies within the base of 
Terrotaxus' Tower. Many claim the eleme'ntalist 
has tunneled all the way up to the Black Citadel, 
and that the mesa is riddled with his magical 
excavations. This may be true, for the last time I 
visited Stetch, a band ofnervous Outriders entered 
the back of his fortress outfitted for just such an 
expedition. I suspect that the elementalist was 
exploring the old lair of Terrotaxus himself, and 
perhaps found something within that he hadn't 
previously encountered. 

Qban t: Qest:an 
I have not met Rhan Trestan, but those who 

have say she has bronze skin with raven hair and 
eyes of green. Her veil is red, as called for by her 
rank. She usually wears a soft gown of black, 
pinned together with a jade brooch that she rarely 
removes. She carries a flat sword made of dark, 
jagged glass at her side. Her Outriders claim she 
took the blade from a corrupted during the Time of 
Wandering. 

Jyra is a deadly woman as proficient in sun and 
water sorcery as she is in the art of sword play. 
Rumor has it that she belongs to an ancient cult of 
assassins called the Crimson Sisterhood. Some 
hint that she is even the leader of this stealthy 
coven. Like her cult, Jyra is ruthless when it comes 
to hunting down suspected corrupteds. Her Outrid
ers are always tasked with bringing these fiends to 
justice, whether they receive payment from those 
threatened by the corrupteds or not. Perhaps her 
obsession with bringing these fiends to justice has 
clouded her eyes to compassion somewhat. She 
turns a blind eye to the many cruel but uncorrupted 
thugs that swell her streets. 
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ona 
The half-elven Rhan of the Mud Plains 

is the Dust King's oldest and closest friend. 
He is a tall, bald man, with pale skin uncommon 
among the bronzed desert dwellers. His pointed 
ears, narrow eyes, and thin chin can sometimes 
make him look quite sinister. The principal of 
justice reminds us that no one should be judged 
solely by their looks, but I must admit this fellow 
makes me uneasy. It was he who originally cap
tured young sand drakes and learned to train them 
as mounts. Without him, the Rhanate might never 
have founded the Black Citadel and united the 
people of the Sundered Desert. 

Still, for all that Kalib Ona has done, he is a dark 
and mysterious figure. Some suspect that he is 
corrupted, but I have seen no proof of that. He is 
sometimes cruel, but I cannot fault him for a trait 
shared by most of his countrymen. In truth, Kalib 
Ona is more powerful than the Rhanate, and per
haps holds more influence over the people of the 
desert than his liege. Ona seems to prefer to be the 
power behind the throne, however, and weave his 
schemes from relative obscurity. 

soL'Ofe Qs 
The Rhanate's army works differently than that 

of other kingdoms. Because the kingdom's bound
aries are ill-defined and its people often transient, 
there are no taxes or tithes. Instead, the majority of 
the national revenue is generated by contracting 
the services of the army. The Outriders roam the 
desert wastes and offer their services to those who 
can afford them. Large settlements usually keep a 
garrison "on retainer" within their walls. Even the 
tiny mining villages of the Badlands keep a few of 
these independent-minded rogues, warriors, and 
wizards of the Rhanate on hand. 

The Outriders: Whereas discipline and loyalty 
are the backbone of most armies, the measure of an 
Outrider is determined solely by his success. If a 
young soldier breaks ranks or disobeys orders, his 
superiors will weigh the success or failure of his 
action. lfhe fails, he is either demoted or "thrashed" 
out of the service. lfhe succeeds, he will receive a 
commendation or a promotion. If an Outrider dis
obeys orders and is successful in the eyes of those 
above him, the soldier's immediate superior may 
suffer for his apparent failure. In a sense, my 
dedication to justice and compassion finds some
thing attractive in this system. A man is judged 
by the results of his actions, regardless of 
rules or regulations. On the other hand, 
my more practical side tells me that 
much of the Outriders' failures come 
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Red 
Orange 
Yellow 
Green 
Turquoise 

~-/-8'..l~~· ~ 

Rhan (Leader) 
Rowan (Tithe-Master) 
Amar (Captain) 
Wanderer 
Nomad 

from a lack of discipline among the common troops. 
The rank of an Outrider is signified by the color 

of his or her veil. This system was inspired from the 
glittering banded mesas of the Badlands, in which 
the top most streaks are always red, the next 
orange, then yellow, green, and turquoise. Each 
color signifies a specific rank and carries a formal 

title. 
Bands of Nomads are led by Wanderers. 
Most permanent settlements have at least 

one Wanderer and ten to twenty Nomads at hand . 
These are called "roves." Amars lead two or more 
roves. Rowans are those Outriders charged with 
collecting the tithes collected by the Amars. They 
rarely take to the field, preferring to enjoy their 
promotion in relative safety. There is no doubt a 
great deal of corruption in this system, though the 
Rhanate seems to care very little as long as his few 
"official" expenses are maintained. 

Perhaps because of the Right of the Strong, 
promotion beyond the rank of Amar is rarely sought. 
Most Outriders prefer to remain in the saddle, 
roaming the wastes and proving their mettle against 
the nocturnals with steel and slug. Only when an 
Outrider grows old and slow does he usually seek 
the title of Rowan. 

The most powerful Outriders are the Rhans. 
There are three of these warlords, one each for the 
upper, middle, and lower desert. J yra Trestan is 
the warrior-sorceress Rhan of the Badlands, an 
elementalist named Stetch is Rhan of the Mud 
Plains, and Kalib Ona is the mysterious Rhan of 
the Sand Wastes. 
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oat:Ri'OeR ooman 
AGILITY9 
Beast riding: horse 11, dodge 10, mane~ver 10, 
melee combat 11, melee parry 10, unarmed com
bat 10 
DEXTERITYS 
Fire combat 10 
ENDURANCE9 
STRENGTHS 
TOUGHNESS 10 
INTELLECTS 
First aid 11, perception 9, tracking 10, trick 10 
MINDS 
Business 10, scholar: Rhan's law 11 
CONFIDENCE 10 
Intimidation 12, survival: desert 11, willpower 
11 
CHARISMA6 
Life Points: 3-6 
Equipment: Nomads often use sabers (STR+3/ 

18), muskets (damage value 19, range 3- 10/40/80/ 
150) and two pistols (damage value 19, range 3-5/ 
10/20/50). Few wear armor due to the heat of the 
Sundered Desert. 

(Standar d Outrider Nomad (D6): DEXTER
ITY 3D: Dodge 3D+ 1, firearms 3D+ 1, maneuver 
3D+l, melee combat 3D+2, melee parry 3D+l 
STRENGTH 3D: Brawling 3D+ 1 KNOWLEDGE 
2D+2: Business 3D+ 1, intimidation 4D, Rhan's law 
3D+2, survival 3D+2, willpower 3D+2 TECHNI
CAL 2D+2: First aid 3D+2 MECHANICAL 2D+2 
PERCEPTION 20+2: Con 3D+ 1, investigation 
3D, search 3D+ 1. Force Points: 3-6. Equipment: 
Saber, damage value STR+lD; musket, damage 
value 4D+2; two pistols, damage value 4D+2.) 

All Outriders are required to prove their ability 
in the saddle, though whether their mount is a 
sturdy charger or a voracious lightning lizard is 
unimportant. The vast majority choose the latter, 
however, for they are fiercer and much better 
suited to the arid wastes. 

Soldiers may use whatever weapons they choose, 
though most carry curved cavalry swords, lances, 
muskets, wheel lock pistols, and several knives. As 
you can see, Outriders are rarely under-armed. 

Their garb is typical for the wastes. Sweeping 
beige or brown robes blend in with the earth, veils 
of the appropriate color keep dust and sand from 
their mouths and noses, and some even wear glass 
coverings across their eyes to help them see in the 
frequent windstorms. Few wear armor due to the 
heat, though some will strap on a metal chest plate 
when battle is imminent. Only Outriders in the 
northern reaches of the Badlands wear chain shirts 
on a regular basis. 

Since soldiers are paid a portion of a settlement's 
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"contract," the best Out
riders also tend to be the 
most wealthy. Jewelry of sil
ver, turquoise, gold, jade, or copper is 
therefore a symbol of a warrior's success. 
Some troops even purchase jewelry for their 
mounts. If you are faced by an Amar riding a 
lightning lizard with a golden ring in its snout, I 
advise great caution. 

1110 the value of recovered 
goods. 

115 the victim's estate 

-cr:iane 
As you might guess, there is little farming in the 

dry soil of the Sundered Desert. While there is no 
true cultivation that I know of, there are several 
plants that desert dwellers rely on to keep them 
alive. 

The ala plant, a squat, spiny cactus, is by far the 
most common of these. You can find them in the 
northern and southern desert. If you squeeze its 
prickly surface you will find its juicy innards full of 
fresh water. Do not eat the ala, however, or you will 
find that it draws the moisture from your bones just 
as if does from the desert soil. 

The rasan tree is another source of food and 
water in the Badlands and the Sand Wastes. It too 
is covered in spiny quills, though it has the peculiar 
ability to launch them at any creatures that pass 
by. Presumably, the tree's fibrous roots are able to 
snake through the soil and draw out the blood of its 
victims. If you can get close enough to these semi
sentient trees without becoming its prey, you will 
find its tiny berries contain life-saving water. 

Desert dwellers will not appreciate it if you 
seriously harm the rare flora of their harsh land. It 
is considered common courtesy to leave food or 
water-bearing plants intact so that the next trav
eler may benefit from them. This can be difficult, 
especially if you are trying for the berries of a 
rasan tree, but its quills pale in comparison 
to the barbed scimitar of an angry nomad. 
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The mining of pre
cious ores and gemstones 

is the main industry of the 
Badlands. Prospecting camps can 

be found throughout this region. Most are 
ensconced in deep caves or surrounded by thick 

walls of stone or iron to keep out the ever-present 
nocturnals. If you are down on your luck, caravans 
to and from these encampments offer dangerous 
but lucrative work. 

The upper desert is also home to large bands of 
nomads that raise lightning lizards for sale as 
mounts. Others use them to herd burzaks and 
shellas through the outlands. These animals are all 
predators and feed on lesser desert vermin. The 
nomads take milk from the horned burzaks and 
meat and hide from the spiny, armored shellas. 

The middle of the desert is marked with miles 
and miles of rolling sand dunes. A few islands or 
valleys of stone and scattered oases are the only 
resources available for exploit. All known oases are 
surrounded by independent "entrepreneurs" who 
sell precious water by the cup. Their encampments, 
called "oastresses," are well funded and some of the 
best defended enclaves in the region. 

In the cracked Mud Plains, there is no true 
industry to speak of. A few camps collect and sell 
salt from the dry lakes, but the cost of maintaining 
a camp so far out in the wastes keeps these ven
tures from becoming truly profitable. Perhaps the 
only real business suitable to these vast, flat tracts 
ofland is raiding. Brigands in sail-carts roam the 
outlands looking for caravans or travelers roaming 
the "Thieves' Triangle." Some have even been bold 
enough to attack the thunder trains north ofY zeem, 
though the Iron Guard has so far proven more than 
a match for these disorganized bandits. 

Sail cart: Toughness 13, speed 55 mph, maneu
ver +2. 

st:annann Bannit: 
(napacian) 

AGILITY IO 
Acrobatics 11, dodge 11, maneuver 12, melee 
combat 13, melee parry 12, running 11, stealth 
11, unarmed combat 12 
DEXTERITY9 
Fire combat 11, missile weapons 10 
ENDURANCE IO 
Resist shock 12 
STRENGTH IO 
TOUGHNESS 10 

INTELLECT7 
Camouflage 10, first aid 8, navigation 8, 

perception 10, tracking 10, trick 10 
MIND7 

CONFIDENCE 10 
Intimidation 12, survival: desert 13, willpower 
11 
CHARISMA7 
Taunt9 
Life Points: 2-5 
Equipment: Desert raiders use a variety of 

weapons, but never wear armor due to the heat. 
(Standard Bandit (Rapacian) (D6): DEX

TERITY 3D+l: Acrobatics 3D+2, dodge 3D+2, 
firearms 3D+2, maneuver 4D, melee combat 4D+l, 
melee parry 4D, missile weapons 3D+l, running 
3D+2 STRENGTH 3D+l: Brawling 4D, stamina 
4D KNOWLEDGE 2D+l: Intimidation 4D, sur
vival 4D+l, willpower 3D+2 TECHNICAL 2D+l: 
First aid 2D+2, navigation 2D+2 MECHANICAL 
2D+l PERCEPTION 3D: Con 3D+l, hide 3D+l, 
investigation 3D+ 1, search 3D+ 1, taunt 3D. Force 
Points: 2-5.) 

cal-cane 
Once a year the Rhanate sponsors the Labyrinth 

Run. The Labyrinth is a natural maze of canyons in 
the lower Drift. The Rhanate's wizards create ter
rible traps, alter the paths with earth sorcery, and 
stock the inside with savage nocturnals. Hundreds 
of warriors attempt to run the gauntlet and find 
their way through the maze every year. The first 
one through receives great treasures or rewards. 
The prize for this year's run has not yet been 
announced, but it is rumored that the Rhanate is 
looking to "award" the winner the chance to help 
him conquer the Veldt and bring it into his king
dom. 

Some adventurers make a fortune supplying the 
Rhanate with nocturnals for his deadly maze. If 
you are offered this opportunity, I beg you to de
cline. Nocturnals should not be captured and used 
for sport - they should be destroyed outright. 

an.Bar..:n 
Of all the nations in Aden, Urbana has the darkest 

soul. It is not the people that make this place so foul, 
it is the will of their leader: Lord Urbane. 

Lord Urbane believes that iron sorcery will make 
his nation strong, preferring to ignore the stout 
hearts and courageous will of his people. Most of 
Urbana's heavy taxes go toward financing his mon
strous, mechamagical constructions, the rest go to 
the oppressive army he uses to police the actions of 
his citizens. My friend Spyre once told me what he 
felt was the true difference between Lord Urbane 
and King Corben of Arasteen. He said, "Corben 
maintains the army to watch over the people. 
Urbane's army watches the people." 
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l i.J=e in a ~Barn 
Most citizens in the cities work in the appallingly 

gloomy manite mills and refineries. Villagers and 
townsfolk are typically craftsmen, miners, or ex
porters of the magical metal. Lord Urbane's obses
sion with mechamagic means that most everyone is 
involved in this process in one way or another. 

Most races are found in the settlements of 
Urbana, but humans, dwarves and goreaux are the 
backbone of the work force. The research and 
mechamagical experimentation especially appeals 
to the dwarves' and goreaux's tinkering nature. 

Mekanus is this nation's gloomy capital. It may 
not be the geographic center of Urbana, but it is the 
dark heart that pumps life-blood to the rest of the 
nation. It is a foul-smelling, putrid city. Black 
smoke rises from the factories and hangs about 
Mekanus like a death shroud. The fetid clouds are 
so heavy that even the brisk breezes of the Green 
Sea cannot vanquish them. Their oily thickness is 
such that they drench the sea winds and shower the 
city in a constant, dirty rain. 

goveQnme n-C 
Lord Urbane is the supreme ruler of all Urbana. 

The "Iron Tyrant's" will is enforced by Baron 
Volkanis in Smult and Baroness Lucretia in 
Black port. 

Lord Urbane's laws are many and the punish
ments for violating them are harsh. The most 
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important and overrid
ing rule is called the "Law of 
Iron." The law is written in a 
large codex kept in the Tower of the Eye. 
The text essentially makes it a capital offense 
to buy, sell, or trade any mechamagical discover
ies or devices not released to the general public. 
Thus box-fires, wheel locks, arquebuses, powered 
carriages, and similar inventions may be bought 
and sold on the open market. The technology used 
in the creation of the Sentinels, the thunder trains, 
or the manite cordons, are all "state secrets" that 
may not be revealed under penalty of death. As you 
might guess, the law's enforcement is often arbi
trary and open to much interpretation. 

LoQU 
aQBane 

The Iron Tyrant is 
a brooding, intense in
dividual who rarely 
ventures out of his for
tress in Mekanus. He 
is not a very person
able ruler. I have 
heard of no close al
lies, lovers, or friends 
visiting his Palace of 
Rust. Where Urbane 
does excel is in inten-
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sity. No barrier has ever stopped the Iron Tyrant. 
When most sorcerer-scientists scoffed at the idea of 
mechamagical land-ships, Urbane unveiled the 
thunder trains. When sages laughed at the idea of 
sending these behemoths into the infested out
lands, Urbane's Iron Guards were already wet with 
the ichor of a thousand nocturnals. 

Urbane will never stop short of his goal. Many 
wonder if his ends justify his means, but the miracle 
of the thunder trains, the manite cordons, and 
other successes make it a difficult argument. It is 
said that Urbane considers his neighbors in 
Arasteen and Kyan too weak to fight the forces of 
the Darkfall. There are even rumors that he has a 
secret pact with the Ice Queen Kryanix to one day 
unite our region by conquering it. As you can see, 
though his goals are admirable, his methods are 
potentially catastrophic. 

Ba~oness Lac~et:ia 
Baroness Lucretia is the lord and mistress of 

Blackport. Her love of cruelty and devious contrap
tions rivals even her master, Lord Urbane. She is 
slightly more accessible than he, but why anyone 
would want to hold court with the Shadow Mistress 
is beyond me. I have seen her at public games of 
violence or the unveiling of some new and terrible 
machine, and can tell you how she came by her 
nickname. Lucretia dresses in shiny black leather 
ringed by studded bands ofmanite. Her harsh face 
and sharp eyes are lined with black make-up, and 
further betray her cruel nature. 

Ba~on volkanis 
Unfortunately, the ruler of Sm ult has little con

cern for environmental responsibilities. Baron 
Volkanis is rarely ever home to witness them. The 
ruler of Sm ult spends most of his time roaming the 
countryside with his elite cavalry, terrorizing com
mon folk for the nefarious Eye. He is a large human 
with fiery red beard and long hair that well suits 
his name. His temper is volatile as well. Many 
nocturnals have suffered from the Baron's fury. 

Volkanis is actually the most benevolent of 
Urbana's three rulers. I doubt this is due to any 
sincere compassion on his part. The Baron simply 
prefers fighting in the dangerous outlands to the 
myriad duties ofadministering a city. The denizens 
of Smult are silently thankful for his lack of inter
est in their affairs. 

t:be salarnanne~s 
The Baron of Smult presides over an elite de

tachment of cavalry feared throughout Aden. They 
take their name from the city's age-old enemies, the 
fire salamanders of Infernus. The knights wear 
crimson armor highlighted with orange flame to 
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accentuate their fright
ful appearance. Their "sig
nature" is to burn whatever 
has incurred their wrath, sometimes in
cluding whole villages or neighborhoods. The 
leader of this vicious group is the Baron Volkanis 
of Sm ult himself. As his name might suggest, the 
Baron has a fiery temper which is liable to explode 
at any moment. 

st:annaRn 
saLarnanneR 

AGILITY9 
Beast riding: horse 13, dodge 10, melee combat 
13 ( +3 if using Infernus lance), melee parry 11, 
unarmed combat 12 
DEXTERITY9 
Fire combat 12 
ENDURANCE 11 
Resist shock 13 
STRENGTH 11 
TOUGHNESS 12 
INTELLECTS 
Perception 10, tracking 9, trick 10 
MIND7 
CONFIDENCE 10 
Intimidation 13, willpower 11 
CHARISMA6 
Persuasion 9, taunt 9 
Life Points: 2-7 
Equipment: Infernus lance, damage value 

STR+l0/25; pistol, damage value 19, range 3-5/10/ 
20/50; plate mail, armor value TOU+l 0/25; large 
shield (melee parry+3); warhorse. 

(Standard Salamander (D6): DEXTERITY 
3D: Dodge 30+ 1, firearms 40, melee combat 40+ 1, 
melee parry 30+2 STRENGTH 3D+2: Brawling 
40, stamina 40+1 KNOWLEDGE2D+2: Intimi
dation 40+ 1, willpower 30+2 TECHNICAL 2D+2 
MECHANICAL2D+l PERCEPTION 2D+2: Con 
30 +1, investigation 30 +1, persuasion 30 , search 
30 , taunt 30. Force Points: 2-7. Equipment: 
Infernus lance, damage value STR+3D+l; pistol, 
damage value 40 +2; plate mail, armor value 
+30 +1.) 

solnie~s 
There are four main military forces in the king

dom of Urbana. Town or village militia units, the 
first force, are little different from the militia of 
Arasteen. The second force is known as the Shadow 
Army, and is the core ofUrbane's military. The 
Iron Guard forms the third martial arm. It 
is used exclusively as an escort for the 
thunder trains. The last force at Lord 
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U rbane's disposal is the 
Eye, a fanatical group of 

priests tasked with finding 
nocturnals hidden amongst the 

citizens of Urbana. 
The Militia: Every able-bodied person in 

Urbana is expected to turn out when the militia is 
called. There are many exceptions to this law, 
however, so most units are far smaller than one 
might otherwise guess. One exemption, for in
stance, applies to anyone who works in "critical" 
manite refinement. Since almost half the popula
tion of Urbana is somehow involved in this process, 
the ranks of the militia are thin. 

Urbana's citizen soldiers carry out their duties 
with what scraps the Shadow Army cares to give 
them. Their lack of equipment and training is often 
oflittle consequence, however, since Urbane main
tains a detachment of regular soldiers in every 
settlement. Still, the Urbanan militia is weak be
cause it is expected to be. If the army or their King 
would ever treat the villagers with respect, I be
lieve their militia would be as stout and effective as 
Arasteen's citizen-soldiers. 

st:ariOar:in rnilit:ia 
soLnieR 

AGILITYS 
Beast riding: horse 9, dodge 9, melee combat 10, 
unarmed combat 9 
DEXTERITYS 
Fire combat 9 
ENDURANCES 
STRENGTHS 
TOUGHNESS9 
INTELLECT7 
Perception S, tracking 9, trick 10 
MIND7 
CONFIDENCE 6 
CHARISMA6 
Taunts 
Life Points: 2-5 
Equipment: Militia soldiers carry a wide vari

ety of weapons, but most use pole-arms since they 
must pay for their weapons themselves. 

(Standard Militia Member (D6): DEXTER
ITY 2D+2: Dodge 3D, firearms 3D, melee combat 
3D+l STRENGTH 2D+2: Brawling 3D KNOWL
EDGE 2D+l TECHNICAL 2D+l MECHANI
CAL 2D+l: Beast riding 3D PERCEPTION 2D: 
Con 3D+l, investigation 2D+2, search 3D, taunt 

2D+2. Force Points: 2-5.) 

The Army of Shadow: Lord Urbane's 
ideas on how best to defeat the Darkfall 

court with disaster. He believes that the 

only way to deal with the scourge of horrors roam
ing our land is to be as merciless and relentless as 
the nocturnals. There is certainly a degree of merit 
to this philosophy, but Urbane has taken the con
cept to the extreme. Perhaps in reference to his 
beliefs, he has named his large military the Army 
of Shadow, hinting that they are as black-hearted 
as the nocturnals they must battle. 

The soldiers of the army are some of the nation's 
most valiant men and women in most lands. 
Urbana's martial ranks are filled with a very differ
ent breed. Lord Urbane's sheriffs recruit only the 
dregs of their nation to serve in their companies. 
Small-time thieves, debtors, and most anyone who 
cannot find work are hauled into the barracks at 
Mekanus, Smult, and Blackport. After a very cur
sory period of training with the sword, shield, and 
arquebus, the men and women are transported to 
various places around the kingdom as needed. 

st:annar:in soLnier:i 
AGILITYS 
Beast riding: horse 9, dodge 9, melee combat 10, 
unarmed combat 10 
DEXTERITYS 
Fire combat 10 
ENDURANCES 
STRENGTHS 
TOUGHNESS9 
INTELLECT7 
Perception S, tracking 9, trick 10 
MIND7 
CONFIDENCE 6 
Intimidation S 
CHARISMA6 
Taunts 
Life Points: 3-5 
Equipment: Spear, damage value STR+6/21; 

arquebus, damage value 19, range 3-5/10/20/50; 
leather and breast plate, TOU+l0/25 on torso, 
TOU+2/17 everywhere else. 

(Standard Soldier (D6): DEXTERITY 2D+2: 
Dodge 3D, firearms 3D+l, melee combat 3D+l 
STRENGTH 2D+2: Brawling 3D+l KNOWL
EDGE 2D+l: Intimidation 2D+2 TECHNICAL 
2D+l MECHANICAL 2D+l: Beast riding 3D 
PERCEPTION 2D: Con 3D+ 1, investigation 2D+2, 
search3D, taunt2D+2. ForcePoints:3-5. Equip
ment: Spear, damage value STR+2D; arquebus, 
damage value 4D+2; leather and breast plate, ar
mor value +3D+l on torsor, +2 everywhere else.) 

The Shadow Army boasts heavy cavalry as well, 
but their numbers are few and their horsemanship 
is less than spectacular. What the cavalry lacks in 
skill, though, they make up for in sheer mass. Each 
man is dressed in thick plate mail of darkest iron. 
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Their weapons include a lance, a wheel lock pistol, 
and sword. The lance is hideously barbed, as is the 
hooked sword that they use to pull enemy cavalry
men from their saddle. One man in five is also 
equipped with a "blast-saddle," two large-bore ar
quebuses that hang from each side of the saddle. 
The knight pulls a cord attached to his pommel as 
he charges and two deadly iron balls are fired, 
usually shattering an enemy formation before the 
horsemen ram home. Though the cavalry are vol
unteers from the "gentry" in Urbana, they are little 
better than the rabble that make up the infantry. I 
sense that the lack ofrespect for the people they are 
supposed to protect is an attitude that trickles 
down the ranks from the very highest level. 

There are many good men in various arms of the 
Shadow Army of Urbana, but it is the miscreants 
who leave an indelible mark upon the people wher
ever they go. I have seen them burn homes, steal 
livestock, and abuse most every other privilege 
afforded them by their position. Urbane's officers 
claim that letting their soldiers "vent their steam" 
is better than letting them run free in the streets. 
It seems a convenient excuse. 

Rusters: The most skillful soldiers of the Shadow 
Army may be asked to serve as Lord Urbane's 
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personal retinue. Most call these elite warriors the 
Rusters, because they serve in the Palace of Rust. 
Over the last few years, the soldiers have taken 
their nickname to heart and coated their blackened 
arms and armor in a thin layer of orange rust. 

~as-Ce~ 
AGILITYS 
Dodge 10, melee combat 13, melee parry 11, 
unarmed combat 12 
DEXTERITY9 
Fire combat 12 
ENDURANCE 11 
Resist shock 13 
STRENGTHll 
TOUGHNESS 12 
INTELLECTS 
Perception 10, tracking 9, trick 10 
MIND7 
CONFIDENCE 10 
Intimidation 13, willpower 11 
CHARISMA6 
Persuasion 9, taunt 9 
Life Points: 3-6 
Equipment: Great sword STR+9/24; 

plate mail TOU+l0/25. 
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(Standard Ruster 
(D6): DEXTERITY 3D: 

Dodge 3D+l, firearms 4D, 
melee combat 4D+l, melee parry 

3D+2 STRENGTH 3D+2: Brawling 4D+l, 
stamina 4D+ 1 KNOWLEDGE 2D+2: Intimida

tion 4D+l , willpower 3D+2 TECHNICAL 2D+2 
MECHANICAL2D+l PERCEPTION2D+2: Con 
3D+l , investigation 3D+l, persuasion 3D, search 
3D, taunt 3D. Force Points: 3-6. Equipment: 
Great sword, damage value STR+3D; plate mail, 
armor value +3D+ 1.) 

The Iron Guard: Wherever the thunder trains 
go, there are always monstrous creatures and des
perate bandits who think they have the power to 
stop them. After almost losing his trains on several 
occasions, Urbane instituted the Iron Guard. Any 
man or woman who can defeat another member of 
this elite band in combat - mock or otherwise -
may join. It doesn't matter whether a victory is won 
by sword or spell, only that one win. 

inongaann 
AGILITY 10 
Acrobatics 11, beast riding: horse 11, climbing 
11, dodge 13, long jumping 13, maneuver 13, 
melee combat 13, melee parry 13, stealth 13, 
unarmed combat 12 
DEXTERITY9 
Fire combat 13, gunnery 13, missile combat 12 
ENDURANCE 10 
Resist shock 10 
STRENGTHlO 
TOUGHNESS 11 
INTELLECTS 
Perception 10, tracking 9, trick 10 
MIND7 
CONFIDENCE 10 
Intimidation 14, willpower 13 
CHARISMA 6 
Taunt9 
Life Points: 4-8 
Equipment: Iron Guards use all types of equip

ment. 
(Stan dard Iron Gu ard (D6): DEXTERITY 

3D+l:Acrobatics3D+2,dodge4D+l,firearms4D+l, 
gunnery 4D+l, maneuver 4D+l , melee combat 
4D+l , melee parry 4D+l , missile combat 4D 
STRENGTH 3D+ 1: Brawling 4D, climbing/jump
ing 3D+2, stamina 3D+ 1 KNOWLEDGE 2D+2: 
Intimidation4D+2, willpower4D+l TECHNICAL 

2D+2 MECHANICAL 2D+l PERCEPTION 
2D+2: Con 30+1, investigation 3D+l, search 

3D, sneak 4D+l, taunt 2D+2. Force 
Points: 4-8.) 

The Sentinels: Iron Guards are well paid by 
Lord Urbane, and I will not dispute their worth. 
Still, their liege has decided that even these elite 
warriors are sometimes insufficient to protect his 
thunder trains. Their ranks have recently been 
supplanted by the Sentinels, which are little more 
than improved versions of the goreaux men o'war 
created at Burcham's Pass. The Sentinels are 
housed in disguised compartments in the rear cars 
of a few select thunder trains. If the train is threat
ened, the golems are released to attack any en
emies on the ground while Iron Guards defend from 
the roofs of the train cars. 

I have heard some say that these mechanical 
warriors are not wholly made of metal. A bard in 
Rose whispered to me that she has seen inside one 
of these beings, and saw the moving bones of a 
warrior long since dead! Urbane proselytizes the 
wonders of metal, but ar e there other, darker 
sources of power beneath those iron husks? 

st:annann sent:inel 
AGILITY7 
Melee combat 13, unarmed combat 12 
DEXTERITY6 
Fire combat 12 
ENDURANCE 14 
STRENGTH 16 
TOUGHNESS 15 (25) 
INTE LLECT3 
Perception 6 
MIND 3 
CONFIDENCE 17 
Intimidation 20 
CHARISMA 2 
Life Points: 1-3 
Equipment: Great sword STR+9/24; plate mail 

TOU+l0/25; some sentinels have internal steam 
ballistas. 

(Standard Sentinel (D6): DEXTERITY 2D+ 1: 
Melee combat 4D+ 1 STRENGTH 5D: Brawling 
4D KNOWLEDGE lD: Intimidation 6D+2TECH
NICAL lD MECHANICAL lD PERCEPTION 
3D+ 1: Investigation 2D. Force P oints: 1-3. Equip
ment: Great sword, damage value STR+3D; plate 
mail, armor value +3D+l.) 

-Cbe OR"OeR Of: s-CeeL 
Two years ago, a woman named Julith Carron 

and 49 other warriors and wizards of the Iron 
Guard withstood the attack of'over 300 cacklers 
and at least a hundred mountain trolls. The attack 
took place in a pass through the Dust Hills of the 
Sundered Desert. The clever cacklers had followed 
the lumbering train for days, testing its defenses 
and speed in a series of feint attacks. Finally, the 

• The World of Aden • 



horde disappeared and the train rambled on. A day 
later, the lead engine plowed up a high hill and 
carefully navigated its way through a narrow pass. 
Suddenly, an avalanche blocked the train's ad
vance and trapped it in the canyon. Cacklers and 
mountain trolls appeared from atop the rock walls 
and leapt onto the train. 

The battle raged for well over four hours in a 
series of bloody, hand-to-hand rushes. Carron took 
charge after her superiors were all slain and beau
tifully orchestrated the survivors in defending sur
viving cars. In the end, only she and nine other Iron 
Guards survived. Most of the thunder train's crew 
was also slain, but Carron managed to repair the 
worst of the damage and urged the wounded behe
moth on. 

For her actions, Lord Urbane created the Order 
of Steel. Any member of the Iron Guard who com
mits an especially heroic deed may be awarded 
admission into this hallowed legion. 

t:beRat:waR 
A few years after the Darkfall, Lord Urbane 

decided that the ratlings living beneath the sewers 
of his cities were in league with the nocturnals. His 
mages concocted a magic poison that could be 
poured into the sewers and, supposedly, wreak 
genocide. The poison, called arkana, did not work 
as planned. Instead, it mutated the ratlings. Many 
died, but some developed amazing and fantastic 
powers. Great strength, speed, the ability to spit 
arkanic venom, and any number of other muta
tions manifested in the stricken ratling popula
tions of Mekanus, Blackport, and Smult. Lord 
Urbane realized his plan had failed a month later 
when bands of ratlings across Urbana rose from 
their underground lairs and rampaged through the 
streets. The Shadow Army was mobilized and fierce 
fighting took place for several months. Urbane's 
troops eventually slew the ratling leader and pushed 
the survivors back into their subterranean world. 
They were not able to give pursuit into the un
charted sewers, however. The campaign became 
known as the Rat War. 

The ratlings occasionally prowl the streets at 
night looking for surface-worlders, whom they blame 
for their pathetic plight. Should they find another 
leader, it is likely they will rise from the sewers for 
a rematch. 

t:bee~e 
The Eye sees all. That is the slogan of Lord 

Urbane's inquisitors. It is their job to seek out 
corrupted citizens suspected of dealing with or 
being possessed by nocturnals. Their methods are 
brutal and illogical, and I have sworn them an 
enemy of all I hold dear. They twist the very 
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concepts of justice and 
compassion to terrify the 
populace into submission for 
Lord Urbane's policies. Perhaps I should 
not be so judgmental in a volume meant to 
educate, but I cannot hide my disgust and revul
sion at these fanatical priests and their bloody 
work. 

Officially, the Eye was created after doppelgang
ers were discovered in Rose. These nocturnals were 
quickly found out and chased from the village by 
Lord Urbane's advisor, Gerrick Malanch. Malanch 
then reported to Urbane that such infiltration's 
could be rampant throughout the land, and the 
King appointed him High Inquisitor of the Eye, a 
body of mages tasked with finding Urbana's cor
rupted. 

The Eye watches the citizenry from three towers 
located in Mekanus, Blackport, and Smult. The 
highest ranking mage in each city is termed the 
High Inquisitor. The High Inquisitor ofMekanus is 
always first in the command structure, then the 
High Inquisitor of Blackport, then Smult. 

The newest recruits of the Eye are termed Aco
lytes. They are attached to companies of the Shadow 
Army or posted as guards in thunder-stations and 
other points of entry and exit from the cities. Those 
Acolytes who prove themselves worthy may be
come Watchers of t he Eye. Watchers are organized 
into ranks, as depicted on the symbol of a ladder 
they wear on their scarlet capes. The lowest are the 
Watchers of the First Rung, while the High Inquisi
tor himself is technically a Watcher of the Tenth 
Rung. Collectively, members of the Eye are termed 
inquisitors, but their formal titles should be used 
should you need to address them. 

The inquisitors of the Eye are a barbaric and 
evil lot, and their blood has stained my sword on 
several occasions. Their victims are more often 
political opponents and deranged persons in need 
of assistance than corrupted nocturnals. 

st:annaiin wat:cbet< 
o.,: t:be -t=ii<st: i<ang 

AGILITY7 
Dodge 9, melee combat 10, melee parry 9 
DEXTERITY9 
Fire combat 12 
ENDURANCES 
STRENGTHS 
TOUGHNESS9 
INTELLECT9 
Apportation 10, perception 11, trick 10 
MIND9 
Conjuration 10, medicine 10, scholar: 
law 10, summoning 10 
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CONFIDENCE 10 
Alteration 11, interroga

tion 11, intimidation 13, will-
power 11 

CHARISMA6 
Persuasion 7, taunt 8 
Life Points: 4-8 
Equipment: Long sword STR+6/21; various 

spells. 

(Standard Watcher of the First Rung (D6): 
DEXTERITY 2D+2: Dodge 3D, firearms 4D, me
lee combat 3D+l, melee parry 3D STRENGTH 
2D+2 KNOWLEDGE 3D: Alteration 3D+2, 
apportation 3D+ 1, conjuration 3D+ 1, intimidation 
4D+ 1, law 3D+ 1, summoning 3D+ 1, willpower 3D+2 
TECHNICAL 3D: Medicine 3D+I MECHANI
CAL 3D PERCEPTION 2D+2: Con 3D+ 1, inter
rogation 3D+2, investigation 3D+2, persuasion 
2D+l , taunt 2D+2. Force Points: 4-8. Equip
ment: Long sword, damage value STR+2D.) 

"ts<ane 
There is little true farming left in Urbana. Ei

ther the nation has suffered from a greater number 
of nocturnals than Arasteen or Lord Urbane has 
not been as successful in repelling them. Either 
way, it is almost impossible to work an open field in 
the region for fear of the dire creatures that watch 
from the nearest wood-line. Most towns and vil
lages have a community crop that all may share, 
and many citizens maintain a private garden, but 
the days of mile-long rows of ula have passed in this 
realm. Roughly half of Urbana's food must be 
imported from Arasteen or the eastern nations. 

Where Urbana does excel, of course, is in indus
try. Most of Mekanus, the capital, and the cities of 
Blackport and Smult are covered with sprawling 
factories dedicated to the refinement and smithing 
of ore. Manite is by far the single most important 
and valuable metal. Lord Urbane's prospecting 
teams travel the countryside looking for new veins, 
and it is a curse to locals when they discover it. Few 
volunteer to become miners. The hastily dug mines 
are prone to collapse, dust and dirt clog the lungs 
and eyes, and worst, the depths of the earth are 
home to as many nocturnals as the surface. Giant 
worms, basaltics, and rogue earth elementals are 
also commonly found in the manite mines. 

Metal is also Urbana's primary export. Inferior 
grade manite and the less useful creations made 
with it are sold to buyers of other lands. Unfortu

nately, manite is not very common. The Charred 
Peaks near Smult are probably the largest 

source in all Aden. Prisoners work around 
the clock hauling it from deep beneath 

the earth or scaling high cliffs to lower 

Alteration 

it down in rotating scoops. Other deposits have 
been found in the Crawling Jungle, outside Rose, 
and near Burcham's Pass. Some of these veins have 
been contested by the nations that should right
fully claim them. King Corben refused to become 
embroiled in the situation when Urbane turned a 
deaf ear to his protests, but Hive Mother Selanna 
of the Crawling Jungle and the warband at 
Burcham's Pass have raided the mines nearest 
them in retaliation. 

Other metals make up the bulk of the nation's 
exports, however, for Lord Urbane is a miser when 
it comes to his precious manite. Still, some of the 
best iron armor and weapons come from the expe
rienced smiths ofMekanus. Only the layered steel 
of Vanora and the handiwork of a few talented 
smiths in Arasteen make a stronger bond or a 
sharper blade. 

neep mines 
Some prisoners in Urbana receive a special sen

tence - they are forced to work the deadly deep
mines. Most mines are safe enough, but some are so 
deep or in such disrepair that no free man will enter 
them willingly. But Urbane refuses to let even the 
smallest deposit go to waste. Political and criminal 
prisoners are all sent daily into these death-traps 
to bring forth what manite remains. I have heard 
abominable stories about the terrors they face. 

t:bariOeR t:Rains 
Moreimportanttotherestof Aden than Urbane's 

manite production are the thunder trains. If the 
Iron Tyrant deserves criticism for his harsh treat
ment of dissidents and political opponents, he also 
deserves praise for the invention that makes trade 
and communication possible across the desolate 
outlands. 

The thunder trains are mammoth land ships 
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forged of iron and manite and powered by steam 
and other, more secret, processes. Behind the en
gine-cars are any number of barges filled with 
goods. I have no idea how much cargo each of these 
giant cars can carry, but it must be at least equiva
lent to one of Arasteen's merchant galleys. 

The engine ·of a thunder train is covered with 
fuming pipes that leave a trail of black smoke, 
visible for kilometers away. It is almost impossible 
to hide the train because of this, so the Iron Guards 
rely on strength rather than stealth. The speed of 
the trains is only that of a man running at a brisk 
pace, so outrunning most creatures or bandits is 
also out of the question. 

The engine and barges have ballistas mounted 
on towers at each of the corners. The engine and 
rear-most barge often sport a storm cannon as well. 
When threatened, a half company (fifty soldiers) of 
Iron Guards climb to the car's roof. Every member 
carries an arquebus as his or her primary missile 
weapon. Soldiers with magical abilities cast spells 
instead. 

If a hostile force is sighted, the Iron Guards fire 
their arquebuses or cast spells until the enemy gets 
within boarding range. At that point, half of the 
Iron Guards switch to shorter ranged wheel locks 
or long spears designed to keep enemies from 
gaining the roof. Remaining defenders carry swords 
and shields should the spearmen fail. 

t:be t:bariOer:i t:r:iaiL 
The thunder trains generally follow a route that 

has come to be called the Thunder Trail. From 
Mekanus, the trains travel through Rose, and then 
on through Burcham's Pass to Tee, a trading post 
erected by the Rhanate. From Tee, the trains con
tinue on to Balaquim. They end their voyage there, 
fill with goods of the east, and then return along 
their path back to Mekanus. The entire journey 
takes anywhere from two to three months, depend
ing on weather and the countless bandit or noctur
nal attacks that inevitably occur along the way. 

In the last few years, Lord Urbane has kept his 
four trains traveling in a staggered fashion so that 
one would arrive back in Mekanus roughly every 
six weeks. Since last year, however, Lord Urbane 
has sent two of the thunder trains east to Carraway, 
and Bulgrak in the High Steppes. The trips have 
been profitable enough to warrant a return, so it 
seems that a route between these cities will soon be 
opened. More trains are even now under construc
tion, which might explain a recent edict ordering 
all mines to produce more manite. I can imagine 
the overworked miners suffer greatly for the luxu
ries the rest of us enjoy. 
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BLack
rnar:iket: 
rnecbarnagic 

Most any mechamagical device can be ob
tained in Mekanus if one knows where to look, has 
the money to pay for it, and is willing to take a risk. 
Most competent mechamages are employed by Lord 
Urbane and live in dormitories in restricted areas 
of the Smoketowns. Those who cannot find work in 
the factories often go into business churning out 
hastily made devices or selling poorly tested en
chantments. There are three basic ways that 
mechamagic appears on the black market: in golem 
mills, artifact shops, and scrolls penned by 
mechamage scribes. 

Golem mills might produce genuine golems of 
iron, glass, or other materials, but more often, their 
trade is golemization. Those who desire golemoid 
limbs, armor, or weapons may pay these sorcerer
scientists to integrate such devices into their flesh. 
The vast majority of souls who do so contract a 
disease called the Wasting, or at least find that 
their new "parts" malfunction under certain cir
cumstances. The latter typically only occurs after 
the mechamage has obtained his fee and moved his 
shop elsewhere, of course. 

Mechamagical artifacts purchased on the black 
market of Urbana are only slightly less risky than 
golemoid enhancements. I have seen arquebuses 
that reload themselves, swords capable of emitting 
an electrical shock to anyone pierced by their blade, 
and dozens of other wondrous devices for sale in 
these secluded stores. Most have been smuggled 
from U rbane's laboratories, but some were original 
creations designed by the attending mechamage or 
his partners. You may find incredible machines in 
these shops, but be cautioned, for most have bi
zarre side-effects that could cost you life or limb. 

Scribes throughout Aden sell scrolls detailing 
spells and enchantments. Urbana is no different, 
but some scribes may carry more than they display 
to the common hedge-wizard. If you can gain a 
scribe's trust, he may well reveal powerful or ex
perimental spells of iron sorcery to you. Their price 
will be high, but some of these enchantments are 
quite powerful. 

caLt:ar:ie 
The people ofU rbana seem eternally grim. There 

are few holidays and even fewer traveling artists, 
minstrels, or troubadours. Some towns have 
their own local celebrations, but Lord Ur
bane frowns upon it as a frivolous waste 
of time. The only official holiday in 
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Urbana is the Day 
of Invention. At the 

beginning· of every sum
mer, men and women across 

the land are encouraged to build me
chanical or mechamagical constructs and dis

play them to the people of their villages and 
cities. Urbane believes that new inventions 
may surface and he can later use these ideas in 
mining or in instruments of war. Most of the 
rusty contraptions displayed are works of art or 
simple labor-saving devices, but I have heard 
some of the technology used in the new Senti
nels was spawned from this celebration. 

BLoonspoRt:s 
The newest rage to hit Urbana is bloodsport. 

These savage games do little to enlighten the 
masses, but in a land of public execution, I 
suppose they are tame fare. The fastest grow
ing sport in the land is currently splat. The 
playing field of this wretched game is a maze of 
high catwalks, usually stretched between the 
smokestacks of Urbana's refineries. The object 
of the game is to capture a flag held in the 
opposing team's cage and return it to one's 
home area. Most of the players use tethers to 
protect them from the long fall to the cobble
stones below, though such devices are more 
likely to snap a warrior's neck than save his 
life . 

There are many other bloodsports in Urbana 
and new ones are being created almost monthly. 
The game of rayana is played by jousting from 
the back of large stingrays caught in the oily 
harbors of Mekanus. In Death-Maze, contes
tants run a deadly gauntlet of traps and cap
tured shankers. I do not understand the appeal 
of such wanton violence when there is more 
than enough bloodshed all around us. 

vanon.a 
Geographically, Vanora is a beautiful mix of 

majestic, snow-capped mountains and lush for
ests. In the central valley, the Seeping River 
gives rise to generous crops and strong timber. 
Rocky hills containing precious metals, a fum
ingvolcano, and a vast plain round out Vanora's 
varied landscape. 

L be WO(Y o.,: t;be 
t;en Beas-Cs 

~ Vanoran society revolves around ~ 
ten animals; the serpent, the eagle, ~ 

-"' the fox, the wolf, the ursax, the ~ 
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shark, the basilisk, the drake, the wail, and the 
dragon. The "Ten Beasts" are far more than conve
nient names for Aden's ten months. In this proud 
land, each animal exemplifies a certain type oflife 
style. Every Vanoran identifies with one of these 
creatures and models his behavior after them. This 
is called the "way." The truly devout will show their 
alignment in their dress, in the symbols they wear 
upon their person, or perhaps in their very fea
tures. 

Common citizens typically walk the way of the 
serpent, the eagle, the fox, or the wolf. Rogues tend 
to emulate foxes or wolves. Warriors respect the 
wolf, the ursax and the shark. Wizards prefer the 
basilisk, drake, and wail. Everyone identifies with 
the dragon, who is the perfect combination of all 
other beasts. Only the Emperor and his soldiers are 
allowed to wear the emblem of the dragon upon 
their person, however. Note that the month a 
person is born in has nothing to do with the path 
they follow. The Ten Beasts were not officially 
added to the calendar until the Peace of Rose, long 
after Vanorans had studied their ways. 

The Serpent: The serpent's venomous bite re
minds Vanorans that even the weak can be deadly 
if antagonized. Those who follow the Way of the 
Serpent are rarely great warriors, but instead rely 
on wits and even treachery to equalize their mar
tial shortcomings. 

The Eagle: The eagle represents ferocity and 
wisdom. If faced by superior foes, the eagle will fly 
away and return to fight another day. 

The Fox: Crafty rogues prefer the fox. They will 
outwit their foes, resorting to violence only when 
cornered. 

The Wolf: The wolf represents not only indi
vidual strength, but that of the pack as well. Young 
warriors and bands of adventurers often follow the 
Way of the Wolf. 

The Ursax: Great fighters full of pride don the 
image of the reptilian bear. Their blades are as 
sharp as their namesake's claws and their endur
ance as tough as ursax scales. 

The Shark: Sharkists are ruthless and solitary 
hunters. Those who work for the good of Vanora 
wreak deadly havoc on the nocturnals. The few 
sharkists who turn against their countrymen are a 
scourge upon the land. 

The Basilisk: The basilisk represents sorcery. 
Their ability to turn an opponent to stone with but 
a gaze appeals to mages who believe their own 
powers are similarly awesome. 

The Drake: Vanoran drakes are great reptiles 
very similar to dragons in shape and appearance. 
They are tiny compared to their revered cousins, 
however, and have no spell-casting ability. Still, 
their cunning, ferocity, and supernatural powers 
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are an example to those 
who follow their way. 

The Wail: These giant, 
moaning mammals of the Serene Ocean 
lure sailors to sleep with their eerie songs. 
Wizards who respect the power of sorcery as well 
as the importance of physical prowess often follow 
the way of the Wail. 

The Dragon: Only the Emperor and his soldiers 
may follow the Way of the Dragon. In Vanoran 
myth, the dragon is the perfect culmination of all 
the other beasts' virtues. Truly, only the dragon 
combines the savage ferocity of the predator, the 
cunning of the skulker, and the sorcery of the 
supernatural. To walk the Way of the Dragon is to 
develop the entire self into something that is some
how more powerful than the sum of its parts. 

Li.J=e in vanor<a 
Vanora is blessed with generous resources, a 

benevolent leader, and strong-willed citizens. You 
will see their prosperity as you walk the streets of 
Tanto, Shan 'Ti, or Yalek, or plod the dirt paths of 
Tara or Shang. 

goveRnrnent: 
The Emperor reigns supreme in Vanora's capi

tol. Besides Tanto, there are two other cities that 
serve as centers of power - Yalek and Shan 'Ti. 
Each of these is administrated by a Darini, which 
literally means the "Eyes of the Dragon" in the old 
Vanoran tongue. Besides their home city, each 
Darini is also responsible for all the towns and 
villages in his province, as defined by the Emperor 
himself. 

Proven leaders in towns and villages are nomi
nated to lead their fellows by the closest Darini. 
The word "Sho" means "chosen by," so their posi
tion literally translates to "chosen by the Eyes of 
the Dragon." Most simply call them Sho. It is their 
duty to relay the concerns of their community to 
their superiors in the nearest city. 

ernpeROR 'O(YOk,. t:be 
(YOOng "D Ragon 

Emperor Dyok is a dashing, pale-skinned elf 
with short raven-black hair. He is called the Young 
Dragon because he is only sixty - young for an elf 
- and because he rules in his father's stead. The 
elder Dyok has lain comatose these last ten years. 
His wounds were sustained in combat with a 
nocturnal able to drain the life of its foes. Em
peror Dyok fell prey to its touch, but his son 
avenged him and sank his Tantoan sword 
deep into the fiend's heart. His father's 
still form now lies somewhere within 
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Emperor Dyok's keni. 
Some of the Young 

Dragon's detractors say that 
he keeps his father unconscious so 

that he might retain his rule. Personally, I 
discount such gossip. Emperor Dyok would much 

rather ride into battle at the head of his troops than 
administrate a kingdom. 

The Young Dragon is the first to admit that he 
does not have his father's wisdom. He is reckless, 
often leading expeditions against nocturnals at the 
head of his iron drakes. If Emperor Dyok's wits are 
sometimes questioned, his courage is not. 

n ariini riage 
The Darini ofYalek is ajurak who calls herself 

Rage. I doubt that this is her given name, but in 
truth I do not truly know. Her fur is black and one 
of her tusks is broken at the base. Rage is not an 
overly attractive person even by jurakian stan
dards, but her wisdom and firm rule are respected 
by her subjects. 

solnieris 
There are two basic groups of soldiers in Vanora. 

The first group is the militia. The second is the Sons 
of the Dragon, made up of knights who fight di
rectly for the Emperor. These legions are stationed 
in the cities or in outposts between smaller settle
ments. 

The Militia: Every villager is expected to fight 
as militia in times of need. The Sons of the Dragon 
are usually more than enough to protect a town's 
walls. Service to one's home is a point of pride, 
however, so there are frequently far more defend
ers than needed to repel nocturnal assaults. 

st:annaRU rniLit:ia 
soLUieR 

AGILITYS 
Dodge 9, melee combat 10, unarmed combat 9 
DEXTERITYS 
Fire combat 9, missile weapons 9 
ENDURANCES 
STRENGTHS 
TOUGHNESS9 
INTELLECT7 
Perception 8, tracking 9, trick 10 
MIND7 
CONFIDENCE 6 
CHARISMA6 
Taunt8 

Life Points: 2- 5 
Equipment: Militia members supply 
their own weapons, and so use a variety of 
pole-arms, swords, muskets, and bows. 

(Standard Militia Soldier (D6): DEXTER
ITY 2D+2: Dodge 3D, firearms 3D, melee combat 
3D+l, missile weapons 3D STRENGTH 2D+2: 
Brawling 3D KNOWLEDGE 2D+l: Con 3D+l 
TECHNICAL 2D+l MECHANICAL 2D+l PER
CEPTION 2D: Con 3D+l, investigation 2D+2, 
search 3D, taunt 2D+2. Force Points: 2-5.) 

Sons of the Dragons: The Emperor is served 
by several thousand knights dressed in gleaming 
armor and sitting astride ebony chargers. Their 
swords are the dreaded seven-folded brands of 
Tanto. All Dragons are expert in the long bow and 
the musket as well. 

The Sons ranks are derived from an ancient 
legend concerning Shosa, a great dragon that dwells 
somewhere in the volcanoes ofVanora. According 
to ancient texts, Shosa's tail changes from silver 
(the color of most of his body), to gold, then black, 
red, blue, white, green, and yellow. The First Em
peror chose to designate the rank of his warriors by 
these colors. Each Son displays a small, square 
pennant on a post attached to the back of his armor. 
This flag is the color of his rank and bears the 
symbol of his home province. 

Yellow Dragons are the "squires" of the knights. 
They automatically progress to Green Dragons 
after one year of service. White Dragons are equiva
lent to the sergeants of Arasteen or Urbana. They 
command squads often to twenty Yellow or Green 
Dragons. Blue Dragons lead "Teeth," one hundred 
of their subordinates. Red Dragons command groups 
called "Claws," made up of ten Teeth (1000 men). 
Black Dragons are rarely called into the field. 
When they are, they group two Claws together into 
a "Battle." Gold Dragons are the Emperor's gener
als. They command all the Battles gathered from 
their province. The Silver Dragon is the Emperor 
himself. As you can see, Vanora's efficiency in 
management applies to its military as well. 

Every village is given a detachment of Sons of 
the Dragon based upon their population. Large 
settlements have a Blue Dragon and a hundred 
lesser soldiers on hand. The rest of the Sons are 
garrisoned in Vanora's three cities or strategic 
keeps in the outlands. 

st:annaRU &'eLLow 
URagon 

AGILITY9 
Beast riding 11, dodge 10, melee combat 12, 
unarmed combat 10 
DEXTERITY9 
Fire combat 12, missile weapons 12 
ENDURANCE9 
Resist shock 11 
STRENGTH9 
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TOUGHNESS 10 
INTELLECTS 
First aid 10, perception 9, 
tracking 9, trick 10 
MINDS 
Scholar: the Way of the 
Ten Beasts 10 
CONFIDENCE 9 
Intimidation 12, survival: 
forest 10, willpower 11 
CHARISMAS 
Persuasion 10 
Life Points: 2- 6 
Equipment: Plate and chain 

combination TOU+8/23; Seven
Folded Brand of Tan to (longsword) 
damage STR+8/23; long bow, dam
age value STR+6/21, range 3-25/ 
75/150/300; or musket, damage 
value 19, range 3-10/40/80/150. 

(Standard Yellow Dragon 
(D6): DEXTERITY 3D: Dodge 
3D+l , firearms4D,meleecombat4D, 
missile weapons 4D STRENGTH 3D: 
Brawling 3D+l, stamina 3D+2 
KNOWLEDGE 2D+2: Intimidation 4D, 
survival 3D+ 1, the Way of the Ten Beasts 
3D+l, willpower 3D+2 TECHNICAL 
2D+2: First aid 3D+ 1 MECHANICAL 
2D+2 PERCEPTION 3D: Con 3D+ 1, 
investigation 3D, persuasion 3D+l, 
search 3D. Force Points: 2-6. Equip
ment: Plate and chain combination, ar
mor value +2D+2; Seven-Folded Brand of 
Tanto, damage value STR+2D+2; long 
bow, damage value STR+2D; musket , 
damage value 4D+2. 
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ir::ionnr::iakes 
Emperor Dyok has an unusual penchant, for 

an elf. He is utterly fascinated with mechamagic. 
His people have always been gifted iron-smiths, 
but the elder Dyok distrusted mechamagic and 
so did not encourage its development. When the 
Young Dragon assumed the throne, he invested 
heavily in the new sorcerous science. His first 
act was to turn his palace's keni of the Fox 
into an academy for Vanoran 
mechamages. Three years later, un-
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der his direction, the 
keni developed the first of 

the iron drakes. These flying 
constructs have breath of steam, 

sharp claws and teeth, and the strength of 
their namesake. More importantly, the Vanoran 

mechamages somehow imbued the creations with 
limited intelligence. The automatons can respond 
to their masters' voices, though they cannot act 
without guidance. 

The iron drakes led to similar machines of war 
modeled on ursax and wails. There are rumors that 
a team of mechamages was long ago drawn from 
the keni of the Fox to create an iron dragon for their 
Young Emperor. It is doubtful they could build 
such a tremendous creation without detection, but 
there are those who claim green smoke from the 
northern volcanoes is a tell-tale sign of their work. 

i J<OD U t<ake 
AGILITY8 
Dodge 9, unarmed combat 12 
DEXTERITY5 
Missile weapons 14 
ENDURANCE 12 
STRENGTH 15 
TOUGHNESS 15/25 
INTELLECTS 
Perception 8, tracking 9, trick 10 
MIND4 
CONFIDENCE (20) 
CHARISMA3 
Life Points: None 
Natural Tools: Claws, damage value STR+5/ 

20; steam breath, damage value 21 in a cone seven 
meters long and three meters wide at the terminus. 
Normal armor does not protect against this attack. 

(Iron Drakes (D6): DEXTERITY2D+ 1: Dodge 
3D, missile weapons 4D+2 STRENGTH 4D+l 
KNOWLEDGE 1D+2 TECHNICAL 1D+2 ME
CHANICAL ID+l PERCEPTION ID (3D+l): 
Con 3D+l, investigation 2D+2, search 3D. Force 
Points: None. Natural Tools: Claws, damage 
value STR+1D+2; steam breath, damage value 
3D+2.) 

-ci:iane 
The rainy valleys of the Sleeping River give rise 

to plentiful crops of wheat, riggola, and numerous 
other vegetables. No other farms in Aden produce 
the abundance or variety of the Vanoran river 

fields. It is good for the nations of the east that 
this is so, for the Refugees of Aramyst would 

be hard-pressed to survive without the 
import ofVanoran foods. 

- ~':? 
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:Or:iagqn skill 

package 
Beast riding: horse 

Melee combat 
Meleeparry 
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Vanora's blacksmiths are renowned throughout 
Aden for their secret method of folding steel. Swords 
made by these masters are twice as strong as those 
made elsewhere. Only a blade of enchanted manite 
is stronger or maintains a sharper edge. Metal 
armor is also tougher and more durable. Do not try 
to penetrate Vanoran plate if you are not well 
armed. I have seen their corslets repel musket 
balls. 

There is also a small lumber industry in Vanora 
even though the wood of the southern forests is 
rigid and brittle. The dark color of the goysan tree 
makesitanattractivematerialforthetrulywealthy, 
but only an artisan with magical skills can properly 
craft the wood before it cracks. Because of this, 
Vanorans depend on less expensive lumber from 
Carraway for most of their building needs. 

Hardwood lumbering is lucrative, but only for a 
select few. Fishing is by far Vanora's main indus
try. Fleets of trawlers dragging great nets plow the 
waters of the Serene Ocean for sadrac, blue-fin, and 
drums. Fish and riggola noodles, prepared in hun
dreds of different ways, are the most common 
Vanoran meal. 

The dangers of the Serene have given rise to a 
secondary industry. Adventurers in crafts of all 
shapes and sizes patrol the coasts offering protec
tion to trawlers in need. These individuals are 
collectively called the "coasters." Their philosophy 
is something like that of the Rhanate's Outriders, 
though in reverse. Coasters will assist any ship in 
need, but then expect payment for their aid. It is 
considered an insult not to do so. Coasters can 
make a handsome profit, provided they live long 
enough to collect their reward. Their most deadly 
adversary is the revered wail, a creature whose 
haunting song can put an entire crew to sleep in 
moments. It is forbidden to harm these creatures, 
so sailors and coasters must use stunning enchant
ments, nets, or other non-violent means to foil their 
attacks. 
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calt:an.e 
The Way of the Ten Beasts gives rise to most of 

Vanora's arts and customs. Families celebrate the 
first day of each month with a private feast. Dragon 
month is a public affair marked by sumptuous 
feasts, street plays, and finally, fireworks. In Tan to, 
the capital ofVanora, the Emperor stages the city's 
grand celebration. This task is left up to the citizens 
in all other settlements. 

Beas-c sbamans 
Some Vanorans are so fanatic in their devotion 

to the Way of Ten Beasts that they become sha
mans. These individuals use sorcery to emulate 
and mimic every facet of their chosen beast. They 
wear the skins of their patron, but like the rest of 
their countrymen, the shaman would not think of 
hunting one of the sacred ten beasts, so these hides 
are either created by magic or taken from the body 
of a fallen animal. 

By and large, shamans strive to preserve the 
harmony ofVanora. At present, this means fight
ing the forces of the Darkfall. They typically wan
der the land as solitary champions, aiding those in 
need via their particular talents. Even the Dragons 
frequently draft shamans to accompany them into 
battle. Tanto's temple district is home to many of 
these cults. 

st:annar:in Beast: 
sbarnan 

AGILITYS 
Beast riding 11, dodge 9, melee combat 9, un
armed combat 9 
DEXTERITYS 
Fire combat 9, missile weapons 9 
ENDURANCE7 
STRENGTH7 
TOUGHNESSS 
INTELLECT9 
Apportation 11, divination 12, first aid 11, per
ception 11, trick 12 
MIND 10 
Conjuration 13, scholar: Way of the Ten Beasts 
15 
CONFIDENCE 9 
Alteration 12, intimidation 11, willpower 12 
CHARISMA7 
Charm 9, disguise 8, persuasion 9, taunt 10 
Life Points: 4-8 
Equipment: Beast shamans rarely carry weap

ons, preferring to rely on spells, which they use 
savagely when pressed, as is the way of the crea
tures they revere. 
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(Standard Beast Sha
man (D6): DEXTERITY 
2D+2: Dodge 3D, firearms 3D, 
melee combat 3D, missile weapons 3D 
STRENGTH 2D+l: Brawling 3D KNOWL
EDGE 3D: Alteration 4D, apportation 3D+2, con
juration 4D+l, divination 4D, intimidation 3D+2, 
Way of the Ten Beasts 5D, willpower 4D TECHNI
CAL 3D: First aid 3D+2 MECHANICAL 3D+l 
PERCEPTION 2D+2: Charm 3D, con 4D+l, in
vestigation 3D+2, persuasion 3D, taunt 3D+l. 
Force Points: 4-8.) 

'Jjzeern 
Yzeem is the beautiful gem of the south. Its 

glistening shores and amber dunes are a sight to 
behold. Great ships and dashing corsairs can be 
seen sliding along its rocky coasts while colorful 
caravans ply the fertile Valley of Life. 

Most of Yzeem's population is centered in a 
narrow strip reaching from the upper Life to 
Balaquim. The rest live in the pirate's den of Rook's 
Roost, in isolated settlements, or in nomadic tribes 
in the Sand Wastes. 

Li.J=e in yzeem 
Yzeemites are a proud and appreciative people. 

They love their varied landscape and take satisfac
tion in their enlightened government. 

goven.nment: 
Y zeem is ruled by the mysterious Council of 

Seven. Council members wear full veils so that no 
one will ever know their true identity. In earlier 
days, Counselors were bribed and threatened so 
often that they were little more than puppets of the 
corsair captains and caravan masters. A few hun
dred years ago, a young elven Counselor decided to 
purge the group of its outside influences. He dis
guised his identity with a full veil, thereby making 
it difficult for the pirate and bandit kings to ap
proach him outside the Council Chambers where 
he was protected by guards and fellow Counselors. 

The mysterious elf eventually urged all of his 
fellows to abdicate their seats and appoint a new 
and unknown official in their place. He became 
known as the "Green Counselor'' for the emerald 
robe and veil he wore to Council meetings, but to 
this day has not revealed any more than his gender 
and race. 

Most of the beleaguered Counselors were 
all too happy to follow the Green Counselor's 
example. Only a few were threatened by 
their former masters and forced to re-
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sist the reformation. It 
took several years to even

tually weed the Council of 
these men and women, but even

tually, it was done. 

t:be coaoc fl t:ona~ 
Now the Counselors all wear full veils and robes 

of differing colors during their meetings. Occasion
ally a Counselor has been caught accepting pay
ment from the lingering pirate lords, but such 
instances are rare, and at least the Council is free 
from threat. 

Each Counselor is in nominal charge of some 
aspect of Yzeem's administration. Three or more 
Counselors may censure any other's dictates if they 
feel an action is not in the best interests of the 
nation. 

solnfeRs 
Y zeem has two military arms: the People's Army 

and the People's Navy. 
The People's Army: Y zeem's army is the prov

ince of the Black Counselor. She is a clever general 
and her army is a model from which all Aden should 
learn. 

Soldiers rise through the ranks based on their 
merit. This is not only fair, but ensures the upper 
echelon of the People's Army is made up of the best 
Y zeem has to offer. Soldiers are highly respected in 
Yzeem, as their titles might indicate. 

st:ariOa~n cit:izen 
AGILITY S 
Dodge 9, melee combat 10, unarmed combat 9 
DEXTERITYS 
Fire combat 9, missile weapons 9 
ENDURANCES 
STRENGTHS 
TOUGHNESS9 
INTELLECT7 
Perception 8, tracking 9, trick 10 
MIND7 
CONFIDENCE 6 
CHARISMA6 
Taunt8 
Life P oints: 1-4 
Equipmen t : Scimitar, damage value STR+6/ 

21; arquebus, damage value 19, range 3-5/10/20/ 
50; and leather armor, TOU+2/17. 

(Standard Citizen (D6): DEXTERITY 2D+2: 
Dodge 3D, firearms 3D, melee combat 3D+l , 

missile weapons 3D STRENGTH 2D+2: 
Brawling 3D KNOWLEDGE 2D+l TECH

NICAL 2D+l MECHANICAL 2D+l 

Title 
Citizen 
Defender 

Comma nd 

none 
(5 Citizens) 
Squad (10 Citizens) 
Company (5 Squads) 
Neighborhood (10 Squads) 
Dis · (2-5 Neighborhoo~) . 

• fi:! 

PERCEPTION 2D: Con 3D+ 1, investigation 2D+2, 
search3D, taunt2D+2. For cePoints: 1-4. Equip
m ent: Scimitar, damage value STR+2D; arquebus, 
damage value 4D+2; leather armor, +2.) 

~zeern'S oav~ 
The shipping trade thrives in Yzeem, particu

larly in the capital city ofBalaquim. All the major 
trading houses employ marines aboard their ships. 
It is the government's job, however, to patrol the 
shipping lanes and sweep them of pirates. The 
navy is composed of numerous galleons and clip
pers, all served by veteran crews. The entire fleet is 
under the command of the Blue Counselor. Sailors 
follow the same ranking system as the People's 
Army. 

Unfortunately, the pirate kings ofYzeem are far 
older than the Council of Seven. The mysterious 
thieves and their minions have infiltrated all of the 
trading houses, and it seems the People's Navy as 
well. Y zeem's sailors frequently complain that their 
foes know where they will strike before they do. 

Clipper: Toughness 14; Speed 25 mph; maneu
ver +3. Clippers are long but light vessels mounting 
at most four 12-lb. cannons per side. They are 
frequently loaded with soldiers from the People's 
Army and rushed into boarding actions with out
numbered and less-enthusiastic pirates. 

Galleys: Toughness 24; Speed 25 mph; maneu
ver +O. Galleys require a crew of30-40 men to man 
the rigging and their 10-20 12-lb. cannons. 

t:Rane 
The Valley of Life is Yzeem's only productive 

region. Fortunately, the entire nation can feed off 
its abundant yield. Aniols, ula, and riggola all grow 
in the fields on either side of the river. Mounted 
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Heroes of the People's Army and gunboats of the 
navy patrol the region in an attempt to sweep it 
clear oframpaging nocturnals. With the help of the 
farmers themselves, the fields are rarely ruined by 
the minions of the Darkfall. Isolated murders and 
savage attacks are more difficult to prevent, how
ever. Farmers in the Valley of Life are necessarily 
a hardy breed. Many of them joke that their deadly 
homeland should be called the ''Valley of Death." 

Produce from the Valley of Life is shipped from 
Balaquim to Tanto or Mekanus. The latter trip is 
more dangerous. The People's Navy does not offer 
escort past Yzeem's borders, so pirates usually 
descend on trade ships off the coasts ofKyan and 
Urbana. 

Merchant fleets often travel in convoys to 
protect themselves from pirates and nocturnals. 
Most are surrounded by galleons sporting the 
latest in ship-board cannons as well. As you 
might guess, the construction, protection, and 
sailing of ships is an industry in its own right 
in Balaquim. 

colt:one 
Yzeemites are a varied lot. The sea-faring 

citizens of Balaquim have little in common 
with farmers in the Valley of Life. Nomadic 
tribes in the outlands are even more di
verse. Perhaps the only custom these 
scattered people have in common is the 
Promise of Hospitality. This unwrit-
ten code says that a Yzeemite can-
not cause harm to those 
within his care. A guest 
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or ~ven a hapless victim 
in a Yzeemite's path are all 
considered wards of the host. 
Refusing aid or the reasonable request 
ofa ward is a serious offense in Yzeem. There 
are no laws to enforce the Promise ofHospitality, 
there is only the threat of rejection by other 
Yzeemites. • 
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Eight races dominate the sentient population of Aden. I'll try to explain my 
notion of what makes each of these races unique, but keep in mind that I am a 
human, so my ideas and beliefs are colored by my own ethnicity. Surely I cannot 
understand the dwarven love of the underearth, nor can I truly explain the 
bestial rage of the ferrans. 

Also, while I may tell you thatjuraks always keep their word and faerkin are 
gifted in the arcane arts, keep in mind that these are simply the ideas that come 
to mind when a particular race is mentioned. Any individual you meet will have 
his own particular habits, gifts, and eccentricities. I have met dwarves who 
cannot stand the underearth and rapacians who nearly vomit at the thought of 
eating a living meal. 

"OUJar<ves 
Typically one of the more secretive races, the dwarves are short and squat 

physically, but large in courage and fortitude. They have ruddy bronzed complex
ions, wide noses, and brawny muscles. Their hair is as coarse as bear's fur and 
comes in all colors, shapes, and sizes. Male and female dwarves tend to wear their 
hair in long braids, and the men wear beards from an early age. 

Large groups of dwarves live in the mountain range called the Wall or in the 
underearth at the Skar, but a traveler will also find them in large numbers 
throughout other regions. Some have lived in the Ice Wastes long enough to 
develop bluish skin, though they are only called "ice-dwarves" by visitors to that 
cold place. 

In ancient times the dwarves never walked the surface of the earth. Their 
entire civilization stayed below and carved out vast empires in the underearth. 
Then, a few thousand years ago, something changed and they began to construct 
caves and mines that led out into the sunlight. They built outposts to guard these 
entrances, and these outposts eventually became the mountain fortresses that 
many dwarves still favor today. 

The move to the surface most likely caused significant schisms among their 
close-knit society. Some thought that the explorers had tunneled all the way to 
heaven and that the sun was an angry god. Those beliefs eventually changed for 
the most part, but the descendants of those superstitious people are today called 
the "deep dwarves." Deep dwarves have weak eyes and keen hearing and smell, 
much like many other subterranean creatures. Most of them also fear the sun 
because it hurts their weak eyes. There is something to their superstitious belief 
that "to look upon the gods will blind even the most pious." I'm sure the status 
of one's mortal soul has little to do with it, but it is hard to argue with deep 
dwarves. 

Another subspecies are the desert dwarves of the Sundered Desert. Most of 
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Backgrioann 
nores: ?:>warives 

Advantages/Compensations 
3CI, 2CIII 
Mandatory A/C 
Advantages: Special Abilities (CIII): En

hanced Senses, +3 to hearing-related skills; 
Special Abilities CCIII): lnfravision/ 
Ultravision 

Compensations: Handicap (Cl), +2 to the 
difficulty of vision-related skills when in light 

Recommended A/C 
Advantages: Additional Skill Adds (CI), +1 

to scholar: mining 
Compensations: Any 
Restricted A/C 
None 

J~-"· •,:.:X-''-1, 
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these people have dark 
skin and lean musculature 
- all signs of their life in the 
burning wastes. They are masters of 
camouflage, stealth, and simple mechanics. I 
have seen these ingenious fellows rush out from 
beneath concealed sand pits and complete an am
bush of the Rhanate's caravans in a matter of 
minutes. Unlike the elves in the same area, they 
seem to be truly independent. 

st:ariOaRn n waR.J= 
AGILITYS 
DEXTERITY9 
ENDURANCE 11 
STRENGTH 11 
TOUGHNESS 11 
INTELLECTS 
MIND 8 
CONFIDENCE 9 
CHARISMA7 

eLCEs 
I've spent extensive time with the elves. They 

are a noble looking people - tall, thin, and, with 
few exceptions, agile as cats. The tips of their 

ears are pointed and their eyes have a slight 
slant to them, almost like that of the men 

and women who live in faraway Vanora. 
Most have dark hair, but I have seen 

some with blond, red, and even silver 
locks. Whether these are natural or 

the result of some minor cantrip I 
cannot tell. Elves have a natural 

affinity for nature and magic if they 
choose to develop it. Most of them 

shun mechamagic and I have yet to 
see one rely entirely on black powder 

missile weapons. I suspect that their dis
. trust of all things mechanical has something to 
do with their arboreal roots in the darkest heart 
of the forests . 

Though there is really only one race of elves, 
there are certainly many ethnic groups within the 
racial whole. The ice-elves oflonara, for instance, 
are identical to their southern cousins save for the 
environment they live in and the slight, bluish 
tinge their skin has gained from years in the frigid 
Ice Wastes. Sand-elves are yet another subcul
ture. The harsh sun of the Sundered Desert bronzes 
their skin and keeps their frame lean. Many 
elven nomads of the Sundered Desert love to 
ride their lightning-lizards across the burn
ing sands and compete in wild and 
often dangerous challenges. I'm told 

• 
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Advantages/Compensations 
3CI, 2CII, lCIII 
Mandatory A/C 
None 
Recommended A/C 
Advantages: Additional Attribute Point 

(CIII), +1 to Agility; Additional Skill Adds 
(Cl), +1 to an Agility-based skill 

Compensations: Quirk (Cl), a distrust of 
things mechanical 

Restricted A/C 
None 

~-'If.. l'~t~~~:;.. 
that most of them secretly swear allegiance to the 
Rhanate of that area, though they publicly main
tain their independence. I suspect this arrange
ment makes it easy for the Rhanate to occasionally 

STRENGTH9 
TOUGHNESS IO 
INTELLECT9 
MIND9 
CONFIDENCE IO 
CHARISMA9 

-i:ae~kfn 
Faerkin are a cross between humans and rare 

faerie folk. They look much like small children, and 
it is only their pointed ears and streetwise counte
nance that betrays their true heritage. Most faerkin 
are only a meter or so high and quite lean. This 
makes them comparatively weak, though their 
agility and cunning more than make up for their 
lack of brute strength. 

The faerie blood coursing through their small 
veins gives the faerkin a slight advantage when 
casting arcane magics. Some faerkin are able to 
cast simple cantrips from the day they are born. 
With such advantages, one would think thatfaerkin 
make the greatest mages in Aden, but for some 
reason, this isn't true. While there are many faerkin 
who know some magic, there are very few who 
attain significant levels of achievement. I believe 
the faerkin's tendency to become distracted by the 
wonders about them affects their ability to study 
and concentrate. 

st:annaRn .i:aeRkin 
AGILITY 10 
DEXTERITYS 
ENDURANCE6 
STRENGTH6 
TOUGHNESS7 
INTELLECT9 
MIND7 
CONFIDENCE 8 
CHARISMAS 

use the nomads against his neighbors without -~ 
having to accept responsibility for them. p..,,,,r~ 

st:annaRn eL.J= '?~··~ 
AGILITY 12 

DEXTERITY 10 , y " ~ <::r. 
ENDURANCE 9 / .#' I 
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BackgRoann 
not:es: .,:aeRkin 
Advantages/Compensations 
4CI, 2CU 
Mandatory A/C 
Advantages: Skill Bonus (CD, +1 to the 

bonus of any magic skills 
Compensations: None 
Recommended A/C 

Advantages: Any 
Compensations: Learning Curve (Negative) 

(CU) 
Restricted A/C 
Faerkin should not take Advantages that 

enhance their Strength or Endurance. 

~Mi. , ,'~\ ' 

_,:en.n.ans 
Some refer to f errans as animen, for this race is 

half humanoid and half animal. I have seen 
dwarven-boars, elven-serpents, human-tigers, and 
countless other bizarre combinations of the major 
races and some common animal. To recount the 
race's history and its origin is to tell something of 
our world, so I will relate all that I know. 

Before the Peace of Rose, sorcerers in Aramyst 
(now the Burning Coast) experimented in all man
ner of arcane arts. One day, one of their number 
created a magical elixir that could grant intelli
gence to a simple animal. Or so he thought. In , 
truth, the elixir mutated animals and cre
ated a humanoid hybrid. A tiger gained 
a man's body but kept its ferocious head, 
claws, and musculature. A serpent 
grew the upper torso of a man but 
retained its lightning quick coils 
and poisonous bite. 

The original test subjects 
were given serums concocted 
from the blood of humans, 
elves, and dwarves, and it is 
these three racial builds 
that have continued to form 
the non-animal side of the 
ferran population. Perhaps 
because of this lineage, 
ferran couples who wish to 
have a child must be of the 
same humanoid stock- elven
ferrans cannot mate successfully 
with human-ferrans and so forth. 
Also, a mated couple must be of the 
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Advantages/Compensations 
2CI, 2CU, 2CIII 
Mandatory A/C 
Advantages: None 
Compensations: Quirk (CII), related to the 

animal heritage 
Recommended A/C 
Advantages: Any 
Compensation: Any 
Restricted A/C 
None 
There are no "standard" stats for ferrans 

because they are such a diverse people. When 
creating a ferran character, first determine 
its original race (human, elven, or dwarven,) 
then the type of animal that makes up its 
bestial half. Now decide which features of the 
two species the ferran has adopted. Does the 
character have the head, feet, and skin of a 
rhino while its arms, legs, and torso are gen
erally human? If so, you will want to give the 
ferran great strength and natural armor. The 
creature's horn would be a Special Ability 
(CUD, "Natural Weaponry- Hand to Hand" 
with a damage value of STR+3. Once you've 
designed your ferran, show the character to 
your gamemaster and allow her to make any 
adjustments she feels are necessary. 

When all is said and done, remember that 
your character is an individual and may act as 

you define him or her, but the 
__ ,..._ animal blood coursing through 

_ his veins should manifest itself 
from time to time. A dwarven
rhino, for example, would be bull
headed and impetuous, and 

might even want to stamp out 
any fires he believes might endan

ger the surrounding area. A quick 
read of the animal's entry in any ency

clopedia should give you some ideas as 
to animalistic personality of your character. 

For a list of the Special Abilities available 
to characters in the Aden universe (particu
larly ferrans), see Chapter Eight, "Character 

Cr:;i.tio1'~. 
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same basic genus to 
have offspring (so a mam

malian animan cannot cre
ate a child with a reptilian 

aniwoman, for example). Finally, the par
ticular animal species of a child is the same as its 

mother or its father, but never both. 
Perhaps the only elements that ferrans have in 

common with any other outside its family are 
certain animalistic tendencies they retain from 
their bestial origin. Bull-men cannot stand the 
color of scarlet, snake-men prefer to strike at their 
opponents from the shadows, and lion-men are 
proud and savage in combat. Most ferrans are 
extremely dangerous when cornered. Their natu
ral instincts turn them into savage beasts when 
trapped or wounded. 

Remember that these generalizations will not 
apply to every ferran you meet, so do not act 
surprised if an individual breaks one of these "rules." 
Still, these are certainly the tendencies that come 
to mind when one thinks of this amazing race. 

goi:ieaax 
Goreaux are short, squat individuals with over

sized pointed ears and hawkish noses. Though 
proportioned much like dwarves, 
their heads are slightly larger and 
their frames much smaller. Their 
skin is olive green, and their 
hair is invariably black, though 
it may gray or whiten with age. 
Goreaux are calculating crea
tures. They are constantly ap
praising everything about 

them, studying anything and 
everything that might be 

turned to their advantage. 
Goreaux are known for 

their mechanical apti
tude. Many have blended 
this natural proficiency 
with magic, and it was a 
goreaux who first imag
ined the concept of 
mechamagic. Goreaux 
mechamages are now 
sought throughout Aden 
for their skill and creativ
ity in inventing devices 
and weapons to fight the 
nocturnals. 

~-. 
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Backgrioann 
not:es: gorieaax 
Advantages/Compensations 
3CI, 2CII, lCIII 
Mandatory A/C 
None 
Recommended A/C 
Advantages: Skill Bonus (Cl) or (CI!) to 

scholar, science or investigatory skills 
Compensations: Any 
Restricted A/C 
None 

st:an"OaR"O goReaax 
AGILITYS 
DEXTERITY9 
ENDURANCES 
STRENGTH S 
TOUGHNESS9 
INTELLECT 10 
MIND 10 
CONFIDENCE 9 
CHARISMA7 

barnans 
I believe that we humans are the most diverse 

breed in Aden, but I am sure there are those who 
would argue. Still, I know of no other race that 
sports so many different colors, attitudes, and 
behaviors. The humans of the west have a pale 
beige or dark brown flesh, both with a variety of 
hair colors. Those in Y zeem tend to have bronzed 
skin and black hair, but with just as many excep
tions. Humans of the east, the Steppes and Vanora, 
have a slightly ocher complexion and narrow eyes 
- though the latter trait is common to all races 
that live in the sunbelt of the south. 

Hum ans are generally hardier than faerkin and 
elves, though weak compared to a dw~rf, ju~ak, or 
certain ferrans. Dexterity, strength, mtelligence, 
and most other attributes seem to fall somewhere 
between one race and another. 

What humans do excel in is a little of everything 
and much of nothing. We are truly jacks of all 
trades. My dwarven and elven frie~ds tell me th~t 
we are an intense race concerned with our own frail 
mortality. Truly we are the shortest lived of the 
races but I know just as many devout scholars as 
carefree hermits. Perhaps my friends base their 
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Backgi:ioann 
not:es: barnan 

Advantages/Compensations 
3CI, 2CII, lCIII 
Mandatory A/C 
None 
Recommended A/C 

Any 
Restricted A/C 
Humans who choose "Special Abilities" may di

verge from humankind and have to take Compen
sations that will take this into account. 

opinions on my own grim example, 
much as I base my understanding 
of their races on them. 

st:anna~n 
barnan 

AGILITYS 
DEXTERITYS 
ENDURANCE9 
STRENGTHS 
TOUGHNESS 10 
INTELLECT9 
MINDS 
CONFIDENCE 9 
CHARISMA9 

a an.a ks 
Juraks are huge creatures, un

equaled among the sentient races in 
raw might. They have thick coarse hair 
of all colors, bushy eyebrows, and two 
long teeth that jut from their massive 
jaws like tusks. Some people have made 
the mistake of assuming that such a 
brawny species must be dim-witted as 
well. I assure you that this isn't true. 
J urak battle-mages and strategists 
are renowned throughout Aden for 
their cunning and intelligence. If the 
juraks as a race have a weakness, it is in the area 
of diplomacy. Do not depend on the average jurak 
for tact. Honesty and directness are their custom, 
and the word of a jurak is as good as gold. If one 
makes you a promise, you can be sure that he will 
fulfill it or die trying. 
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Advantages/Compensations 
2Cl, lCII, 2CIII 
Mandatory A/C 
Additional Attribute Point (CI!!), +1 to 

Strength 
Recommended A/C 
Advantages: Any 
Compensations: Any 
Restricted A/C 
None 

.... ' 

st:anna~n aaiiak 
AGILITY7 
DEXTERITYS 
ENDURANCE 13 

STRENGTH 14 
TOUGHNESS 13 

INTELLECT9 
MINDS 

CONFIDENCE 7 
CHARISMA7 
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Rapacians 
Some have made the mistake of confusing 

the rapacians with the ferrans. The difference is 
that rapacians are humanoid lizards, while ferrans 
are a hybrid between an animal, sometimes includ
ing reptiles, and humanoids. Rapacians have their 
own distinct history, customs, and beliefs. When 
threatened or on a hunt, many of the lizard-men 
have a merciless nature that could only have come 
from their predatory ancestry. This is reflected in 
the way rapacians prefer to eat their meals - raw. 
Cooked meat is abhorrent to them. 

Rapacians are roughly the same size as humans, 
though some are slightly taller and some shorter. 
There are many different sub-species that can be 
identified by color, crest, stripes and perhaps other 
features that only their reptilian senses can detect, 
but there are no societal differences due to this. I 
suspect that if one knew something of regular 
lizards and their behavior, it would be easier to 
predict how a particular rapacian would react in 
certain situations. For instance, I have personally 
noticed that those rapacians with a red crest tend 
to have sharper tempers than others. I caution the 
reader not to read too much into this, however, 
since any individual may always be an exception to 
a rule. 

Rapacians are not cold-blooded like most liz
ards. Perhaps this is why they left their more 
primitive reptilian cousins in the evolutionary 
muck. Most rapacians still love to bask in the sun, 
but do not be led astray by 
those who claim it is done 
to warm their blood -
rapacian warriors often 
sun themselves to harden 
their scaly hides for 
battle. 

Finally, many rapa
cians still enjoy hunt
ing as their forefa
thers did genera
tions ago - as a re
lentless and cunning 
pack. I have seen 
small bands of rapa
cians herd their prey 
into devious death 
traps or natural 

cul-de-sacs 
where they 

attack 

Backg~oann 
not:es: Rapacians 

Advantages/Compensations 
2CI, lCII, 2CIII 
Mandatory A/C 
Advantages: Special Abilities (Cill): Tough

ened Skin 
Compensations: Quirk (Cll), Rapacians' 

reptilian heritage lends them a ruthlessness 
in combat or when challenged in any way 

Recommended A/C 
Advantages: Special Abilities (Cill): N atu-

ral Weaponry-Ranged 
Compensations: Any 
Restricted A/C 
None 

with savage ferocity. Rapacian friends of mine 
have used this same feral ingenuity when hunting 
nocturnals. 

(Some rapacians have the ability to spit venom 
into the eyes of their opponents. This requires a 
successful missile weapons attack versus the target's 
dodge. If the attack is successful, the target suffers 
no damage as such, but is blinded and is considered 
setback for the next round (he also suffers+ 10 to the 
difficulty of all sight-based actions). Each round 
thereafter, the target must generate an Endurance 
total - on a 15, he has succeeded in wiping the 
poison out of his eyes. Failure means the character 

remains blinded, and still suffers the penalty 
to sight-based actions though he is no longer 

setback. The venom ceases to function 
on its own after two hours. 

Rapacian venom glands allow 
them to perform a spitting at
tack once every four hours. 
Range is roughly one meter.) 

s"tan"Oat<"O 
t<apacian 

AGILITY9 
DEXTERITY9 
ENDURANCE9 
STRENGTH9 
TOUGHNESS 10 (13) 
INTELLECTS 
MINDS 
CONFIDENCE S 
CHARISMAS 
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~aces 

There are many other sentient races in Aden. I 
have chosen not to detail them because they do not 
commonly join our society in large numbers. N agas, 
salamanders, and slurgithians all have complex 
societies, forge weapons, and struggle against the 
Darkfall like the rest of their estranged neighbors 
throughout Aden. For reasons of their own, how
ever, these races have chosen not to mingle with 
the world at large. There are always exceptions, of 
course, so do not instantly assume you know a 
fellow being's behavior based solely on his race or 
origin. 
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~eLaLions 
Having just pointed out all the differences 

in the peoples of Aden, I would like to remind the 
reader of our similarities. Most men do not spend 
the majority of their day thinking about their race, 
nor how it should affect their actions. Instead, each 
individual considers himself a part of society, and, 
for the most part, strives to fulfill his obligations to 
every other elf, dwarf, faerkin, ferran, rapacian, 
jurak, goreaux, and human in his community. Only 
in the rarest occasions are matters ofrace ever even 
considered, and then only because one race may 
generally be better suited to a particular task than 
another. 

• 

• 



Our world has changed much since the Darkfall. We had experienced some
thing of a renaissance at the end of the Golden Age, but all our efforts were 
dedicated to improving the state of our world. Science and magic combined to 
improve medicine, transportation, and agriculture. Now our best and brightest 
search only for new ways to kill. It is true that we need new weapons to destroy 
the infernal nocturnals and wipe them from the face of Aden, but I can only 
wonder what our society might be like when we've finished. Will we truly turn 
our swords into plowshares? I have my doubts. 

But now is not the time for such remorseful thoughts. Our attentions must 
focus on the nocturnals. In this chapter are a few of the devices, inventions, and 
discoveries Adenites have created to help deal with this scourge. 

Bang sacks 
These simple devices are attached to the head of blunt weapons, such as 

hammers or mauls. Most are soaked in sticky tree sap, so they can be attached 
relatively quickly. On impact, a rune of ignition detonates the black powder 
within, causing incredible damage to anything unfortunate enough to be its 
target. Obviously, bang sacks, a label given the devices by the street urchins who 
created them, are good for only a single blow. 

Price: 100 crests 
(A bang sack adds a +5 bonus to any melee combat attack with a damage value 

of 12 or more (the amount of force needed to detonate the bang sack). CD6: Bang 
sack adds 1D+2 to attacks doing damage value 4D or more.) 

Blast: sannLe 
Heavy cavalry in Lord Urbane's Army of Shadow use these ingenious devices 

to shatter enemy formations before they charge home. Two over-sized muskets 
are slung over either side of the horse and their triggers attached to a single cord. 
When the rider yanks the cord, both wheel locks fire their half-pound shells. 
Though highly inaccurate, anyone hit by one of these heavy rounds never fights 
again. 

Price: Blast saddles are generally restricted to Urbana's military. Many 
mercenaries have created their own, however, and sell them for 800-1000 crests. 

Blast saddles are simply two very powerful muskets with the following 
statistics: Damage value 25, ammo 2 (one shot per musket), range 3-10/15/ 50/ 
150. (D6 damage value 6D+2) 

nn.agon gUnen.s 
Aden's folk have yearned to fly for generations. Only in the last few years have 

goreaux mechamages in Sea Reach made it possible. A pilot simply straps 
himself into the device, extends its collapsible, metal wings, and then starts the 
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Any character may purchase a golemoid implant. If the character is created as a golemoid, the 
player simply needs to take an Advantage great enough to pay the cost of the implant in crests. Note 
that most mechamages perform golemizations to support their "more important" work. Thus they are 
likely to charge even more outrageous prices than those listed below and perform shoddy work. Let 
the buyer beware. 

Below are a few of the most common golemoid implants. The DN is the difficulty of adding the 
implant using a mechamage's medicine skill plus his earth: metal arcane knowledge adds. Damage 
is the level of wounding suffered for undergoing the crude surgery necessary for golemization. Most 
procedures take ten minutes times the difficulty number to perform. If the mechamage fails this roll, 
the patient takes the difference as damage in addition to the base damage of the procedure itself. 

Implant Effect DN Damage Cost 
Mechanical Arm STR+l to +5 18 Heavy 3000 crests per + 1 
Golemoid Claw Replaces hand, 18 Moderate 2000 

damage value 
STR+4 

Rune of Blasting Electrical charge 15 None 6000 crests 
delivered by golemoid 
claw on mental 
command, damage 
value 18 

Stilts Telescopic legs that 18 Heavy 4000 
increase a character's 
height by 0.6-1.2 meters 

Steam Legs Increases Strength by 20 Incapacitated 8000 
+ 1 to +5 for any task 
that involves the legs 
or feet, doubles running 
speed, may be combined 
with stilts 

Dark Eye Allows character to 22 None 4000 
see in all but pitch 
darkness 

Any time a character undergoes golemization, he must make an Endurance test versus a difficulty 
equal to 15 plus a bonus generated by the gamemaster (so the player never knows exactly what 
number he needs.) If the roll is failed, the character irreversibly contracts the Wasting. 

Victims of the Wasting must generate an Endurance total at the beginning of every game month. 
This roll must exceed 15 plus a bonus generated by the gamemaster. If it does not, the character loses 
one point of Endurance. For every two points of Endurance lost, the character also loses one point of 
Mind and Intellect. Once Endurance reaches 2, the character falls into a coma, and at zero, he dies. 

(D6: Characters must generate a Difficult Strength total at the start of each game month. 
Characters who fail this roll lose one pip of Strength (for example, someone with a Strength of 4D+ 1 
would drop to 4D). For every two pips of Strength lost, the character also loses one pip of Knowledge, 
Technical and Mechanical. When Strength drops below lD, the character goes into a coma and he dies 
at zero.) 

Currently, there is no known cure for the Wasting. Some believe it is a by-product of the Darkfall. 
Others believe manite poisons the blood in all but the most resilient. Most likely, it is some 
combination of the two. ,. 
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steam and magic pow
ered motor to soar into the 

air like a bird. The glider's 
engines emit a great amount of 

smoke and steam, so many who first saw 
them believed they were far-away dragonets -

hence the name. 
Price: Few mechamages will sell these contrap

tions. Those who do often charge upwards of 15000 
crests. 

(Dragon gliders can move up to 48 kmh, have a 
Toughness of 9, a maneuver rating ofO, and carry 
a single passenger. The mechamagical steam boil
ers of the dragon gliders can hold enough water to 
power the contraption for one hour at maximum 
speed.) 

e&'enf rnals 
An outcast mechamage named Retchus manu

factures these macabre, but useful, "pets." The 
goreaux's creations are essentially golems in the 
shapes of animals, and can only be commanded by 
simple, verbal instructions. They are defenseless 
in an attack, have no intelligence of their own, and 
are truly useful only as spies or scouts. 

Most eyenimals are manufactured in the form of 
common hounds, though I have also seen rats and 
crows from time to time. These creatures are fitted 
with organic eyes, taken from whatever species is 
represented by the golem. When a command word 
is spoken, the user can see through the creation's 
undead eyes as if it were under clairvoyance. No 
other senses are represented, though Retchus may 
implement them in future designs. 

Price: 19000 crests or more. 
(The range of an eyenimal's clairvoyance is 10 

(100 meters.) While making use of this, the owner 
is unable to see through his own eyes.) 

e~enirnal 
AGILITYll 
Dodge 12, unarmed combat 13 
DEXTERITYS 
ENDURANCES 
STRENGTHS 
TOUGHNESS 6 (I2) 
INTELLECTS 
MIND 3 
CONFIDENCE S 
CHARISMA2 
Life Points: None 
Natural Tools: Armor, value TOU +6; hounds, 
rats, and crows all have a bite attack that 

causes STR+3 damage. 
(Eyenimal (D6): DEXTERITY2D+2: 

Dodge 4D STRENGTH ID+2: Brawl-

ing 4D+ 1 KNOWLEDGE ID TECHNICAL ID 
MECHANICAL ID PERCEPTION2D+l.Force 
Points: None. Natural Tools: Armor, +2D; bite, 
damage value STR+lD.) 

g olernoro f rnplant:s 
Many of Aden's warriors have artificial arms, 

legs, or eyes of enchanted manite. No two devices 
ever function the same, so I can only tell you that 
golemoid arms generally raise strength or might be 
topped with jagged claws, legs help a warrior run 
faster and jump farther, and eyes often allow him 
to see in the dark or even detect invisible creatures. 
Imprinting a spell upon a piece of machinery is 
relatively easy for a mechamage, the difficult part 
of golemization is attaching the limb to the flesh. 

Unfortunately, many of those who become 
golemoids suffer from a disease called the Wasting. 
This debilitating condition weakens the spirit as 
well as the flesh, and eventually results in death. 
Perhaps half of those who have undergone even 
minor golemization contract the Wasting. 

f n.J=eRnas Lance 
Baron Volkanis of Smult commands an elite 

group of heavy cavalry called the Salamanders. 
Besides their blast-saddles, their most feared 
weapon is the Infernus lance. These magical weap
ons burst into searing flame when a small crystal 
on their pommel is smashed. The fire of the lances 
is so hot that most can only survive three ignitions, 
thus there are only three such enchanted crystals 
along their pommel. The Salamanders are refitted 
with these expensive and deadly weapons several 
times a season. 

Of course, Baron Volkanis would hunt down any 
warrior reported to wield one of his precious lances. 

Price: 15,000 crests 
(Damage value special, speed special. Infernus 

lances rely on the momentum of the wielder. A 
running warrior of at least Strength 11 can do 
STR+3 (D6: STR+lD). If used properly, from the 
back of a horse, thunder lizard, sail cart, dragon 
glider, or other conveyance, the lance inflicts 
STR+ 10 damage (D6: STR+3D+ 1). If the lance is 
set afire (by bursting one of the lance's enchanted 
crystals), the damage is increased by +5(D6:+1D+2.) 

rnen o · war:i 
The goreaux of Burcham's Pass have created a 

small army of giant mechanical contraptions called 
"men o' war." The "men" are actually giant me
chanical constructs powered by steam, gears, le
vers, and of course, magic. Inside each is a team of 
three men. One works the legs, one works the arms, 
and the third commands from the head. Each man 
o'war carries a giant axe or sword and can breathe 
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superheated steam in a long cone that boils a 
man's skin to liquid in seconds. The only draw
back to the men o' war is that this same steam 
occasionally ruptures and turns the construct into 
a boiling death-trap. 

Price: Burcham does not allow his bandit
mages to sell their creations, though a few have 
turned up in the bazaars of the Sundered Desert 
for 40,000 crests or more. 

(A man o' war requires the mechanical maneu
ver skill to operate. It increases the user's 
Strength by +5, and acts as armor with a 
value ofTOU+12. Agility is decreased by 
-3, however, and Dexterity is almost non
existent as large weapons are usually 
welded into the contraption's hands. 

Men o' war usually have a steam cannon 
or several muskets mounted on their shoul
ders, under the forearm, or even on the head. 
They are powered by a magical steam boiler 
that will only operate for one hour at a time 
before it must be refilled through an exte
rior hole. Unfortunately, if a setback ever 
occurs while a man o'war is in operation, 
its boiler explodes, destroying the ma
chine and causing a damage value 35 
explosion.) 

(D6: Increases Strength by +1D+2, ar
mor value +4D. Reduce Dexterity by -ID.) 

rnanft:e 
Manite is a natural metal essential in the 

creation of mechamagical devices. Iron and steel 
both seem to "warp" magical energies around 
them, much like two magnets will push them
selves apart. Perhaps this is why most wizards 
refuse to wear metal armor or carry heavy metal 
weapons such as swords. 

Manite seems effectively neutral in regard to 
magic. It is this single property that makes it so 
valuable to the mechamages. Besides its unique 
"attitude" towards magic, manite is a fairly du
rable and malleable metal perfect for use in 
armor and weapons. It is not quite as solid as 
iron, so a manite sword whose enchantments 
have faded is a relatively inferior weapon com
pared to one made of iron or even bronze. 

Price: A sheet of pure manite 1.27 centime
ters thick and 0.60 meters square costs about 
1000 crests. Though the metal is abundant in 
Urbana, Lord Urbane's constant demand keeps 
the value inflated. 

(Manite is the only metal that can retain an 
enchantment for longer than a few hours. See 
Chapter Six for more information on the use of 
manite in magical contraptions.) 

• The World of Aden • 

• 



• 

• 

sba"Oow 
ORn:lOR 

Rumors have abounded for 
years that Lord Urbane employs an elite 

squad of assassins. Exactly who they were meant 
to assassinate is a mystery, for there are few such 
occurrences even in the dark realm of Urbana. At 
any rate, a suit of midnight-hued leather armor 
occasionally surfaces on the black market at up
wards of 2000 crests. The seller always 
claims his find was taken from one of 
these mysterious warriors. The suits I 
have seen look almost new, disprov-
ing their claim. My guess is that 
whoever makes the devices occa
sionally sells them to the public to 
supplement the salary paid him 
or her by Lord Urbane. 

As you might guess, shadow 
armor is all black, though it is not 
simply stained that way. It actu
ally seems to be made of tangible 
darkness, so that anyone wearing it 
may blend into the shadows as if he 
were one himself. Besides this magical 
ability, the suit contains scores of hidden 
pockets, concealed weapons, and other sur
prises that might help an assassin complete 
his deadly work. 

Price: 2000+ crests 
(Shadow armor adds + 10 to a user's stealth 

skill. The armor is made of magical darkness, and 
does not function in bright sunlight or its equiva
lent. 

Each time the user takes damage while wearing 
shadow armor, the player must make a mark on his 
character sheet. When 10 such marks have accu
mulated, the armor is destroyed. Because the ar
mor is made of magical darkness, it cannot be 
repaired, only replaced.) 

(D6: Adds +3D+ 1 to user's sneak skill.) 

spRfng BLanes 
Some daggers and spears are made with mul

tiple blades. Should you see one of these, beware, 
for all but one of the blades is most likely resting on 
the end of a spring. When a hidden button on the 
pommel is pressed, a powerful spring extends and 
propels one or more of the additional blades for
ward. While their range is limited, their power is 
great and the surprise has caught many off-guard. 

Price: Mechanics usually charge 300 crests 
for a blade the size of a dagger, and 600 crests 

for sword sized blades. This does not in
clude the cost of the weapon the blade is 
to be set within. 

(Spring blades do damage value 12 and have a 
range of 1-3/7/10/15. D6: Damage value 40.) 

steam BoileRs 
Mechamagic would not have grown to its current 

state if not for the perfection of manite steam 
boilers. The concept is simple: the metal case is 
inscribed with an ever-heat cantrip, boiling the 
water inside and channeling the resulting steam 
into power for whatever device is attached. Steam 
boilers are not a commodity to be bought upon the 
common market, but are manufactured for specific 

contraptions. 

s -Co Rrn slags 
The balls fired from a musket or 

wheel lock are often enchanted to pro
duce secondary effects. As ifthe devas
tating blow of a slug weren't terrible 
enough! Runes of fire, of ice, or most any 
other common spell can be carved onto 
the surface of common shot. On impact, 
the spell is enacted and the target suffers 

its effects. Smiths in most every city sell 
such ammunition, but the price is often 

high. I advise only the best marksman to 
carry any quantity of storm slugs, for they 
are an expensive loss should you miss your 
target. 

(Inscribing a spell effect on a storm slug 
is difficult work. The effect is exactly as 
Grimlak describes - if the slug hits, the 
spell is activated with appropriate effects. 
Note that if the slug has penetrated the 
defender's armor (exceeded his Tough
ness with armor adds), damage-causing 
spells may ignore the armor when de
termining their result.) 

-Cban"OeR Bows 
A thunder bow is simply a very 

powerful, metal bow, wired with steel 
cable. Only juraks can wield them 
without cocking mechanisms, but the 

energy it puts into a normal bolt is 
fantastic. Standard bolts are not its usual ammuni
tion, however. The increased power of the steel 
cable means that heavier bolts, often enchanted or 
rigged with bang sacks, can be fired at ranges 
comparable to crystal bows. 

Price: 4000 crests. 
Rune bolts, thunder bolts and other types of 

ammunition vary all over the realm. The most 
popular kinds are listed below. 

Black Widows: This bolt is fitted with a special 
head that screws into a target on impact. It is often 
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attached to a thin but 
incredibly strong cable 

which cat-burglars use to 
climb to high, open windows. The 

cable reminds some of spider webbing, hence 
the name. Some fiendish warriors have begun to 

barb the heads of these bolts and use them as 
weapons. These missiles create gruesome holes in 
stone walls- I cannot imagine what their effect on 
flesh must be. 

Price: 100 crests per bolt. 
Grapplers: The militia in Sea Reach developed 

these unusual weapons to 
bring down fleeing oppo
nents while presenting 
little danger to surround
ing crowds. Trailing from 
the bolt's large, round head 
are three iron balls on meter 
long long, leather cords. On 
impact, the trailing iron balls 
fly forward and wrap about 
the opponent's legs, bringing 
him to a stumbling halt. The 
weapon works only at short 
ranges even when fired from a 
thunder bow, but is quite effective if 
used correctly. 

Price : 50 crests per bolt. 
Thunder Bolts: These bolts have rounded 

heads filled with powder. On impact, a rune of 
ignition detonates inside and causes a massive 
explosion. The ball-like head of the bolt shat
ters, filling the air with metal splinters and 
wounding most lightly armored opponents in a 
10 meter area. They are quite useful for dis
persing hordes of lesser nocturnals such as 
cacklers. Some warriors make their own 
"thunder bolts" by attaching bang sacks to 
the heads of blunted arrows. 

Price: 100 crests per bolt 
Bolts fired from a thunder bow have the 

following effects: 
Black Widows: Damage value 27; range 3-10/ 

20/501100. (D6: Damage value 7D+l). 
Grapplers: Damage value 8; range 2-5/15/30/ 

60. (D6: Damage value lD). The firing character's 
missile weapons total is measured against the 
target's dodge. If successful, the target is ensnared 
and needs a Strength total of 11 to break loose (D6: 
Moderate Strength total). 

Thunder bolts: Damage value 25; range 3-
10/40/100/175. Burst radius is 0-3/8/15/30 

(D6: Damage value 6D+2). 

-CbanneR -CRains 
The thunder trains are the sole reason that the 

nations of Aden have been able to carry on trade 
through the nocturnal-infested outlands. These 
titanic contraptions of smoke and steel rumble 
across the land, pushing aside or crushing any
thing that gets in their way. Thunder trains are 
composed of six to eight barges, each one as long as 
a galleon, and pulled by an engine of similar size. 
Giant treads pull the barges along, allowing the 
caravan to ignore shifting sands or slippery mud. 

Passage can be bought on a thunder train, though 
few appreciate riding in 
the cramped, deafening, 
and fume-filled quarters 

that are offered. Goods thus 
make up the vast majority of 

all cargo hauled by the trains. Items 
from as far away as the High Steppes 

often fill their iron hulls and make tempt
ing targets for thieves and brigands. Many 
nocturnals and bandits have tried to topple 
these giants, but so far have failed. The Iron 
Guard that watches over the trains is one of 
the most elite forces in the land. Their near
constant fight with the creatures of the 
Darkfall mean that only the strongest sur-
vive. 

Price: Thunder trains - and the tech
nologythat powers them- cannot be bought. 
Even if one could discover the processes 
involved and pay the millions of crests it 
would cost to produce one, Lord Urbane 
would move quickly to eliminate the compe
tition. 

mannane 
an.ms ann 

an.man. 
Our implements of war were unrefined 

before the Darkfall. There was simply little 
need for full suits of metal armor, ballistas, or 
even lances. Now the dangers of our world 
have caused a veritable deluge of new arms and 

armor. I have described some of the more obscure 
below so that you might choose your own weapon 
wisely. 

rneLee weapons 
Once the beast's at your throat, bows and mus

kets will do you little good. Below is a guide to the 
hand weapons carried by the warriors of Aden. 

• The World of Aden • 



SWOR'OS 
The most common weapon carried by the war

riors of Aden is the sword. You will find a plethora 
of lengths, weights, and designs. Many are forged 
with spikes, barbs, or saw-toothed edges to in
crease the damage they deal to the foul nocturnals. 

Long swords are 0.9 to 1.2 meters in length and 
typically carried in one hand. Their thrusting point 
is just as deadly as their long, sharp edge. 

Broadswords and scimitars are also 0.9 to 1.2 
meters in length, but have a broader, flatter 
blade. They are designed primarily for hack
ing rather than thrusting. The weight of a 
broadsword forces most warriors to wield 
them with two hands. 

Short swords are lightning quick and only 
slightly less deadly than long swords. War
riors of short stature, such as goreaux or 
dwarves, often favor such blades. Others pre
fer to use short-swords to parry while strik
ing with a heavier weapon in their other 
hand. 

Rapiers, sabers, and main gauches are 
light thrusting blades. They penetrate armor 
poorly, but are quick enough to strike at 
those places the armor does not cover. Faerkin 
and lightly armored rogues are frequently 
armed with fencing blades. 

Two-handed or great swords 
are the heaviest and deadliest 
swords. They require great 
strength to swing with any rea
sonable speed. 

Gaff swords are long blades ending 
in a hooked tip. Fishers first used similar 
tools to haul fish from the seas. Smiths modi
fied the idea to create a blade that could pull 
an opponent off his feet while inflicting sig
nificant damage. Most fighters must use two 
hands when striking with this weapon. 

axes 
Great axes are the heaviest variety, and 

may have one or two blades. Falcon axes are 
double-bladed great axes. Their blades are 
"winged" like that of a falcon, creating a row of 
sharpened tips along the bottom. The damage they 
cause is incredible, though only the strongest war
riors can swing them. 

Hand axes are light weapons with one or two 
edges. They are quick and cause damage equal to a 
short sword. Scarallas are a rare varieties of hand 
axes with two blades, both set along the same side 
of the haft. The tips of the scarallas are spiked to 
give them some thrusting ability. Scarallas are 
almost always carried in pairs, allowing the wielder 
a flurry oflight strikes. 
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Few warriors carry clubs and flails in 
the outlands, for a blade is often needed to 
crack the armor of vile nocturnals. Still, they 
have their uses, especially flails-spiked iron balls 
connected to the weapon's haft by a short chain
which can easily wrap around an opponent's shield. 

Blunt weapons never cause "bleeders." 

poleaRrns 
Like swords and axes, there are a great 

number of pole-arms used by the people of 
Aden. All are long poles tipped with some sort 
of blade or point. 

Pikes gain a +3 bonus when used against a 
mounted opponent or a large, charging noctur
nal. 

missile weapons 
I have heard some warriors scoff at bows, 

muskets, and other weapons used at range. 
They say that only cowards strike at their 
enemies from afar. This is a foolish notion. I 

doubt even the bravest swordsman would 
care to pit his steel against a 
flaming nocturnal, or one whose 
very touch is acidic death. 

Bows 
Bows come in many shapes, sizes, 

and strengths. The most common bows 
are long, short, horse, and crystal. 

Long bows are made throughout 
Aden. They have the ability to pen
etrate chain mail and an average range 
of some 250 meters. 

Short bows are inferior to long bows 
and have a range of only 100 meters. 

Horse bows have the same power as 
short bows, but are designed to be fired 

from the backs of beasts. Raiders on light
ning lizards in the Sundered Desert and the 

nomadic horsemen of the High Steppes are all 
proficient with these compact weapons. 

Only certain bowyers in Sylfanus of Arasteen 
know how to properly warp the wood of the crystal 
forest intoa proper weapon. I am told it is a difficult 
process and that shaping the bow can only be done 
during the freezing winter. The skill required to 
manufacture one of these weapons accounts 
for its expense, but you will find no better 
in all Aden. The strong wood of the 
crystal bow requires more strength than 
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most, but propels an 
arrow up to nearly 300 

meters. Governor Veronus, 
who rules over the Crystal Forest 

region of Ar as teen, does not allow his citizens 
to export these deadly arms. I suppose he sees 

them as one of our few advantages over our neigh
bors to the north and south. 

cn.ossBows 
Crossbows come in four sizes: heavy, medium, 

light, and pistol. The first three weapons simply 
put increasingly greater force behind the bolt. The 
largest crossbows also require greater strength to 
cock and are therefore slower to use. Most warriors 
wield these like firearms, firing one deadly shot 
before closing into melee. 

Medium crossbows are the most common. 
They are fairly quick to reload and can 
penetrate any armor short of full plate. 

Light crossbows can be reloaded as fast 
as an arrow can be knocked. Their draw
back is that they will rarely penetrate chain 
mail. 

Pistol crossbows are favored by thieves 
and assassins. Their tiny bolts are rarely 
deadly unless coated with poison, but since 
they are collapsible, they are easily con
cealed. 

Pistol crossbows can be reloaded in one 
round, light crossbows take two rounds, 
medium crossbows take three rounds, 
and heavy crossbows take four rounds. 
Medium and heavy crossbows can be 
reloaded one round faster ifthe user has 
a Strength of 11 or more . 

.J=iReaRrns 
One of the first inventions of the Age of 

Thunder was the arquebus. It is a loud 
and powerful weapon some 1.5 meters in 
length. A metal ball is rammed down the 
barrel atop an airtight pocket of explosive 
powder. When the powder is ignited, it 
explodes and sends the ball flying forth. The 
pellet can crack the toughest armor and rend 
a man's flesh in ways I don't care to describe. 

The first arquebuses were ignited by the 
insertion of a burning match. Later smiths 
improved the design by installing a flint and 
spring mechanism called a "wheel lock." A 

tight spring locks a piece of flint in place. 
When the weapon's trigger is pulled, the flint 

is released and slides along a steel striker to 
produce sparks. These sparks ignite the 
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powder in the pan just as the old matchlocks once 
did. 

The greatest problem with the arquebus is its 
terrible accuracy. A target only ten meters away is 
a difficult shot without magical runes carved on the 
barrel or the ball to compensate. One mechamage 
found that engraving a simple cantrip that spun 
the pellet as it traveled greatly improved its accu
racy. Common weaponsmiths, not to be outdone by 
a mage, then carved grooves along the inside of the 
barrel to produce the same effect. These new fire
arms are longer and far more expensive than ar
quebuses, but much more precise. We call them 
"muskets." 

Eventually, wheel 
locks were streamlined and 
made small enough to fit a 
much smaller hand-gunne, called a pis
tol. I carry two wheel lock pistols myself. 
They are slow to reload, so one cannot hope to fire 
them more than once in an engagement. If your 
opponent is close enough, however, you can be sure 
a dual pistol shot will bring him down. 

Armies of Aden have been slow to adapt the 
arquebus. Four aimed arrows can be released in 
the time it takes to fire a single pellet. Too, the 
range of an arrow is some two to three hundred 
meters, depending on the quality of the bow that 

Below are several mundane items characters may wish to buy. Base prices are listed, but the cost 
of goods varies widely from place to place depending on what is locally available. Also, remember that 
resources are scarce in a world that must live within walls, so prices for certain items (such as paper) 
may seem artificially high. 

Item 
Backpack 
Buhuma 
Camp kit 

(mess kit, bedroll, 
flint and steel) 

Clothing, fancy 
Clothing, plain 
Dried rations 
one day's supply 
Flask of oil 
Flint and steel 
Grappling hook 
Hammer and spikes 
Horse, riding 
Horse, war 
Lantern 
Lock picks 
Lodging 

(1 night, ritzy inn) 
Lodging 

(1 night, standard inn) 
Meal, feast 
Meal, standard 
Parchment 
Rope, 50' 
Saddle 
Spyglass 
Thunder lizard 
Tool kit, basic 
Tool kit, complete 

~~):~ 
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Cost 
25 

1500 
100 

50-400 
25 

10 crests per 

10 
10 
75 

40 ( + 1 climbing) 
650 
2000 

75 
200 ( + 1 lock picking) 

40- 100 

10 

30 
5 

5 per sheet 
50 
150 
100 

2000 
100 
400 
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fires it. By contrast, an 
arquebusier is considered 

an expert ifhe can hit a tar
get only fifty meters away. The 

greatest advantage of a firearm, besides the 
carnage it will wreak if it hits its mark, is psycho

logical. Only nocturnals and madmen will charge 
at a rank of gunners whose weapons crack like 
thunder. 

Arquebuses take a base four rounds to reload, 
muskets take six, and pistols take three. These 
rates can be reduced by one round if a successful 
fire combat (black powder) total of 12 or more is 
generated at any point in the reload process. 

siege. weapons 
Though cannons and ballistas are called siege 

weapons, they are rarely employed in such a capac
ity. More often they are mounted atop the walls of 
a settlement or the lumbering cars of a thunder 
train to repel ravaging nocturnals. 

Most cannons are found on the decks of ships 
where their long range can be brought to bear 
against massive seaborne nocturnals or enemy 
vessels. On land, storm cannons are more popular. 

Governor Drummel's men at Top of the World 
created storm cannons to repel the cacklers that 

sometimes attempt to gain the walls of their city. 
The cannon is a light field piece mounted on a 
tripod to cover a wide, sweeping arc. It is loaded 
with chunks of ore or scrap metal. When fired, the 
small shot scatters like rain and cuts a swath of 
destruction among unarmored nocturnals, such as 
cacklers. Their effectiveness caused their quick 
spread from the thunder trains to temple-fortresses 
of the High Steppes. 

Ballistas come in two varieties: ordinary and 
steam. Ordinary ballistas are simply gigantic cross
bows hurling a bolt some two meters long long and 
11 centimeters thick. Steam ballistas fire the same 
size bolt but at nearly twice the range. The draw
back of the latter is the expense and the need to 
keep an enchanted steam boiler nearby to power 
the device. 

ar:imor:i ann 
sbieLns 

Aden's warriors use many types of armor to 
protect themselves from the claws of nocturnals 
and the blades of the corrupted. Below is a brieflist 
of those most commonly worn by our land's valiant 
defenders. 

Armor 
Quilted armor 
Soft leather armor 
Hardboiled leather armor 
Chainmail 
Plate and chain mix 
Plate mail 

Bonus 
TOU+l /16 
TOU+2/17 
TOU+4/19 
TOU+6/21 
TOU+8/23 
TOU+l0/25 

Price 
50 
100 
250 
1200 
3000 
8000 

Notes 

Fatigues; Stealth -1 
Fatigues; Stealth -2 
Fatigues; Agility -2 

Shield 
Large shield 
Medium shield 
Small shield 

Melee Parry Bonus 
melee parry+3 
melee parry+2 
melee parry + 1 

Price 
400 
200 
100 

*Shields subtract -1 to -3 (depending on size) from certain Agility totals requiring mobility, such 
as acrobatics, dodge, and maneuver. 

Fatigues: Whenever a "fatigue" result appears on the conflict line of the Drama Deck, the wearer 
suffers 3 shock instead of the usual 2. 
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Main gauche STR+3/18 300 (melee parry + 1) 

Rapier STR+2/17 300 (melee parry +2) 

Saber STR+3/18 300 (melee parry +1) 

Short sword STR+4/19 200 
Long sword STR+6/21 400 
Broad sword STR+ 7 /22 450 
Gaff sword STR+6/21 500 ( + 1 trick when used to feint or ensnare) 

Great sword STR+9/25 1500 
Scar all a STR+4/19 400 
Hand axe STR+5/20 300 
Falcon axe STR+l0/25 2500 
Club STR+2/17 O 
Flail STR+4/19 300 (Reduces opponent's shield bonus by -2.) 

Mace STR+4/19 300 
Maul STR+7/22 2000 
Spear STR+6/21 50 
Glaive STR+ 7 /22 200 
Pike STR+6/21 150 

MISSILE WEAPONS 
Damage/ 

Weapon Max. Value Range Price 

Short bow STR+4/19 0-3/10/40/100 150 

Horse bow STR+4/19 0- 3/10/40/100 300 (no penalties for 
firing while on horseback) 

Longbow STR+6/21 0-3/10/100/250 800 
Crystal bow STR+8/23 3- 50/100/200/400 10000 

Pistol crossbow STR+3/18 3-7 /15/30/50 250 

Light crossbow STR+5/20 3- 10/30/60/120 1400 

Medium crossbow STR+7/22 3-25/7 5/150/300 2500 

Heavy crossbow STR+9/24 3-10/100/200/300 3800 

FIREARMS 
Weapon Damage Range Price 

Pistol 19 3-5/10/20/50 400 

Arquebus 19 3-5/10/20/50 200 

Musket 19 3- 10/40/80/150 2000 

SIEGE WEAPONS 
Weapon Damage Range Price 

Cannon, 6-lb. 27 3- 50/200/800/1700 3000 

Cannon, 12-lb. 32 3- 501150/500/100 4000 

Cannon, 24-lb. mortar 28 3-50/100/200/400 6000 

Storm cannon** 32 25/50/100/300 8000 
Ball is ta 27 5-15175/200/450 1000 
Steam Ballista*** 32 5-50/200/400/800 10000 

*Mortars are used to lob explosive shells over walls and other fortifications. The burst radius for the shell is 

0- 5/15/40/50. 
**The area affected by a storm cannon is a cone stretching from the weapon to an arc 50 meters wide at its 

maximum range. 
***A steam-powered ballista can have as many as sq. barrels. E~ch barrel after the first adds another 1000 

pest> to tb,epri<e.~ ~ E'lfh barrel lakes o~for one J}laD 

.Wreload~r· If in'1~-ncfib whicllta sttam ~lista • rJhellevice 
fi,..alod~ca~d ~ ~~ :OO'nietefs".'IL-. ·. f- - , 
-'"ti\'. ,,,I ., • 
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Not every pocket of civilization in the known lands of Aden is part of a kingdom 
or nation. Listed below are some of the more prominent independent settlements: 

Ban.cbarn,s pass 
Cradled in an almost unassailable niche of Middle Wall is an ancient fortress 

made of stone. No one knows who built it, but it is now inhabited by a band of 
rogues under the command of a jurak named Nob Burcham. 

Burcham is actually a civilized and intelligentjurak who uses his image as a 
savage to make his fortune. When the first thunder train lumbered past his 
fortress some years ago, Burcham approached the captain and offered to keep the 
passes free of nocturnals year-round, thus ensuring that the Thunder Trail 
remained open. The captain haughtily dismissed the "savage" and said that she 
required no protection from an outlander. Burcham left peacefully, but it didn't 
take him long to figure out how to make the thunder train captain pay for her 
arrogance. 

When the thunder train returned, the captain found the pass blocked by a wall 
of stone. Burcham stood atop the cliffs and offered to have his men clear the 
"avalanche" for a fee: twice the amount he had requested to protect the pass 
ear lier. 

Since that day, Burcham has controlled this section of the Thunder Trail, and 
every train that passes must pay him a hefty toll. Urbane uses this as an excuse 
to raise transport tithes charged to merchants. In truth, however, Burcham's 
men earn their pay in battle against hordes of scheming nocturnals, corrupteds, 
and outlaws intent on blocking the pass. 

st:anna~n oat:Law 
AGILITY9 
Acrobatics 10, beast riding 11, climbing 13, dodge 11, melee combat 12, melee 
parry 12, stealth 11 
DEXTERITY9 
Fire combat 11, gunnery 11, missile weapons 11 
ENDURANCE9 
STRENGTH9 
TOUGHNESS 10 
INTELLECT7 
Camouflage 9, perception 9, tracking 9, trick 10 
MIND7 
CONFIDENCE 9 
Intimidation 11, survival: mountains 12, willpower 10 
CHARISMA7 
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TauntlO 
Life Points: 2-5 
Equipment: Burcham's men use a variety of 

weapons, including firearms, bows, crossbows, 
pole-arms, and swords. A few are spell-casters 
as well. 

(Standard Outlaw (D6): DEXTERITY 3D: 
Acrobatics 30+1, dodge 30+2, firearms 30+2, 
gunnery 30+2, melee combat 40, melee parry 
40, missile weapons 30+2 STRENGTH 3D: 
Climbing/jumping 40+ 1KNOWLEDGE20+ 1: 
Intimidation 30+2, survival 40, willpower 30+ 1 
TECHNICAL 2D+l MECHANICAL 2D+l: 
Beast riding 30+2 PERCEPTION 2D+2: Con 
30 +1, hide 30, investigation 30, search 30, 
taunt 30+ 1. Force Points: 2-5.) 

men O ' war< 
There are several gifted dwarven and goreaux 

mechamages in Burcham's warband. Most are 
exiles from Urbana. Their greatest accomplish
ment is without a doubt the "men o' war," two 
huge golems of steam and iron. They are similar 
in appearance to Urbane's Sentinels, though 
without the latter's sinister origins. 

The men o' war require pilots to sit inside 
their steaming chest cavities. A punctured boiler 
can burn an operator alive in seconds, so few of 
Burcham's men volunteer for the task. In an 
emergency, however, the steel titans can best 
most any nocturnal that threatens Burcham's 
fortress. 

t:be iLit:bix 
bil.ES 

Ilithix are insectoids that lair in the hollow 
mountains of South Wall. They are not truly 
intelligent, but the ilithix are certainly clever. 

There are at least five sub-species that I am 
aware of, and it is quite possible there are many 
more. 

WQRRfORS 
The most common variety of ilithix are sim

ply called warriors. They have mottled brown 
carapaces with strange ridges and spiny protru
sions that seem to have no purpose other than 
to increase the horror of their already terrifying 
appearance. Their arms and legs are thin, but 
do not underestimate their strength - their 
claws are used to dig through stone. Ilithix 
heads are triangular with pincer-like mandibles. 
They are incredibly quick as well. The creatures 
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cannot walk along the 
ceiling of a cavern like 

spiders, but they do seem 
fond of crawling along ledges or 

between tightly-packed walls above their prey. 
If you are foolish enough to enter one of their 

hives, do not walk along the bottom of a dark 
crevasse or you will suffer a veritable rain of these 
mad horrors. 

Warrior ilithix have a tail like that of the scorpi
ons found in the Sundered Desert. The poison it 
injects is particularly vile and seems to have 
strengthened after the Darkfall. Once it enters the 
bloodstream, the venom causes paralysis and then 
necrosis of the nervous system. The victim's tissue 
dies and decays within minutes. It is very painful 
and extremely grotesque. The Kyanites have ex
tracted an antidote from a rare insect immune to 
the ilithix venom, but it is expensive and difficult to 
obtain. 

st:annaRn ilit:bix 
WORRiOR 

AGILITY 13 
Acrobatics 14, climbing 16, dodge 16, long jump
ing 15, maneuver 15, stealth 15, unarmed com
bat 16, unarmed parry 14 
DEXTERITYS 
ENDURANCES 
STRENGTHS 
TOUGHNESS 9 (13) 
INTELLECT 3 
Perception 8, tracking 13 
MIND 3 
CONFIDENCE 6 
CHARISMA 3 
Life Points: 1 
Natural Tools: Mandibles, damage value 

STR+3/12; scorpion tail, damage value STR+5/13. 
Anyone taking even a single result point of damage 
from a tail strike must make an Endurance total of 
15 or die in 1-10 rounds. 

(Standard Ilithix Warrior (D6): DEXTER
ITY 3D+2: Acrobatics 4D+2, brawling parry 4D+2, 
dodge 5D+ 1, maneuver 5D STRENGTH 2D+2: 
Brawling 5D+ 1, climbing/jumping 5D+ 1 KNOWL
EDGE ID TECHNICAL ID MECHANICAL ID 
PERCEPTION ID+2: Investigation 2d+2, search 
4D+l, sneak 5D. Force Points: 1.) 

aQcbrnages 
Physically, archmages look much like war

rior ilithix. The most striking difference is 
their purplish carapace. These creatures 

have th·e ability to conjure and hurl 
globes of glowing purple energy. The 

energy seems to carry a hint of the ilithix venom, for 
it paralyzes those who are hit by it. If the victim 
should somehow survive, the spell's effects fade in 
only a few minutes. Of course, most victims have 
long since been devoured by then. 

Archmages often lead swarms of warriors in an 
attack. I have seen them wedged between the high 
walls of a crevasse, casting spells while scores of 
warriors pour our of the darkness beneath them. 
The evil "grin" of an archmage, glowing in the 
blackness of the underearth, is a sight that remains 
in one's nightmares for years. 

(Archmages have the same statistics as war
riors but also have the ability to hurl globes or 
sparking, purplish mana. The globe has a range of 
1- 7/15/25/50, and the archmages have a missile 
weapons skill of 15. They may hurl a mana-globe 
every other round, but never take "feedback" dam
age from the spell. Anyone struck by a globe must 
make an Endurance total of 15 or higher or be 
paralyzed for 2d10 rounds.) 

OQJ1at:fc fUt:bfx 
I have only seen a few of these rare creatures, so 

I doubt if they exist in the same numbers as their 
land-bound siblings. Their husks are pale white 
and sometimes glisten pink in the light, like the 
shell of an oyster. Their claws are webbed and their 
bodies are more streamlined than others of their 
race. Their heads and tails are identical to the 
warriors. Aquatic ilithix live in the vast lakes and 
underground rivers found throughout the hollow 
hives. Do not venture into such a waterway if you 
can help it, for you will quickly be overwhelmed and 
dragged to your doom. 

(Aquatic ilithix have the same statistics as 
regular ilithix warriors, but with the swimming 
skill at level 16. As a side note, regular ilithix 
cannot swim, and will drown if unable to struggle 
to safety.) 

BQeenen.s 
Ant colonies function under the auspices of a 

single creature we refer to as their "queen." The 
ilithix have a similar creature called a breeder. I 
have only seen the long-dead husks of this species, 
but I would venture to guess they are terrifying to 
behold. Their size is huge - nearly four meters 
long froIJl their black proboscis to their dark green 
abdomens. Breeders are much more insect-like 
than the creatures they give birth to. They have 
eight legs positioned upwards - presumably so 
that they can hang upside-down from the many 
web-lines that cross their lairs. Their ovular heads 
are covered in scores of tiny black eyes. 

It seems the breeders spend most of their time in 
a crystalline cocoon created by another species of 
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ilithix called the "care
takers." The cocoon is sus

pended in the upper reaches 
of an underground crevasse for 

safety from the few nocturnals or earthen 
predators that might threaten it. Eggs bearing 

various species of ilithix are laid and scattered 
throughout a vast tangle of web-lines underlying 
the cocoon. 

st.annan.n Bn.eenen. 
AGILITY3 
Unarmed combat (proboscis only) I4 
DEXTERITY2 
ENDURANCE 14 
STRENGTH12 
TOUGHNESS 13 (17) 
INTELLECT3 
Perception 8 
MINDS 
CONFIDENCE 8 
CHARISMA4 
Life Points: I 
Natural Tools: Armor, TOU+4/I 7; proboscis, 

damage value STR+8/20. 
(Standard Breeder (D6): DEXTERITY lD 

STRENGTH 4D+I: Brawling 4D+2 KNOWL
EDGE ID TECHNICAL ID MECHANICAL lD 
PERCEPTION 2D: Investigation 2D+2. Force 
Points: l. Natural Tools: Armor, value +ID+I; 
proboscis, damage value STR+2D+2.) 

canet:akens 
Caretakers are the servants and bodyguards of 

the breeders. They are the only strain of ilithix 
capable of secreting webbing. Unlike spiders' web, 
however, the webs of the caretakers crystallize 
after only a few moments contact with the air. The 
strands are not sticky but are difficult to cut with
out a heavy blade. Caretakers use their encrusted 
webbing to form hardened cocoons about the breed
ers, to form a maze of webs in the breeders' cre
vasses, and to raise and lower themselves through 
this vertical tangle. 

Physically, the caretakers are larger and stron
ger than warriors. Their carapaces are deep red 
trimmed with black spines and mandibles. Com
panions of mine swear that even a heavy gaff
sword cannot penetrate their stony shell. The arms 
of the caretakers are great scythes lined with 
spikes along the edges. Their tails act only to 

dispense webbing and carry no venom. 

st.annan.n can.el.aken. 
AGILITY 13 
Acrobatics I4, climbing I6, dodge I6, long jump
ing I5, maneuver I5, stealth I5, unarmed com
bat I 6, unarmed parry I4 
DEXTERITYS 
ENDURANCE 11 
STRENGTH I2 
TOUGHNESS 11 (I5) 
INTELLECT3 
Perception 8, tracking I3 (by pheromones) 
MINDS 
CONFIDENCE 6 
CHARISMA2 
Life Points: I 
Natural Tools: Scythe-like arms STR+6/I8. 

Caretakers do not use their webbing offensively, 
but do use it to ascend and descend the great 
vertical rifts in their underground lairs at frighten
ing speeds. 

(Standard Caretaker (D6): DEXTERITY 
3D+2: Acrobatics 4D+2, brawling parry 4D+2, dodge 
5D+I, maneuver 5D STRENGTH 4D: Brawling 
5D+ I , climbing/jumping 5D+ I KNOWLEDGE ID 
TECHNICAL ID MECHANICAL ID PERCEP
TION ID+I: Investigation 2D+2, search 4D+l. 
Force Points: 1. Natural Tools: Scythe-like arms, 
damage value STR+2D.) 

t:.be Bnoon rnot:ben 
As I have mentioned, ilithix eggs are laid by a 

species we call breeders. But these great monsters 
are but mindless lieutenants of a much greater 
master, the Brood Mother. The true Queen of the 
ilithix is an ancient creature that dwells in the 
darkest depths of Hive Peak, the center of the 
ilithix lairs. The Queen resembles a breeder, though 
her jade husk is speckled with colored motes said to 
reflect the different strains she has produced 
through her lesser sisters . 

The Brood Mother is mentally linked to every 
other ilithix in Aden. She can see through their 
eyes, hear through whatever passes for the 
insectoids' ears, and command their murderous 
desires from leagues away. 

The Brood Mother learns about the outside world 
through prey brought to her by roving warriors. If 
she chooses, the Queen can pass on some of a 
victim's powers to future generations of ilithix. She 
does this by devouring the victim and giving birth 
to a new breeder capable of making the new sub
species. It seems the Queen herself takes on certain 
of her victim's abilities as well. 
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The archmages are a good example of the Brood 
Mother's amazing power. Historians ofKyan claim 
that a mage who frequently cast purplish bolts of 
energy ventured into the ilithix lairs and was never 
seen again. Shortly thereafter, the deadly 
archmages appeared. How the Brood Mother does 
this is unknown. I suspect that some price must be 
paid for the power, however; else she would have 
created many more ilithix strains in her millenni
ums-long rule. 

t:be cor<r<apt:ioo o.J= t:be 
Br<oon mot:ber< 

Ilithix have always been dangerous to small 
groups of travelers, but they rarely attacked 
sentients. A few years after the Darkfall, however, 
the ilithix took on a more sinister and aggressive 
nature. 

It is rumored that the brother of Queen Selanna 
ofKyan, N elesh, is responsible for a drastic change 
in the ilithix, at least in part. Though many advised 
against it, Nelesh performed an experiment at the 
Academia Entomologiajust after the Darkfall. He 
tried to instill intelligence into common insects. A 
few deadly subjects were created, and while not 
truly cognizant, did prove far more clever than 
most. When these caused the grisly deaths of sev
eral insectors, senior mages guessed that the 
Darkfall was somehow warping the creatures into 
nocturnals. Selanna ordered the experiments 
stopped. Recent evidence suggests that Nelesh 
continued his experiments elsewhere, perhaps in 
the company of deep dwarves looking for a weapon 
against the surface-worlders. It is possible that 
Nelesh's experiments were all too successful, for 
the Brood Mother suffered a major change shortly 
thereafter. A companion of mine guessed that one 
ofNelesh's experimental subjects escaped and was 
ingested by the Brood Mother, thus granting her 
greater intelligence. This sounds a likely explana
tion, for without true sentience, the Brood Mother 
could not have made the decision to giver her 
ancient soul to the Darkfall. If she has passed this 
trait on to her breeders, it has not manifested itself 
yet. It is likely the Brood Mother will not imbue her 
children with intelligence since that might jeopar
dize her complete dominance of their minds. 

Whether or not the theory of Nelesh's folly is 
true, the ilithix have developed a taste for flesh. 
They now raid the Kyanite hives with alarming 
frequency. I have heard horrible tales of men and 
women being chased through the warrens of 
Crichton by hungry ilithix. The Home Guard has so 
far been able to repel the insectoids attacks, but at 
great cost. 

• The World of Aden • 

The deep dwarves live in the cavernous 
mountains of North Wall. There they fend off 
subterranean nocturnals and occasionally make 
forays against their hated brothers at Top of the 
World. Deep dwarves are intolerant oflight. In fact, 
they believe that the sun is a god. Accordingly, they 
equate the surface world as a god's realm, and 
think that it is a blasphemy for mortals to live 
there. There are obvious holes in their logic. For 
instance, ifliving in the realm of the sun-god is so 
terrible, why doesn't the deity strike down those 
who do? Such gaps in the deep dwarves' theology 
have led many to defect into the surface world 
where they are welcomed with the open but occa
sionally suspicious arms of Top of the Worlders. 

It is quite possible that the deep dwarves would 
relinquish their antiquated beliefs were it not for 
Adolwys the Belligerent (pronounced A-dol-wice). 
Adolwys is a mad theocrat who continually incites 
his fanatic legions to war with the surface dwellers. 
Captured deep dwarves swear that Adolwys has 
fantastic powers and abilities far beyond those of 
their greatest sorcerers, a fact that many believe 
mark him as corrupted. 

Adolwys rules from Kar-Unter, or the "under 
fortress." It is curious that they call this place the 
"under"tortress, for is that not conceding that they 
live "below" the normal world? I assume that other 
cities deeper in the underearth are not so ironically 
named. Kar-Unter is a relatively recent outpost, 
perhaps only two hundred years old. I have no idea 
if the rest of the deep dwarven society is as simi
larly paranoid, for no one has made contact with 
deeper communities and returned to tell the tale. 

st:annai<nneep 
n wai<.f= wa1<1<io1< 

AGILITYS 
Dodge 9, melee combat 10, melee parry 10, 
stealth 10 
DEXTERITY S 
Missile weapons 10 
ENDURANCE IO 
STRENGTH9 
TOUGHNESS 10 
INTELLECT7 
Perception 8, science: engineering 11, trick 10 
MIND7 
CONFIDENCE 8 
Intimidation 10 
CHARISMA6 
Taunt 8 
Life Points: 1-5 
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Equipment: Deep 
dwarves usually carry 

picks (STR+5/14) and wear 
chain mail armor (TOU+4/14). A 

few have learned to use firearms in the last 
few decades, but most still rely on various size 

crossbows for ranged attacks. 
(Standard Deep Dwarf Warrior (D6): DEX

TERITY 2D+2: Dodge 3D, melee combat 3D+l, 
melee parry 3D+l, missile weapons 3D+l 
STRENGTH3D+1KNOWLEDGE2D+l:Intimi
dation 3D+ 1TECHNICAL2D+ 1 MECHANICAL 
2D+l: Engineering 3D+2 PERCEPTION 2D+l: 
Con 3D+l, investigation 2D+2, sneak 3D+l, taunt 
2D+2. Force Points: 1-5. Equipment: Picks, 
damage value STR+ 1D+2; chain mail, armor value 
+lD+l.) 

anoLw&'s 
The deluded Adolwys sees Drummel as the 

leader of the blasphemous surface-dwellers. It was 
Adolwys who persuaded a tunnel vampire to infect 
Drummel's wife a few years ago. I learned this from 
a defecting Deep Dwarf some months ago. I cannot 
share the knowledge with Governor Drummel, 
however. Should he learn that Adolwys caused his 
grief, he will mobilize his army for a strike into the 
underearth, an expedition that would only distract 
us from our war against the nocturnals. 

naga UJan.n.ens 
Nagas are intelligent creatures with the arms 

and torsos of humanoids and the heads and coils of 
snakes. They have a natural inclination towards 
dark sorcery, but as a whole cannot tolerate ma
chinery or mechamagic. 

The greatest congregation of nagas lives in a 
series of warrens deep in the Fangs, a range of 
small mountains north of Tirrian's Eye. The snake
people are known for their cruel streaks, but only 
after the Darkfall did most of them truly turn to 
evil. 

A great number of nagas were united by a cor
rupted snake-ferran who now calls himself Mamba. 
How he managed this is a mystery, for his serpen
tine heritage granted him no special favor. Regard
less, Mamba razed Longou, his former home, and 
led the victorious army of serpents to a new home
land in the Fangs. It is rumored that some of Lord 
Urbane's Iron Guards have slipped into Arasteen 

and raided the nagas's eggs. What their purpose 
could be I cannot say, but I suspect Urbane is 

attempting to hatch the eggs and create an 
army of nagas loyal to himself. 

st:ar:iOar:in naga 
AGILITY 12 
Acrobatics 14, dodge 14, maneuver 14, melee 
combat 15, melee parry 14, running 14, stealth 
15, unarmed combat 14, unarmed parry 14 
DEXTERITYS 
Missile weapons 11 
ENDURANCES 
STRENGTHS 
TOUGiiNESS9 
INTELLECT9 
Apportation 12, deduction 10, perception 11, 
tracking 10, trick 12 
MIND9 
Conjuration 10, hypnotism 10 
CONFIDENCE 11 
Alteration 12, interrogation 13, intimidation 13, 
willpower 13 
CHARISMA7 
Summoning 10, taunt 10 
Life Points: 1- 5 
Equipment: Nagas rarely wear armor. They 

arm themselves with barbed swords (STR+6/14) 
and long bows (STR+6/14, range 3- 25/75/150/300.) 
The bite of a naga has a damage value ofSTR+2/10. 
A character who takes at least 3 result points of 
damage must make an Endurance total of 15 or 
more or die in 1-10 rounds. 

(Standard Naga (D6): DEXTERITY 3D+l: 
Acrobatics 4D+2, brawling parry 4D+ 2, dodge 4D+ 2, 
maneuver 4D+2, melee combat 5D, melee parry 
4D+2, missile weapons 3D+2, running 4D+2 
STRENGTH 2D+2: Brawling 4D+2 KNOWL
EDGE 3D: Alteration 4D, apportation 4D, conju
ration 3D+2, hypnotism 3D+l, intimidation 4D+l, 
summoning 3D+ 1, willpower 4D+ 1 TECHNICAL 
3D MECHANICAL 3D PERCEPTION 3D: Con 
4D, interrogation 4D+ 1, investigation 3D+2, search 
3D+l , sneak 5D, taunt 3D+l. Force Points: 1-5. 
Equipment: Barbed sword, damage value 
STR+2D; long bow, damage value STR+2D; bite, 
damage value STR+2.) 

neUJ colarnBeN 
High in South Wall is a small enclave of"disen

chanted free-thinkers," as they call themselves. 
The rest ofus call them the Wind Riders of Blustery 
Gorge. Their leader is a human named Frey, a 
former philosopher and mage of Columbey before it 
became Urbana. He and several others opposed 
Lord Urbane's ascension to power, though it soon 
became clear that they would not live to see their 
old age if they remained in the kingdom. After an 
arduous march across the outlands, Frey and his 
companions found a secluded niche high in the 
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mountains of South 
Wall. They call their 

settlement"NewColumbey" 
which I understand has caused 

their Urbanan neighbors to show them little 
sympathy. 
. New Columbey was founded eight years ago . 

Smee then, Frey's eclectic community has attracted 
radical thinkers from all over Aden. A few of these 
fellows invented a contraption called a wind-rider 
a d~vice capable of carrying a man through the ai; 
as if he were a gliding bird. A few years' worth of 
research, and a few broken arms later, the inven
tors added magical "lifts" to the gliders- levitation 
and wind conjuration spells focused into flaps con
trolled by the pilots via levers. The gliders are 
fantastic creations. I have ridden them twice and 
cannot recall a more exhilarating experience than 
flying thousands of feet above the rugged canyons 
of Blustery Gorge! 

(The gliders used by the Columbeyans can move 
up to 30 mph, have a Toughness of 8, a maneuver 
rating of +2, and can carry a single passenger. 
These contraptions rely upon the intense winds of 
the Wall, and so function at half speed outside this 
area.) 

Some of Frey's admittedly radical companions 
have occasionally come into conflict with visitors 
from Urbana as well as Kyan. While the two states 
are on generally good terms, the Swarm has been 
known to skirmish playfully with any Wind Riders 
they happen by in the canyon's slipstream. 

st:annaR'O ".J=Ree 
t:bfnkeR" 

AGILITYS 
Clim?ing ~O, beast riding: giant birds 9, dodge 9, 
long Jumpmg 10, mechanical maneuver: glider 
11 
DEXTERITYS 
Fire combat 11 
ENDURANCE7 
STRENGTH7 
TOUGHNESSS 
INTELLECTS 
J?eduction_ 10, divination 10, first aid 10, percep
tion 10, science: mechanisms 10 
MINDS 
Scholar: philosophy 10 
CONFIDENCE 7 
Survival: mountains 9 
CHARISMA7 

Charm 8, persuasion 10 
Life Points: 3-6 

Equipment: Free thinkers are fond 
of muskets (damage value 19, range 3-

10/40/80/150) and spears (damage value STR+6/ 
13). Few wear more than leather armor (TOU+2/ 
10). 

(Standard "Free Thinker" (D6): DEXTER- · 
ITY2D+2: Dodge 3D, firearms 3D+2 STRENGTH 
2D+l: Climbing/jumping 3D+l KNOWLEDGE 
2D+2: Divination 3D+ 1, philosophy 3D+ 1, survival 
3D TECHNICAL 2D+2: First aid 3D+l ME
~HANICAL 2D+2: Beast riding 3D, glider opera
tion 3D+2, mechanisms 3D+l PERCEPTION 
2_D+l: Charm 2D+2, investigation 3D+l, persua
sion 3D+ 1, search 3D+ 1. Force Points: 3-6. Equip
ment: Musket, damage value 4D+2; spear, dam
age value STR+2D.) 

plains t<Ol:Et<S 
The Badlands of the northern Sundered Desert 

eventually turn into the scrub plains of the Veldt in 
the east. Drainage from the High Steppes makes 
this region less arid and therefore more tolerable 
for the nomads who dwell within it. Almost all of 
the "Plains Rovers" are horsemen, most likely de
scended from the steppe raiders of the north. The 
main difference between these nomads and most 
others is their adaptation of the musket. Plains 
Rovers raise fast ponies and trade them to Y zeem 
for muskets. In battle, they use the mobility of their 
horses and their accurate firearms to pick off 
nocturnals that wander too close to the rest of their 
tribe. Most believe the Plains Rovers will use these 
same tactics should the Rhanate's troops wander 
into their land. 

st:an'OaR'O plains 
ROV0R 

AGILITYU 
Beast riding: horse 14, maneuver 13, melee 
combat 13, melee parry 12, stealth 12 
DEXTERITY9 
Fire combat 12 
ENDURANCES 
STRENGTHS 
TOUGHNESS9 
INTELLECT7 
Perception 8, tracking 10, trick 10 
MIND7 
CONFIDENCE 9 
Intimidation 11, survival: plains 13 
CHARISMAS 
Persuasion 10, taunt 10 
Life Points: 3-5 
Equipment: Leather armor, armor value 

TOU+2/ll; muskets, damage value 19, range 3-10/ 
40/80/150; short swords, damage STR+4/12 
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(Standard Plains Rover (D6): DEXTERITY 
2D+2: Firearms 4D, maneuver 4D+l, melee com
bat 4D+l, melee parry 4D STRENGTH 2D+2 
KNOWLEDGE: 2D+l: Intimidation 3D+2, sur
vival 4D+ 1 TECHNICAL 2D+l MECHANICAL 
2D+ 1: Beast riding 4D+2 PERCEPTION 3D: Con 
3D+ 1, investigation 3D+ 1, persuasion 3D+ 1, search 
3D+l , sneak 4D, taunt 3D+l. Force Points: 3- 5. 
Equipment: Leather armor, armor value +2; mus
ket, damage value 4D+2; short sword, damage 
value STR+ ID+ 1.) 

sLana 
The only group insane enough to live in the 

Spike Fens is called the Outcasts by their neigh
bors in Kyan and Urbana. What they call them
selves I've no idea, but the name of their only 
settlement is, appropriately "Sludj." I do not know 
the origin of the spelling, but its derogatory mean
ing is obvious. 

Many of the Outcasts are corrupted, which prob
ably explains how the community has survived 
against the overwhelming evil that surrounds them. 
This does not mean that the Spike Fen's nocturnals 
are their allies, however. A quick look at the pa
thetic Outcasts' ramshackle tree-houses and the 
vine-ways between them will tell you that they fear 
most everything that slithers in the swamp below. 

st:annai<n oat:cast: 
AGILITY9 
Dodge 10, maneuver 10, melee combat 10, stealth 
12, swimming 11, unarmed combat 11, unarmed 
parry 11 
DEXTERITY7 
Thrown weapons 10 
ENDURANCE7 
STRENGTH7 
TOUGHNESSS 
INTELLECT S 
Camouflage 8, perception 8, tracking 8, trick 9 
MIND 4 
CONFIDENCE 6 
Survival: swamp 10 
CHARISMA3 
Life Points: 1- 4 
Equipment: Crude spears, damage value 

STR+4/11 
(Standard Outcast (D6): DEXTERITY 2D+2: 

Brawling parry 3D+2, dodge 3D+l, melee combat 
3D+l, thrown weapons 3D+l STRENGTH 2D+l: 
Brawling 3D+2, swimming 3D+2 KNOWLEDGE 
1D+2: Survival 3D+l TECHNICAL 1D+2 ME
CHANICAL l D+l PERCEPTION 1D+2: Con 
3D, hide 2D+2, investigation 2D+2, search 2D+2, 
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sneak 4D. Force Points: 
1-4. Equipment: Spears, 
damage value STR+lD+l. 

tbe 
sLan.gftbfan 

a.Jan.n.ens 
The slurgithians (pronounced slur-jith-ee-ans) 

are an intelligent race of freshwater aquatic crea
tures. They live beneath the crystal clear waters of 
Tirrian's Eye in a maze of vertical and horizontal 
tunnels. 

The slurgithians were caught at an awkward 
evolutionary moment by the Darkfall. They have 
their own language and are adept with water
based spells and simple machinery, but are basi
cally a primitive people. Their favorite weapon is 
the gig, which is basically a trident with a smaller 
fork. They use these to catch the gigantic fish that 
live in Tirrian's Eye, and occasionally, to attack 
men and women who enter their domain. The latter 
stems from a fierce and inbred sense of territorialism 
which only a few have seemed able to overcome. 

Not long ago, loggers at the outpost of Sutter's 
Ramp began to be attacked by the fish-men as they 
hauled crystal-wood logs from the water. Since the 
two races had never fought before, the Radiant 
Order was called in to settle the matter. I was the 
first to arrive, and decided to venture into the 
tunnels to decide ifthe fish-men were friend or foe. 
With the aid of a water-breathing spell, I entered 
the tunnels and encountered slurgithian guards. I 
asked them why they had suddenly turned on the 
men above, and they said that it was because of the 
silt-hunter. Of course I had no idea what kind of 
creature they were talking about, so the guards 
took me to their Spawn-Mother. This being was a 
gigantic, bloated slurgithian lying amongst a cham
ber of floating egg-pods. In no uncertain terms, she 
told me that a giant and aggressive flesh-eater had 
been let into the lake by the loggers above. I told her 
that it had not been an intentional act, but the 
Spawn-Mother didn't seem to care. She only knew 
that we had brought the thing into her realm, and 
that several of her children had died for it. Whether 
we had done so intentionally or not was of little 
consequence. It seemed there was only one thing 
left for me to do. 

I told the Spawn-Mother to grant me an hour's 
clemency and I would bring her the head of the 
thing. She agreed, and even sent along 
several of her children to aid me in my 
quest. We searched the reefs and multi-
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colored kelp beds for 
three-quarters of an hour, 

but had no luck finding the 
mysterious predator. Finally, I 

struck upon an idea. I knew that sharks in the 
Green Sea could smell blood hundreds of meters 

away. Perhaps this man-eater had similar abili
ties. I cut a thin line into my arm with Evanor and 
waited. To my horror, the silty floor beneath me 
began to move! A giant, flat nocturnal with a broad 
mouth filled with razor-sharp teeth undulated to
ward me and my slurgithian escort! The thing was 
fast despite its huge size, and one of my companions 
suffered greatly before the rest of us were able to 
bring the beast down. 

As I promised, the Spawn-Mother received the 
creature's grotesque head. The slurgithians have 
been uneasy allies with the men of Sutter's Ramp 
ever since. 

st:aanai<n 
slai<git:biaa 

AGILITYS 
Beast riding: giant fish 10, dodge 10, maneuver 
10, melee combat 11, melee parry 10 
DEXTERITYS 
Thrown weapons 9 
ENDURANCES 
STRENGTHS 
TOUGHNESS9 
INTELLECT4 
Perception 8 
MIND4 
CONFIDENCE 10 
Intimidation 12, survival: aquatic 13, willpower 
11 
CHARISMA3 
Life Points: 2- 5 
Equipment: Gig, damage value STR+4/12 
(Standard Slurgithian: DEXTERITY 2D+2: 

Dodge 3D+ 1, maneuver 3D+ 1, melee combat 3D+2, 
melee parry 3D+l, thrown weapons 3D 
STRENGTH 2D+2 KNOWLEDGE lD+ 1: Intimi
dation 4D, survival 4D+ 1, willpower 3D+2 TECH
NICAL lD+ 1 MECHANICAL lD+ 1: Beast riding 
3D+l PERCEPTION 2D+l. Force Points: 2-5. 
Equipment: Gig, damage value STR+lD+l.) 

snou:rnans 
Snowmads are a loose collection of exiled 
warbands that live in the Ice Wastes. A few are 

ferrans with tolerance for the extreme cold, 
but most are criminals exiled from Ionara. 

Mortals cannot live for extended peri-

ods in the Ice Wastes, so the snowmads have 
gathered around the few hearth stones stolen frem 
the citizens of the Ice Queen. Hearth stones are 
scarce, so snowmads tend to live in communal 
caves where they can share the precious heat. 

I know of at least two separate clans within the 
collective population called the snowmad: the Leop
ards and Berig's Marauders, both led by corrupted 
madmen. 

"tbe Leopan.n clan 
The snowmads of the Leopard Clan are a primi

tive and savage lot. They choose to wear skins and 
pelts of snow leopards and use tools and weapons 
made from their razor-sharp claws. Some have spears 
made from whale bone or carry stolen weapons, but 
the latter are not common. All of the Leopards are 
relatively young warriors or shamans. Those who 
cannot contribute to hunting or fighting are usually 
sent off into the Ice Wastes to die. It is a harsh 
practice, but I suppose the scarcity of food and heat 
sources demands such brutal decisions. 

The leader of the Leopard Clan is an ursax
ferran known as Gnasher. His giant claws and 
powerful jaws have been enhanced by his service to 
the Darkfall, and I am told that it turned his white 
coat as black as coal. 

Ben.ig·s rnan.aanen.s 
Berig's Marauders are slightly more "civilized" 

than the Leopard Clan. They have several hearth 
stones within their complex, allowing them to gather 
more than five hundred thieves, cutthroats, and 
pirates. Berig is a dwarf, as are some of his closest 
companions. Their skill in smithing has allowed 
the Marauders to manufacture a small flotilla of 
ships, sleighs, weapons, and armor. Rumor has it 
that their home rests on a deep vein of iron, and 
possibly even manite. 

The Marauders detest the Ionarans who exiled 
them. Berig himself was a captain in Queen 
Kryanix's navy once, but was dismissed and exiled 
for reasons that remain unclear. The dwarven 
raider has since sworn to set Ionara to the torch. 
There are rumors that he has forged an alliance 
with the other clans and will soon stage an assault 
on his former home. 

st:aanai<n snowman 
AGILITYS 
Dodge 9, melee combat 10, unarmed combat 9 
DEXTERITYS 
Fire combat 9, missile weapons 9 
ENDURANCES 
STRENGTHS 
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TOUGHNESS9 
INTELLECT7 
Perception 8, tracking 9, trick 10 
MIND7 
CONFIDENCE 6 
CHARISMA6 
Taunts 
Life Points: 1-3 
Equipment: Snowmads use a variety of crude 

weapons, most of which do one or two points less 
damage than normal. Snowmads wear several lay
ers of thick hides that acts as armor value TOU+3/ 
12. A few are spell-casters as well. 

(Standard Snowmad (D6): DEXTERITY 
2D+2: Dodge 30, firearms 30, melee combat 30+ 1, 
missile weapons 30 STRENGTH 2D+2: Brawling 
3D KNOWLEDGE 2D+l TECHNICAL 2D+l 
MECHANICAL 2D+l PERCEPTION 2D: Con 
3D+l , investigation 2D+2, search 30 , taunt 20+2. 
Force Points: 1-3. Equipment: Hides, armor 
value +lD.) 

~ains 
Not every village or city in Aden survived the 

Darkfall. In fact, most did not. Countless treasures 
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and forgotten artifacts lie strewn about these ru
ins, but if you should think of scavenging, I beg you 
reconsider. The dark rubble and black husks of 
buildings hide creatures beyond your wildest 
imaginings and deepest fears. Only if you have dire 
need of some particular item lost in these forlorn 
places should you attempt to enter. 

Sadly, there are far too many ruined settlements 
for me to detail. Here are a few I have visited or feel 
are important to the chronicle of the Darkfall. 

Br:iisk st:at:ion 
Ore from the Charred Peaks used to be carted 

down to the Red River and put on barges at Brisk 
Station. From there the barge train would float 
downstream to Camden where they were finally 
dispatched to Arasteen or the far east. Lord Urbane 
ordered Brisk Station to be protected after the 
Darkfall but his army arrived too late. Rock trolls 
led by scheming nocturnals overran the place and 
massacred the few defenders. 

Besides the fortress and grounds of the town, 
a deep mine had recently been opened at Brisk 
Station. Now the area and the tunnels 
beneath are filled with hideous ghouls, 
shadow lurkers, perimen, and other 
nocturnals. 
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Longoa 
Pronounced "lon-joo," this small city fell a year 

after the Darkfall. The former governor of the city 
is a ferran with the lower torso, eyes, and fangs of 
a snake. The Darkfall must have tempted him to 
change his allegiance by somehow offering him 
control of the nagas that had sacked Norton the 
year before. The governor consented, renamed him
self Mamba, and vanished into the Fangs where it 
was rumored the nagas had established a new 
warren. With the power of the Darkfall behind him, 
he was able to best the nagas' champions and 
declare himself their master. 

When Mamba returned to Longou, his intricate 
knowledge of the city's defenses allowed him and 
his new followers to overrun it within hours. I am 
told that those who did not die in the fighting were 
paralyzed and lay in the smoldering streets for 
days, helplessly waiting to be eaten alive by the 
terrible nagas. After that victory, the nagas seem to 
have accepted Mamba as one of their own. 

Now the blackened city ofLongou is but a breed
ing ground for undead, many of them nagas. Fan
tastic treasures can be bought in the forsaken city, 
but the price is always in blood. 

noRt:on 
Norton was formerly the center of Arasteen's 

fishing industry. Now giant trawlers and harpoon 
ships lie half sunk in its rotting ports. The streets 
and buildings of the inland have become a spawn
ing ground for creatures too horrible to describe. 

Survivors of Norton's fall say that it was as
saulted by crab-like beings from the sea and nagas 
from the land. Each group was bent on destroying 
Norton, but were really only successful because of 
their combined, but coincidental, assault. 

Arasteen's first iron-bottomed warship, the Be
hemoth, designed by Farrup of Redbeach, was 
scuttled when the city fell. With some work, the 
ship might be raised and taken to Sea Reach for 
refitting as a sky-ship. 
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t:be 
cbapeL 
Of: SORROW 

My first visit to the haunted ruins of Norton 
was in search of the Dagger of Evisceration, a 
deadly device which I had heard Salicious the 
Infernal, a corrupted mage noted for his mastery of 
fire magics, was also looking for. I wanted to keep 
it from his evil hands, and so we met in the Chapel 
of Sorrow where the dagger was said to lie. 

Salicious opened our fight with a deadly blast of 
super-heated lava. I countered with a scathing bolt 
of light. After a few such exchanges, we were both 
ready to close with honest steel. But just as my 
blade, Evanor, struck against his flaming axe, a 
band of skull-crackers burst into the chapel. 

In such a dire position, Salicious and I were 
forced to fight together. His burning steel and my 
Evanor made bloody work of the screaming crea
tures, and soon they were limping back through the 
shattered windows of the Chapel of Sorrow. 
Salicious and I instantly resumed our battle. Since 
I am writing this account, I will leave you to 
surmise how our fight ended. 

Regoi<i<a 
Perhaps the most enlightened city in Aden was 

the first to fall to the forces of the Darkfall. Regorra 
was home to the Celestial College of Aramyst. 
During the eclipse that heralded the Darkfall, the 
entire city burst into flame. The fire did not stop at 
the city's borders. It soon spread up the coast to 
Lora and south to Merea. The inferno was so hot it 
even reached into the Ocean of Serenity, turning 
the normally tranquil waters into a bubbling caul
dron. The Conflagration, as it has come to be called, 
continues to burn to this day. No one knows how or 
why, but the ruins ofRegorra still stand within the 
heart of this magical inferno. 

Those who have found a way to visit the sizzling 
city claim that Regorra's buildings are scorched but 
relatively intact, and that most of its treasures 
remain. I suspect the magical flames are designed 
to broil flesh and not material, thus luring more 
hapless adventurers into the Conflagration's deadly 
embrace. 
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Magic is critical to most of Aden's civilizations. Almost every village has a 
"hedge wizard" who can cast a number of useful spells for their neighbors, a 
healer who can magically cure common wounds and ailments, and a few other 
folks who know a handful of sorcerous skills. These individuals are not feared or 
held in particular esteem for their talent, but more often for their actual deeds. 
Knights of the Radiant Order, for example, are respected most everywhere, not 
for their ability to cast spells, but because of their compassion and dedication to 
using their spells to help others. 

That said, the study of magic is a difficult endeavor. True sorcerers - those 
with more than a smattering of spells that function only half the time - spend 
most of their lives pursuing the secrets of magic. 

There are five basic magical skills in the world of Aden: alteration, 
apportation, conjuration, divination, and summoning. All spells use at least 
one of these skills in their casting. 

Alteration (Confidence): Alteration is the skill of change. A sorcerer 
uses his alteration ability to change a person or object's basic structure, 
nature, or form. 

Apportation (Intellect): Apportation is used to produce movement or 
mobility. Most offensive spells are based on the principles of apportation. 

Conjuration (Mind): The use of a conjuration spell creates something 
from nothing. Sorcery that causes materials to appear out of thin air or 
imbues life into an inanimate object are all examples of conjuration. 

Divination (Intellect): For reasons still unknown to this day, whatever 
sinister powers lurk behind the Darkfall consumed all of Aden's true seers. 
Some say it was mere chance that the world's few true visionaries fell along 
with thousands of other Adenites- but if this is true, others point out, why 
did the seers not see the coming of the Darkfall itself? At any rate, all of the 
great divination spells have been lost. Those that remain are still useful, 
but the future now comes one day at a time to the world of Aden. 

Summoning (Charisma): A summoner does not create matter or 
energy, he simply transfers it from one place to another. 

• The World of Aden • 



Arcane knowledges and the five magical skills 
form the basic building blocks of spells. To learn 
any enchantment, a sorcerer must first know 
the skill and arcane knowledge that make up 
the spell. 

The 12 basic arcane knowledges are well 
known by all of Aden's mages. In recent centu
ries, however, mages have specialized in two 
particular arcane knowledges to create two en
tirely new "schools" of magic. These schools, 
insect sorcery and mechamagic, are actually no 
different from old magic, however: insect is 
simply a specialization of the animal arcane 
know ledge and metal is a specialization of earth. 
These two specializations are much more diffi
cult to learn than broader arcane knowledges 
which have millennia of previous research and 
experimentation, however. Those who study 
these relatively obscure specializations are 
called insect sorcerers and mechamages be
cause their pursuits take up so much of their 
time that other spells and arcane know ledges
so called old magic - must often be ignored. 
This does not mean that these mages do not cast 
spells generally associated with "old magic." In 
fact, most insect sorcerers and mechamages, by 
the very nature of their dedication to magical 
pursuits, are often masters of many arcane 
knowledges. 

Arcane Specializations: Animal: insect, 
and earth: metal, are bought as if they were 
trained skills - meaning they are twice as 
expensive to improve as all other arcane 
knowledges. 

Each of the 12 arcane knowledges, and what 
they represent to a spell-caster, are explained 
below. 

Air: The winds, clouds, rain, and storms are 
the subject of the arcane knowledge of air. 

Animal: Natural creatures of animal intelli
gence are targeted by the this arcane knowl
edge. A specific specialization, insects, is used 
in the school of magic called "insect sorcery." 
Note that the magical forces of Aden treat 
spiders as insects as well. 

Darkness: Night, shadow, and the power of 
magical darkness are produced through the use 
of this arcane knowledge. 
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Death: Those who study this arcane knowl
edge too adamantly are often considered evil by 
their peers. Whether death is necessarily tainted 
with evil or the stigmata is purely societal is not 
known. It is certainly true that sorcerers who 
delve too deeply into its study are often cor
rupted by the Darkfall, but again, this may also 
be a side-effect of being shunned by "more en
lightened" mages. Fairly or unfairly, many of 
Aden's orders and sorcerous guilds ban mem
bers with extensive knowledge of death. 

Earth: Stone, dirt, gems, metal, and all that 
comes from the land are affected by earth. The 
specialization used by mechamages in the en
chantment of their infernal contraptions is 
metal. 

Entity: As a general rule of thumb, creatures 
that aren't animals or folk are considered enti
ties. Will o' the wisps, faeries, and nocturnals 
are all affected by the entity arcane knowledge. 

Fire: The arcane knowledge of fire fuels the 
most destructive spells. For obvious reasons, it 
is the knowledge most chosen by young mages 
yearning for vengeance against the nocturnals. 

Folk: All intelligent life, from humans to 
trolls, are considered folk. Spells which use this 
arcane knowledge typically affect a sentient 
being's form or life functions. 

Light: The power of the sun and all other 
sources of illumination is the subject of this 
arcane knowledge. 

Magic: The study of magical forces and meth
ods with which to harness it. Those who concen
trate heavily on this arcane knowledge are 
archetypical "wizards," hiding themselves away 
in lonely towers where the raw power they 
tamper with can do little harm to those around 
them. 

Plant: This arcane know ledge affects flora in 
all its forms, including intelligent and carnivo
rous plants. Plants created by the Darkfall, 
however, are considered entities. 

Wate r : Water is a tricky arcane knowledge. 
It is at once gentle and forceful, cautious and 
extreme, lethargic and dynamic. Spells of heal
ing are created from the arcane knowledge of 
water, as are deadly attacks that steal the water 
from one's very blood. 
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~ng 
a a.Jizai<n 

Casting spells in the World of Aden is some
whatdifferentfrom other Master Book settings. Here, 
the power of magic is common and most anyone 
can cast spells if they have the desire and commit
ment. 

Players who wish to create wizard charac-
ters must purchase magical skills and 
arcane knowledges. The five magical 
skills (alteration, apportation, con
juration, divination, and summon-
ing) are bought just like any other 
skills. Arcane knowledges are 
purchased in the same manner 
as adds, though they do not 
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actually add to any existing skill until they are 
used. As with all initial skills, no more than three 
skill adds may be purchased during character cre-

ation. Most arcane knowledges do not 
have specializations. Characters may 
purchase specializations for those that 
do (animal (insect) and earth (metal)) 
normally . 

Once a player has chosen his mage's 
skills and arcane knowledges, he must 

select his starting spells. A character 
may not have spells he cannot cast (he 
must have the necessary skill and arcane 
knowledge to do so.) He may choose a 
number of spells equal to the number of 
skill points he placed in sorcerous skills 
and arcane knowledges. Thus a charac
ter who placed three adds in divination, 
two in folk, and one in death, could choose 
up to six spells. 

During play, a character may learn a 
new spell if he has the necessary skill 
and arcane knowledge. This costs one 
character point. 

cast:ing spells 
To cast a spell, a sorcerer must have 

the appropriate magic skill and arcane 
knowledge. He generates a spell skill 
total, then adds his arcane knowledge 
adds to it. If the final figure equals or 
exceeds the spell's difficulty number, the 
cast is successful. Positive result points 
are added to the spell's effect value. 

If the caster fails , apply the number of 
points by which he missed the difficulty num

ber to him as damage. No matter how skilled a 
caster is if double "ls" are rolled, the spell is a 
failure a~d the spellcaster suffers two shock points 
in damage. 

spells 
Below are a few of the most common spells used 

throughout Aden. "Skill" is the magical skill neces
sary to learn and cast the spell, and "Arcane Knowl
edge" is the knowledge needed. "Difficulty Number" 
is the amount that must be equalled or exceeded by 
the caster's spell skill total and arcane knowledge 
adds for the spell to be successful. "Effect Value" is 
the damage or other measure of the spell's effective
ness. "Range" is the distance at which the spell's 
influence ends. "Duration" is how long the spell lasts 
once it is cast. "Cast Time" is a measure of how long 
the spell takes to complete, and includes speed modi
fiers for spells that can be cast in a single round. 
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cornrnanicat:ion 
Skill: Divination 
Arcane Knowledge: Varies (see below) 
Difficulty Number: 15 
Effect Value: 8 
Range: 5 (10 meters) 
Duration: 9 (1 minute) 
Cast Time: 9 (1 minute) 

This spell allows the mage to talk with the 
spirits of earth, metal, fire, water, and air, as well 
as entities, plants, animals, insects, and folk (who 
speak a different language.) The arcane know ledge 
used for the spell must match the type of spirit or 
being spoken to. If successful, the caster may com
municate with the target for one minute. Even 
under magical influence, some spirits and crea
tures have little ability to communicate. An ant, for 
example, will know little more than it must search 
for food, protect the queen, and search for its 
pheromone trail. 

coant:er:ispeLL 
Skill: Alteration 
Arcane Knowledge: Magic 
Difficulty Number: 15 
Effect Value: 15 
Range: 10 (100 meters) 
Duration: Instant 
Cast Time: 1 (One second) 

Counterspell is used to negate enemy offensive 
spells. It is not used to dispel long-term enchant
ments. To counter a spell, the mage needs a spell 
total higher than the enemy spell total, though the 
minimum number for success is 15. If the counter
ing mage wins the contest, the enemy wizard's spell 
is cast, but there is no effect. Countering enemy 
spells is often a contest of speed. If the enemy 
wizard acts before the countering mage, there is 
little the latter can do unless the cast time of the 
wizard's spell allows the mage to act in between the 
time the spell was start ed and the time it will take 
effect. 

coant:er:i poison 
Skill: Alteration 
Arcane Knowledge: Water 
Difficulty Number: 12 
Effect Value: 12 
Range: 0 (touch) 
Duration: Permanent 
Cast Time: 4 (5 seconds) 

This spell negates the effects of poison already 
ingested by a victim. The spell total must be greater 
than the effect value of the poison, with a minimum 
difficulty of 12. 
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Skill: Divination 
Arcane Knowledge: Fire 
Difficulty Number: 15 
Effect Value: 8 
Range: 0 
Duration: Permanent 
Cast Time: 18 (1 hour) 

This spell was developed by mechamages to 
detonate bang sacks and other explosive devices. 
The explosion of the detonate spell itself is rela
tively minor. Affixed to a bag of black powder or 
similar reactant, however, the results can be spec
tacular. 

goLern 
Skill: Conjuration 
Arcane Knowledge: Earth (metal) 
Difficulty Number: 15 
Effect Value: 25 
Range: 0 
Duration: 32 (one month) 
Cast Time: 29 (1 week) 

Creating a golem is an expensive but relatively 
simple process. The caster constructs a golem from 
manite and other materials over the course of a 
week, then recites a few incantations to complete 
what is essentially a scientific ritual. If the spell is 
successful, the golem awakens and will do its 
master's bidding for the next month. Golems are 
not particularly bright creatures, however, so mages 
must give them very explicit instructions. At the 
end of one month, the golem may be reenchanted. 
The cast time is cut to one hour, but all other spell 
requirements remain unchanged. 

st:annaRn f Ron golem 
AGILITY6 
Dodge 7, melee combat 8, unarmed combat 12 
DEXTERITY5 
ENDURANCE!! 
STRENGTHll 
TOUGHNESS 12 (18) 
INTELLECT3 
MIND3 
CONFIDENCE 10 
Intimidation (17) 
CHARISMA6 
Life Points: None 
Equipment: Golems may be equipped however 

the creator sees fit. Many mechamages install 
small storm cannons, internal wheel lock pis-
tols, or even acid sprayers. The statistics 
above are for a standard golem made 
mostly of iron and manite. Much stron-
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ger golems have been 
created, as well as some 

from other materials such as 
straw, glass, clay, wood, and even 

flesh. Obviously, these latter types are not 
the creations of mechamages, so appropriate ar

cane knowledges must be used for each type. 
(Standard Iron Golem (D6): DEXTERITY 

2D: Dodge 2D+ 1, melee combat 2D+2 STRENGTH 
3D+2: Brawling 4D KNOWLEDGE ID: Intimida
tion (5D+2)TECHNICAL ID MECHANICAL lD 

PERCEPTION 2D+2. Force Points: None.) 

beating 
Skill: A lteration 
Arcane Knowledge: Water 
Difficulty Number: 15 
Effect Value: 12 
Range: 0 (touch) 
Duration: Permanent 
Cast Time: 15 (15 minutes) 
This is the basic healing spell used by hedge 

wizards, clerics, and healers all over Aden. A mini
mal success heals all shock and KO, and each success 
level thereafter heals one level of wounding. 

ainx 
Skill: Alteration 
Arcane Knowledge: Earth (metal) 
Difficulty Number: Special 
Effect Value: 12 
Range: 7 (20 meters) 
Duration: 10 (100 seconds) 
Cast Time: 4 (5 seconds) 

• The World of Aden • 



Mechamages developed the jinx spell to cause 
temporary breakdowns in simple machinery made 
mostly of metal. The difficulty of the spell depends 
on the type of mechanical function the mechamage 
is attempting to jinx. Use the chart below as a 
guide: 

Difficulty DN Description 
Simple 8 watch, pulley, firearm 
Average 

Complex 

Intricate 

12 steam boiler , cannon 

15 golem, golemoid implant, 
giant clock, storm cannon 

18 one small part of a larger 
contraption , eyenimal 

Lfgbt: 
Skill: Conjuration 
Arcane Knowledge: Light 
Difficulty Number:: 10 
Effect Value: 0 
Range: 7 (20 meters) 
Duration: 18 ( 1 hour) 
Cast Time: 1 (one second) 

This spell creates a ball of softly glowing light 
encompassing a single item such as a coin, the point 
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of a sword, etc. It illuminates a sphere 20 meters in 
diameter. Light may be cast on a living being as 
well. 

rnana Bolt: 
Skill: Apportation 
Arcane Knowledge: Special 
Difficulty Number: 15 
Effect Value: 15 
Range: 10 (100 meters) 
Duration: Instant 
Cast Time: 4 (5 seconds) 

Mana bolt is a basic magical projectile attack. 
The arcane knowledge required for mana bolt is 
special, as it may be fueled by light, darkness, fire, 
magic, or air. The visible effects always match the 
arcane knowledge, so that a mana bolt powered by 
magic might appear as a streak of green energy, 
while one powered by fire will be a scorching fire
ball. 

rnet:al s t:oRrn 
Skill: Apportation 
Arcane Knowledge: Earth (metal) 
Difficulty Number: 22 
Effect Value: 20 
Range: 9 (60 meters) 
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Dur ation : Instant 
Cast Time: 4 (5 sec

onds) . 

This deadly spell turns metal debris 
into a deadly cone of swirling devastation. The 

metal fragments are not supplied by the spell, so 
there must be an abundance of such debris lying 
about, or the mage may carry small bags of pre
measured metal shards on his person (bullets work 
nicely.) Metal storm affects a cone that is 0.33 
meters wide at the caster's hand and six meters 
wide at its terminus. The range may not be short
ened, so metal storm spells cast inside small, stone 
areas (such as a dungeon) can be deadly to the 
caster and his friends as well as their foes. 

spell BORRieR 
Skill: Conjuration 
Arcan e Knowledge: Magic, earth (metal) 
Difficulty Number : 15 
Effect Value: Special 
Ran ge: 0 (touch) 
Duration: 32 (1 month) 
Cas t Time: 15 (15 minutes) 

Spell barrier is an enchantment used to protect 
mechamagical machinery from jinx spells and the 
like. When a spell barrier is placed on a contrap
tion, the mechamage should write down his spell 
total. This is the number any spell which directly 
affects the contraption must beat to have an effect. 
This does not protect the machinery from mana 

bolts or other magical spells that hurl previously 
conjured energy at the contraption. 

swaRrn 
Skill: Summoning 
Arcane Knowledge: Animal (insect) 
Difficulty Number : 16 
Effect Va lue: 16 
Ra nge: 6 (15 meters) 
Duration: 9 (1 minute) 
Ca st Time: 7 (20 seconds) 

Swarm causes a cloud of insects to appear and 
attack targets within a 10 meter radius from the 
point they appear, which may be up to 15 meters 
distant from the caster. A caster may summon any 
general type of insect, such as bees and hornets, 
ants, or spiders. Insect swarms have no effect on 
undead, intangible, or non-living creatures. 

Hornets, bees, and other stinging or biting in
sects cause one point of shock per round to anyone 
inside the cloud . 

Spiders force every living creature within the 
area of effect to make an Endurance total every 
round. On any total less than 16, the victim's body 
reacts to the spiders' venom, causing two shock and 
+ 1 to the difficulty number of all Dexterity-related 
skill totals. A victim who rolls double "l s" while 
making his or her Endurance total has been bitten 
by a poisonous insect, and will die in ldlO rounds 
unless someone generates a medicine total of 16 or 
casts a counter poison spell. 
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Below are listed some of the creatures you may encounter in the outlands 
between the cities. Those entries I have marked with a single skull are simple 
beasts. They cannot become nocturnals, though they may be under the control of 
one. An entry with two skulls marks a sentient species, whose members may 
become corrupted. You will have to judge any individual you meet on its own 
merits. Creatures listed with three skulls are pure nocturnals, born and bred of 
the Darkfall. If you should see these monstrosities, flee for your life. Or pull your 
sword and end their miserable existence forever. 

Bab am a 

' The mount of choice for Carraway's shepherds is the buhuma. These burly 
beasts are six-legged mammals of a dark blue hue. They look something like giant 
bears or ursax, though their skin is scaly and draped with patches of stringy dark 
hair. Their great claws can shred chain armor and their blunt teeth can crush 
plate mail. Fortunately for the shepherds, the only meat these giants eat is fish 
slapped to shore from Carraway's cold streams. 

Babarna 
AGILITY7 
Running 9, unarmed combat 10 
DEXTERITY4 
ENDURANCE 13 
STRENGTH IS 
TOUGHNESS I5 (I 7) 
INTELLECT3 
Perception 11 
MIND3 
CONFIDENCE 11 
Intimidation 13 
CHARISMA2 
Life Points: None 
Natural Tools: Armor +2/17; teeth STR+2/20; claws STR+3/21. 
(Buhuma (D6): DEXTERITY 2D: Running 3D STRENGTH 5D+I: Brawl

ing KNOWLEDGE ID: Intimidation 4D+ 1 TECHNICAL ID MECHANICAL 
ID PERCEPTION 2D+I: Investigation 3D+2. Force Points: None. Natural 
Tools: Armor, value +2; claws, damage value STR+lD.) 
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cackle~ 

''' Cacklers are pink-skinned, skinny, hordelings 
who laugh incessantly as they bound in for an 
attack. The laugh is intended to unnerve their 
opponents. The Iron Guard, who fight these crea
tures often along the Thunder Trail, attest to the 
distracting nature of the cackler's maniacal laugh
ter. 

Cacklers never strike from ambush. They prefer 
to approach their victims from a distance. That way 
their unnerving laughter has the most effect. 
Cackler hordes suffer greatly from arquebuses and 
archers because of their maniacal tactics, but don't 
seem to mind the sacrifice. 

cacklet< 
AGILITY 12 
Acrobatics 15, climbing 14, dodge 14, long jump
ing 15, maneuver 14, running 13, stealth 14, 
swimming 15, unarmed combat 15, unarmed 
parry 14 
DEXTERITY12 
Thrown weapons 15 
ENDURANCE9 
STRENGTH7 
TOUGHNESS9 
INTELLECTS 
Camouflage 10, perception 11, trick 13 
MIND7 
CONFIDENCE 7 
Intimidation 9, willpower 11 
CHARISMAS 
Taunt15 
Life Points: 1-5 
Natural Tools: Claws STR+l/8. The cackler's 

laugh is reflected by its high taunt skill. A small 
horde (typically 10-100 creatures) cackles con
stantly. This acts as a "many on one" taunt attack 
versus every opponent, who may be affected every 
round. This does not count as a multi-action for the 
cacklers. 

(Cackler (D6): DEXTERITY 4D: Acrobatics 
5D, brawling parry 4D+2, dodge 4D+2, maneuver 
4D+2, running 4D+l, thrown weapons 5D 
STRENGTH 2D+2: Brawling 5D, climbing/jump
ing 5D, swimming 5D KNOWLEDGE 2D+2: In
timidation 3D, willpower 3D+2 TECHNICAL 2D+ 1 
MECHANICAL2D+ 1PERCEPTION2D+2: Con 
4D+l, hide 3D+l, investigation 3D+2, taunt 5D. 
Force Points: 1- 5. Natural Tools: Claws, dam
age value STR+ 1.) 

• The World of Aden • 

n~agon 

'' True dragons are creatures that I shudder to 
write of. They are perhaps the oldest and wisest 
creatures in all of Aden. Many of the dragons were 
ancient when the dwarves first emerged from North 
Wall! Their size is not to be believed - a full-grown 
jurak is perhaps as large as a dragon's claw. I know 
of only three dragons currently living in Aden. One 
is Balustrus, who lives in a mammoth crag high in 
North Wall. Another is Vesuvix, who lives deep in 
the Skar. The last is Shosa, a silver-skinned dragon 
who lives in the volcanoes ofVanora. So far, none of 
the dragons seem corrupted by the Darkfall. If this 
should change, I wonder if even the combined 
power of all the nations could stop these massive 
titans. 

Balast:i:ias 
AGILITY 11 
Climbing 13, dodge 13, flight 14, unarmed com
bat 20, unarmed parry 16 
DEXTERITY5 
Missile weapons 16 
ENDURANCE 42 
STRENGTH45 
TOUGHNESS 32 (40) 
INTELLECT 18 
Apportation 22, deduction 22, divination 21, 
navigation 20, perception 22, tracking 19, trick 
22 
MIND 17 
Conjuration 19, language 19, scholar: Darkfall 
18, scholar: Aden lore 22 
CONFIDENCE 15 
Alteration 18, intimidation 20, willpower 22 
CHARISMA14 
Summoning 18, taunt 15 
Life Points: 10 
Natural Tools: Armor, value +8/40; teeth, dam

age value STR+ 15/60; claws, damage value STR+ 10/ 
55; fiery breath, damage value 50, range 0-100/ 
200/300/400. 

(Balustrus (D6): DEXTERITY 2D+2: Brawl
ing parry 5D+l, dodge 4D+l, flight 4D+2, missile 
weapons 5D+l STRENGTH 5D: Brawling 6D+2* 
(see note) KNOWLEDGE 3D+l: Aden lore 7D+l, 
alteration 6D, apportation 7D+ 1, conjuration 6D+ 1, 
Darkfall 6D, divination 7D, intimidation 6D+2, 
languages 6D+l, navigation 6D+2, summoning 
6D,willpower7D+l TECHNICAL3D+1ME
CHANICAL 5D+2 PERCEPTION 5D: 
Con 7D+l, investigation 7D+l, search 
7D+l, taunt 5D. Note: Owing to his 
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large mass, Balustrus 
receives +9D to resist 

damage, +9D for purposes of 
lifting, and +9D to brawling dam

age. Force Points: 10. Natural Tools: 
Armor, +2D+2; teeth, damage value STR+5D; 

claws, damage value STR+3D+ I; fiery breath, dam
age value I6+2.) 

nRagonet: 

'' Dragonets are mere larva compared to true 
dragons, yet they are still as large as a house. The 
Wall, Skar, the Fangs, the Mother Mountains, and 
the Charred Peaks are all known to house their 
lairs. There are many different types, each catego
rized by color or some peculiar trait. All dragonets 
have some sort of breath weapon. Red dragonets 
breath fire, storm dragonets breath bolts of light
ning, and lake dragonets are able to spew forth 
acidic bile, for example. 

Unfortunately, dragonets have quick tempers, 
causing many of them to ally themselves with the 
Darkfall. Creatures of such power are rarely re
fused, so be wary should you spy one from a dis
tance. If you should meet a dragonet up close, I 
suggest you find a way to escape at the earliest 
opportunity. And if you should ever fight a drago
net, I encourage you to kill it then and there. These 
vengeful reptiles have long memories. 

nn.agonet: 
AGILITY 10 
Climbing I3, dodge 11, unarmed combat I7, 
unarmed parry I2 
DEXTERITY5 
Missile weapon I3 
ENDURANCE 14 
STRENGTH 19 
TOUGHNESS 16 (24) 
INTELLECT7 
Camouflage IO, deduction IO, perception I2, 
tracking 9, trick IO 
MIND6 
CONFIDENCE I4 
Intimidation I6, willpower I5 
CHARISMA4 
Life Points: 6-8 
Natural Tools: Armor, value +8/24; teeth, dam
age value STR+5/24; typical breath, damage value 

25. 
(Dragonet (D6): DEXTERITY 2D+2: 
Brawling parry 4D, dodge 3D+2, missile 
weapons 4D+I STRENGTH 5D+I: 

Brawling 5D+2, climbing/jumping4D+ I, KNOWL
EDGE 2D+l: Intimidation 50+I, willpower 50 
TECHNICAL 2D+ I MECHANICAL 2D PER
CEPTION 3D: Con 3D+ I hide 3D+ I, investigation 
4D, search 30+1. Force Points: 6-8. Natural 
Tools: Armor, value +20+2; teeth, damage value 
STR+I0+2; typical breath, damage value 80+1.) 

giant: maggot: 

''' I suppose that giant maggots were created by the 
Darkfall from our fear of rotting corpses. If you 
should stumble upon a body and see it twitch before 
you approach, stand back. The inside is most likely 
filled with these foot long worms. These hideous 
nocturnals grow large by consuming carrion from 
within. When another creature moves too near the 
corpse, the maggot bursts forth and attacks with its 
circular maw of spiny teeth. 

giant: maggot: 
AGILITY 11 
Climbing I2, dodge I4, stealth I2, unarmed 
combat I2 
DEXTERITYO 
ENDURANCE3 
STRENGTH3 
TOUGHNESS3 
INTELLECT3 
Perception I I 
MIND3 
CONFIDENCE 13 
CHARISMA 1 
Life Points: None 
Natural Tools: The giant maggot's bite cannot 

penetrate armor of any sort. Unfortunately, the 
creatures are canny enough to strike at exposed 
flesh, where, if the creatures hit, their bite causes 
one point of shock damage per round. Worse, a 
typical human corpse can house up to IO of these 
disgusting nocturnals. 

(GiantMaggot(D6):DEXTERITY3D+2:0odge 
40+2 STRENGTH lD: Brawling40, climbing/jump
ing 40 KNOWLEDGE lD TECHNICAL ID ME
CHANICAL ID PERCEPTION 2D+I: Investiga
tion 3D+2, sneak 40. Force Points: None.) 

gRalE UJORrrl 

''' Grave worms lurk in the Crawling Jungle near 
the ruins of old Gis. Most of the time, the worms are 
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bloated, pinkish creatures lurking in tall grass or 
overgrown ruins. When they sense prey, they ooze 
into the remains of a skeletal corpse. The worms 
then merge with the bones and rise as grisly hu
manoids. The whole effect is to look like a skeleton 
with flesh and innards turned inside out. 

Grave worms attack by grappling with prey and 
consuming them with their acidic flesh. I suppose 
this is why they need the support of the skeleton -
to give their gelatinous carcasses the mobility to 
catch their victims. I have seen dozens of these 
creatures swarm campsites along the Cold River, 
usually with predictably grim results. 

gr::l.ave wor::l.m 
AGILITY7 

~ 
0 
~ 
E 
0 

Climbing 8, dodge 8, maneuver 9 
DEXTERITY6 
ENDURANCE7 
STRENGTH7 
TOUGHNESS 7 (17) 
INTELLECTS 
Camouflage 8, perception 11, trick 9 
MIND3 
CONFIDENCE 10 
Intimidation 13 
CHARISMA I 
Life Points: None 
Natural Tools: A grave worm at

tacks by grappling, which is a contest 
of maneuver. If the creature is suc
cessful, the result points are treated 
as damage value 15 (the base 
strength of the creature's acid.) 

Armor protects, but loses 

~-----~~~~~~~~-
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an add each time it is 
touched (until it is reduced 
to 0 and practically disinte
grates.) 

Normal attacks can damage the worms' 
skeletal frames, but the tenuous nature of their 
bodies can absorb much of the damage, hence the 
unusually high armor value (TOU+lO.) Fire-based 
attacks may ignore this armor. 

(Grave Worm(D6):DEXTERITY2D+l:Dodge 
2D+2, maneuver 3D STRENGTH 2D+l (SD): 
Climbing/jumping2D+2KNOWLEDGE1D+2: In
timidation 4D+ 1TECHNICAL1D+2 MECHANI
CAL ID PERCEPTION 2D: Con 3D, hide 3D+2, 
investigation 3D+2. Force Points: None. Natu
ral Tools: Acid, damage value SD.) 

gr:iernlfn 

'' These malicious little demons existed well be
fore the Darkfall, but their pranks were usually 
harmless or embarrassing - not fatal. With our 
increasing reliance on technology and the cor

rupting influence of the Darkfall, gremlins have 
become dangerous creatures. 

Gremlins are small green creatures less than 
a third of a meter high. Their bodies are com
pletely malleable, allowing them to squeeze 
under doors or even thread through gears 
without harm. They wear no clothes, have 

no hair, and have rounded heads with 
large pointy ears. Gremlins would be 
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channing little creatures 
if their large mouths weren't 

filled with rows of dirty,jagged 
teeth. 

Gremlins have the peculiar ability to jinx 
an item, causing it to fail or malfunction at the 

worst possible moment. Beware mechanical de
vices sold cheaply, for their owners are often aware 
that a gremlin resides within. Urbana is home to 
most gremlins, though the bazaars of the Rhanate 
also have large populations. 

gr:iemLfn 
AGILITY 14 
Acrobatics 17, climbing 15, dodge 16, maneuver 
16, running 15, stealth 17, unarmed combat 15 
DEXTERITY 13 
Fire combat 15, gunnery 15, lock picking 21, 
missile weapons 15, vehicle piloting 14 
ENDURANCE6 
STRENGTH4 
TOUGHNESS5 
INTELLECT14 
Camouflage 15, deduction 15, demolitions 17, 
perception 17, science: mechamagic 15, science: 
mechanical 17, trick 15 
MIND 10 
CONFIDENCE 10 
Intimidation 13, willpower 13 
CHARISMAlO 
Taunt13 
Life Points: 1-3 
Natural Tools: Teeth, damage value STR+3/7. 

Gremlins can cast the Jinx spell as listed on pages 
110-111 at skill value 15. 

(Gremlin (D6): DEXTERITY 4D+2: Acrobat
ics 5D+2, dodge 5D+l, firearms 5D, gunnery 5D, 
maneuver 5D+ 1, missile weapons 5D, running 5D+ 1 
STRENGTH 1D+2: Brawling 5D, climbing/jump
ing 5D KNOWLEDGE 4D+2: Intimidation 4D+ 1, 
willpower 4D+ 1TECHNICAL4D+2: Demolitions 
5D+2, security 7D MECHANICAL 3D+l: Ground 
vehicle operation 4D+2, mechamagic 5D, mechani
cal 5D+2 PERCEPTION 3D+l: Con 5D, hide 5D, 
investigation 5D+2, search 5D, sneak 5D+2, taunt 
4D+l. Force Points: 1-3. Natural Tools: Teeth, 
damage value lD.) 

Ligb"tning 
[izn~n 

' The predators of the Sundered Desert 
must be quick to catch the few scurry-

ing game-animals left in that bleak land. Lightning 
lizards are one of the fastest. Their rows of sharp 
teeth and jagged claws can rend chain mail. 

Lightning lizards are, on the whole, better mounts 
than regular horses. Unfortunately, they are cold
blooded and do not fare well outside the heat of the 
Sundered Desert . 

Lfgbt:nfng Lfzar:in 
AGILITYS 
Acrobatics 9, climbing 10, dodge 10, long jump
ing 10, maneuver 10, running 11, unarmed com
bat 11 
DEXTERITY5 
ENDURANCE 14 
Resist shock 17 
STRENGTH15 
TOUGHNESS 14 (17) 
INTELLECT 3 
Perception 11 
MIND3 
CONFIDENCE 11 
Intimidation 14 
CHARISMA2 
Life Points: None 
Natural Tools: Armor, value TOU+3/17; teeth, 

damage value STR+3/18; claws, damage value 
STR+4/19. 

(Lightning Lizard (D6): DEXTERITY 2D+ 1: 
Acrobatics 3D, dodge 3D+l, maneuver 3D+l, run
ning 3D+2 STRENGTH SD: Brawling 3D+2*, 
climbing/jumping 3D+ 1*,stamina5D+2 KNOWL
EDGE lD: Intimidation 4D+2 TECHNICAL lD 
MECHANICAL lD PERCEPTION2D+l: Inves
tigation 3D+2. Note: Lightning lizards receive +2D 
to brawling damage, climbing I jumping attempts, 
lifting and resisting damage. Force Points: None. 
Natural Tools: Armor, value +lD; teeth, damage 
value STR+lD; claws, damage value STR+lD+l.) 

og~e 

'' Ogre clans live in caves of the Wall, the Fangs, 
and other mountainous areas of Aden. Most ogres 
have changed little since the Darkfall. They con
tinue to live by the creed of"might makes right" and 
generally stay out of the affairs of the nation in 
which they live. A few have given themselves to the 
Darkfall however and become corrupted nocturnals. 
Some of these are clever enough to persuade large 
numbers of their brothers to march on nearby 
settlements. 

The ogre clans nearest Vanora are, for some 
reason, vastly more clever than their brothers 
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elsewhere. Their mages and warlords have caused 
the Vanorans no end of trouble. 

ogRe 
AGILITY9 
Climbing 10, dodge 10, maneuver 10, melee 
combat 10, melee parry 11, stealth 10, unarmed 
combat 10, unarmed parry 11 
DEXTERITY7 
Fire combat 10 
ENDURANCE 12 
STRENGTH14 
TOUGHNESS 13 
INTELLECT5 
P erception 8, tracking 8, trick 8 
MINDS 
CONFIDENCE 8 
Intimidation 10, survival: mountains 10 
CHARISMA5 
Life Points: 2-4 
Equipment: Club, damage value STR+3/17. 

Some ogres can cast spells as well. 

(Ogre (D6): DEXTERITY2D+2: Brawling parry 
3D+2, dodge 3D+ 1, firearms 3D+ 1, maneuver 3D+ 1, 
melee combat 3D+l, melee parry 3D+2 
STRENGTH 3D: Brawling 3D+ 1 *, climbing/jump-
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ing 3D+ 1 * KNOWLEDGE 1D+2: Intimidation 
3D+ 1, survival 3D+ 1 TECHNICAL ID+2 ME
CHANICAL 1D+2 PERCEPTION 2D+l: Con 
2D+2, investigation 2D+2, search 2D+2. Force 
Points: 2-4. Note: Ogres receive an additional 
1D+2 for purposes of brawling damage, lifting, 
climbing I jumping checks and resisting damage.) 

per:iirnen 

''' Perimen are nocturnals most likely conjured 
from our fear of the slug-like things that lurk in the 
oily waters of Urbana. Most live in the sea, but 
some have been spotted in salty estuaries or 
marshes. Perimen are humanoids with the skin of 
slugs. Their eyes sit upon slender stalks jutting 
from their wrinkled heads. Perimen wear mottled 
brown shells upon their backs. They can retract 
themselves within these shells for protection when 
needed. These nocturnals rarely wield weapons, 
though they have been known to hurl poisonous 
sea-urchins at unarmored foes on occasion. 
Their usual tactic in melee is to pull their 
heads inside their shells and ram their 
opponents to the ground. Then the 
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horrible perimen 
pounce upon their victims 

and begin to devour them 
with mild acids secreted from 

somewhere within the interior of their shells. 

peRirnan 
AGILITY9 
Climbing 11, dodge 10, maneuver 12, stealth 10, 
swimming 10, unarmed combat 10 
DEXTERITY5 
Missile weapons 10 
ENDURANCES 
STRENGTHS 
TOUGHNESS 9 (IS) 
INTELLECT3 
Perception 11 
MIND3 
CONFIDENCE 7 
CHARISMA 2 
Life Poin ts: None 
Na tural Tools: Armored shell +9/18 (covers 

back when upright, or the entire periman when 
prone, such as when atop a victim). Once a periman 
has knocked its opponent to the ground via a Good 
maneuver success or better, it begins to secrete a 
damage value 16 acid. Armor protects, but loses 
one point of protection each round until it is essen
tially destroyed. 

(P eriman (D6): DEXTERITY 2D+l: Dodge 
3D+l, maneuver 4D, missile weapons 3D+l 
STRENGTH 2D+2: Brawling 3D+l, climbing/ 
jumping 3D+2, swimming 3D+l KNOWLEDGE 
ID TECHNICAL ID MECHANICAL ID PER
CEPTION2D+I: Investigation 3D+2, sneak3D+ l. 
Force Points: None. Natural Tools: Armor, value 
+3D.) 

sbankeR 

''' Shankers are mechamagical nocturnals that can 
assume the shape and form of any metal. They have 
infested the Urbanan capital of Mekanus, espe
cially in the Lost Ghettoes where there is little 
concentrated effort to deal with them. 

When they are moving or stalking prey, shankers 
are about the size and shape of small cats, though 
their heads are humanoid with jagged steel teeth. 
Their metallic "hides" are rusted and shoddy. 

Shankers disguise themselves as rusty pipes 
or forgotten machinery to attack unsuspect-

ing beings who wander by. Some of them 
entangle the victim with metal "cords" 
formed from their malleable bodies 

while others savage their prey with jagged claws. 
After slaying their victims, shankers suck iron and 
other minerals from their body. The process is 
gruesome and leaves the corpse little more than a 
slimy pudding. 

It is rumored that shankers have a sort of "queen," 
called the Progenitor, though no one has ever seen 
such a creature. 

sbankeR 
AGILITY 16 
Acrobatics 19, climbing 18, dodge 18, stealth I9, 
unarmed combat 17, unarmed parry 18 
DEXTERITY IS 
Missile weapons 20 
ENDURANCES 
STRENGTH7 
TOUGHNESS S (12) 
INTELLECT7 
Camouflage 11, perception 12, trick 12 
MINDS 
CONFIDENCE IO 
Intimidation 13, willpower 12 
CHARISMA3 
Taunt 8 
Life Points: None 
Natural Tools: Armor +4/12; various tools 

STR+4/1 l. Shankers create metal spikes, spines, 
shanks, and other blades out of their bodies and 
debris lying about the streets of Mekanus. All of 
these cause STR+4 damage, though some may be 
hurled, shot, dropped, or formed directly from the 
shanker's own body. 

(Shanker (D6): DEXTERITY 5D+2: Acrobat
ics 6D+l, brawling parry 6D, dodge 6D, missile 
weapons6D+2STRENGTH2D+2:Brawling5D+2, 
climbing/jumping 6D KNOWLEDGE 2D+l: In
timidation 4D+ 1, willpower 4D TECHNICAL2D+ 1 
MECHANICAL 1D+2 PERCEPTION2D+l: Con 
4D, hide 3D+2, investigation 4D. Force P oints: 
None. Natural Tools: Armor, value +lD+l; vari
ous tools, damage value STR+ lD+ 1.) 

skele"ton 

''' In the Golden Age, those few skeletons and 
zombies created by necromancers were relatively 
weak, slow, and mindless. After the Darkfall, con
jured undead became much more mischievous and 
cunning. They are faster and stronger as well, 
making dark wizards even more powerful than 
they were before. 

If this were not bad enough, graveyards and 
battlefields may now give rise to undead without 
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the presence 
of a n ecro
mancer! I sus
pect that when a 
place of the dead 
is feared greatly 
enough, the Dark
fall takes notice 
and imbues the 
corpses within 
with un-life. Villag
ers in Hammlish, 
who have faced 
this problem on 
two separate occa
sions, call t hese 
undead "erupters." 

It is debatable 
whether undead sum
moned into Aden are noc
turnals or not. Personally, I 
believe that the vast majority 
of them are. How the Darkfall 
picks and chooses its minions is 
a mystery that seems to have no 
pattern ofreason, other than to do 
that which causes the most fear 
and mischief in our world. 

skelet:on 
AGILITY9 
Dodge 10, meleecombat 11, unarmed 
combat 12 
DEXTERITY7 
Fire combat 9, gunnery 8, missile weap
ons 9 
ENDURANCE 10 
STRENGTH9 
TOUGHNESS 10 
INTELLECT4 
Perception 7, trick 7 
MIND4 
CONFIDENCE 10 
CHARISMA 2 
Life Points: None 
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Natural Tools: 
Bony claws, damage 
value STR+3/12. 
"Mindless" undead 
cannot generally be 
taunted or intimi
dated. The skeleton 
listed above is a typical 

"erupter" made from an 
average human corpse. 

Skeletons created from 
other races as well as those 
of warriors, wizards, and 
the like should all be modi
fied appropriately. Some 
skeletons created by the 
Darkfall are brought to life 
with full intelligence, the 
power of speech, and the abil
ity to cast magical spells. 

(Skeleton (D6): DEXTER
ITY 2D+2: Dodge 30 + 1, fire
arms 3D, gunnery 2D+2, melee 

combat 3D+2, missile weapons 
3D STRENGTH 3D: Brawling 

4D KNOWLEDGE lD+l TECH
NICAL lD+l MIND lD+l PER

CEPTION 2D: Con 2D+l, investi
gation 2D+l. Force Points: None. 

Natural Tools: Claws, damage value 
STR+lD.) 

snoUJ 
ser:ipen"t 

' Snow serpents are among the most vi
cious beasts in all the Ice Wastes. They are 

like other giant snakes except for two distin
guishing features: their skin is covered with 

thick fur and their mouths hold hundreds of 
jagged fangs, not the two or four that is more 
common among serpents. Snow serpents do not 
inject their victims with poison, but their bite 
is at least as deadly as that of a great shark. 

• 
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snow 
ser<peot: 

AGILITY 11 
Acrobatics 12, climbing 16, dodge 12, 

maneuver 13, running 13, stealth 14, un
armed combat 16, unarmed parry 13 
DEXTERITY I 
ENDURANCE 15 
STRENGTH 15 
TOUGHNESSI6 (18) 
INTELLECT 3 
Camouflage 14, perception 14 
MIND 3 
CONFIDENCE 9 
Intimidation 11 
CHARISMA4 
Life Points: None. 
Natural Tools: Armor, value +2118; teeth, 

damage value STR+4/19. 
(Snow Serpent (D6): DEXTERITY 2D: 

Acrobatics 4D, brawling parry 4D+l , dodge 
4D, maneuver 4D+l, running 4D+l 
STRENGTH 5D: Brawling 5D+l, climbing/ 
jumping 5D+ 1 KNOWLEDGE ID: Intimi
dation 3D+2 TECHNICAL ID MECHANI
CAL ID PERCEPTION 2D+l: Hide 4D+2, 
investigation 4D+2, sneak 4D+2. Force 
Points: None. Natural Tools: Armor, value 
+2; teeth, damage value STR+lD+l.) 

an.sax 

' Ursax are blue-furred bears common to 
the Ice Wastes of the north. Another species 
has reddish fur and lives in the volcanic 
mountains ofVanora. They are massive ani
mals with sharp claws and massive teeth. 
Ursax prefer to eat fish, but have been known 
to devour humanoids who ventured too close. 

ar<sax 
AGILITYS 
Dodge 9, unarmed combat 16, unarmed 
parry 9 
DEXTERITY5 
ENDURANCE 15 
STRENGTH 15 
TOUGHNESS 16 
INTELLECT 3 

Perception 11 
MIND3 

CONFIDENCE IO 

·c; 
z 
0 
~ 
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Intimidation 13 
CHARISMA2 
Life Points: None 
Natural Tools: Teeth, damage value STR+2/ 

17; claws, damage value STR+3/18. 

(Ursax (D6): DEXTERITY 2D+l: Brawling 
parry 3D, dodge 3D STRENGTH 5D: Brawling 
5D+l KNOWLEDGE 10: Intimidation 4D+l 
TECHNICAL lD MECHANICAL ID PERCEP
TION 20: Investigation 3D+2. Force Points: 
None.Natural Tools: Teeth, damage value STR+2; 
claws, damage value STR+lD.) 

UJbfsper::i .J=fenn 

''' The deadliest creature, or creatures -for we 
have no idea how many there are - of the Crystal 
Forest are the whisper fiends. No one has ever seen 
these lurking nocturnals, but they have lured hun
dreds of Sylfanusian loggers to their deaths. The 
few who have resisted their call claim they hear 
whispering voices calling to them from the deep 
forest. The voices are sweet and no doubt magical, 
so few are able resist their pull. What happens next 
is anyone's guess. Those who are drawn into the 
darkness are found hanging from crystal trees, 
carefully eviscerated and skinned. 

wbispe~ f:ienn 
AGILITY9 
Acrobatics 13, climbing 13, dodge 13, long jump
ing 11, maneuver 12, melee combat 12, melee 
parry 12, stealth 12 (18), unarmed combat 11, 
unarmed parry 11 
DEXTERITYS 
Missile weapons 10 
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ENDURANCE9 
STRENGTH9 
TOUGHNESS 10 
INTELLECT9 
Camouflage 12, perception 
11, trick 11 
MINDS 
CONFIDENCE 10 
Intimidation 13, willpower 12 
CHARISMA7 
Charm 16, taunt 10 
Life Points: 1-5 
Natural Tools/Equipment: Whisper fiends are 

actually a malignant and invisible race of human
oid predators. They cannot read minds, but their 
magical whispers seem to know a prey's deepest 
desires. These are the secrets the whisper fiends 
call to pull unwitting loggers to their doom. In game 
terms, the whisper fiends use their charm skill of 
16 versus their prey's willpower. On a Good success 
or better, the prey will wander mindlessly away 
from his group and be savagely attacked by a dozen 
or more whisper fiends wielding spears made of 
crystal wood (STR+6/15.) Afterwards, the prey is 
skinned and left for others to find- presumably to 
spread fear and feed the powers of the Darkfall. 

(Whisper Fiend (D6): DEXTERITY 3D: Acro
batics 4D+l, brawling parry 3D+2, dodge 4D+l, 
maneuver 4D, melee combat 4D, melee parry 4D, 
missile weapons 3D+ 1 STRENGTH30: Brawling 
30+2, climbing/jumping 4D KNOWLEDGE 30: 
Intimidation 4D+l, willpower 4D TECHNICAL 
30 MECHANICAL 20+2 PERCEPTION 3D: 
Charm SD+ 1, con 30+2, hide 40, investigation 40, 
search 3D+2, taunt 3D+l. Force Points: 1-5. 
Equipment: Crystal spears, damage value 
STR+2D.) 
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Before beginning this chapter, you might want to look at Chapters One and 
Two of Master Book, which detail character creation and the Background Advan
tages and Compensations system. 

All Human characters in The World of Aden enjoy 3CI, 2CII and lCIII 
Advantages and Compensations. Members of other races may have varying 
numbers of Background Options. Each of the races listed in Chapter Three have 
their Advantages and Compensations breakdown listed with them, along with 
"standard" stats. This isn't necessarily an average - it's a list of attributes and 
abilities that are most likely found in a member of this race. For example, a 
standard Human has an Agility of8- by no means do all Humans, or even most 
Humans, have an Agility of8. But it's a more likely attribute value than any other 
would be. 

Unless otherwise noted, the attribute maximum is still 13, while the minimum 
is 5. Note that not all the races included in this book have 68 attribute points, but 
a character of that race would start with 68 if being used as a player character. 
Gamemasters can use the "Standard" values listed for quick-start gamemaster 
characters. 

Baf L Ufng (YOa~ 
Cba~OCLe~ 

Once you've chosen a race for your character, go ahead and generate attributes 
and skill points normally. You should now make any adjustments to your 
character's attributes due to race, then note any mandatory Advantages or 
Compensations. 

The next step is to choose your character's skills from the list below: 

skfll DOL0S 
Some skills in the World of Aden are used slightly differently than those used 

in other MasterBook worlds, or have different specializations. These are noted 
below under the individual skill descriptions. 

agiliL(Y 
Beast: ~fOing 

Many creatures are used as mounts in the world of Aden. The most common 
specializations are listed by their geographic locations below. If an area is not 
listed, then horses are still the most common animals used as mounts. 
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AGILITY 
Acrobatics 
Beast Riding* 
Climbing 
Dodge 
Flight 
Long Jumping 
Maneuver 
Mechanical Maneuver * 
Melee Combat 
Melee Parry 
Running 
Stealth 
Swimming 
Unarmed Combat 
Unarmed Parry 

Sundered Desert: Thunder Lizards 
Ice Wastes: Snow Serpents 
Kyan: Giant Insects 

ENDURANCE 
Resist Shock 

STRENGTH 
Lifting 

INTELLECT 
Apportation 
Camouflage 
Deduction 
Demolitions 
Divination 
Forgery 
First Aid 
Induce Red Haze 
Linguistics 
Navigation 
Perception 
Science* 
Teaching* 
Tracking 
Trick 

MIND 
Artist* 
Business 
Conjuration 
Language* 
Medicine 
Scholar* 

CONFIDENCE 
Alteration 
Con 
Interrogation 
Intimidation 
Streetwise 
Survival 
Willpower 

CHARISMA 
Charm 
Disguise 
Persuasion 
Summoning 
Taunt 

nexter:ii"t'J/ 
.J=fRe cornBat: 

_,:Ugbt: 
Among player character races, only faerkins and 

certain ferrans can fly. This skill may be used 
untrained in The World of Aden. 

mecbanfcal maneaveR 

The people of Aden use black-powder weapons 
for hunting and war. There are three specializa
tions: muskets, arquebuses, and pistols. Chapter 
Four, "Technology," explains these different weap
ons in more detail. 

Mechamages have created all sorts of strange 
contraptions in Aden, some of which require the 
mechanical maneuver skill to operate. The only 
characters who should possess mechanical maneu
ver are those who work closely with Aden's sor
cerer-scientists. Most of these are located in Urbana, 
Vanora, or the capitals of other lands. Since these 
devices are so rare, each particular piece of equip
ment is considered a specialization. 
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ganneRty 
Most every settlement in Aden is protected by a 

wall of one kind or another. Atop these walls are 
often mounted fierce weapons designed to repel the 
largest horrors and sweep away hordes of lesser 
nocturnals. Thunder trains also rely on these kinds 
of weapons. There are only two specializations: 
cannons, and ballistas. 

• 
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vebfcle 
pflot:fng 

Wagons, steam-pow
ered contraptions, thunder trains, and 

sail carts are all used to travel the deadly 
outlands. Characters may specialize in any of 
these devices. 

intellect 
sc ienc e 

Aside from the usual fields of steam engi
neering, chemistry, metallurgy, and the like, 
scientists in Aden also ponder three other 
fields of study: 

Entomology: the study ofinsects and their 
behavior. This focus is typically studied only 
by long-time residents of the kingdom ofKyan. 

Mechamagic: the study of integrating 
magical processes with mechanical ones. 

Xenology: the study of nocturnals. 

rninn 
Langaage 

Only one language is spoken by Aden's folk. 
Other creatures, such as the nagas or the 
slurgithians, have their own language, but 
many seem to speak Adenese as well. 

anlXln-Cages 
ann 

compensations 
Besides the standard Advantages and Com

pensations detailed in the MasterBook (pages 
43- 60), there are also a number ofnew advan
tages available to characters in The World of 
Aden. Many of these are designed for use by 
ferran characters. 

colarnn i 
a'OUJntages 

aat:boRft:y (Ci ) 
This Advantage must be purchased by 
those characters who wish to belong to one 

of Aden's many orders, such as the Ra
diant Order, the Outriders, or the 

Sons of the Dragons. The level of 
the Advantage is based on the 
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character's rank, duties, and power in his local 
"jurisdiction." In most orders, power varies by ter
ritory and specific duties, even among members of 
the same rank within the same order. 

An "Authority (Cl)" Advantage might belong to 
someone who, because of circumstance, does not 
have a lot of opportunity to use his authority or 
someone who is very low in rank. For example, a 
Red Dragon who has been tasked with wandering 
the rest of Aden to discover the secrets of the 
Darkfall for Emperor Dyok wouldn't get much 
chance to exercise his power. 

coLamn ii 
anUJnt:ages 
aat:boRit:&' (Cii) 

Same as "Authority (Cl)," but the character has 
more influence, possibly commanding a small num
ber of troops or being in charge of a small to mid
sized settlement. 

coLamn iii 
anUJnt:ages 
aat:boRit:&' (Ciii) 

Same as Authority (Cl), except that the charac
ter has a great deal of power and influence. Most 
Red Dragons of Vanora, for example, must fre
quently command other Sons of the Dragon as well 
as members of the People's Army and Navy. Their 
authority is never questioned and they can decide 
the policies of entire villages if the situation war
rants. 

special aBilit:ies (Ciii) 
Many of the abilities below are of the sort that 

would be possessed by ferran characters.Nocturnals 
might well have more supernatural-based abili
ties. Note that the abilities listed below are in 
addition to those listed in the MasterBook. 

Attribute Increase I: The character gains + 1 
to one Attribute of his choice. This + 1 also affects 
the normal maximum (13) for the Attribute value. 
So, if a character had a 13 Strength (the normal 
max), this would increase the value to 14 and the 
maximum value for the character would also be 14. 

Note: This Advantage is in addition to the "Ad
ditional Attribute Point" Advantages covered in 
MasterBook. It is included here because some 
ferrans may have Attributes higher than normal 
characters. 

Enhanced Senses: One of the characters' five 
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senses is heightened to 
abnormal levels. The char
acter receives a maximum of 
+3 bonus to relevant skill totals. 

Environmental Tolerance: The charac
ter can survive comfortably at one environental 
extreme - heat, cold, etc. - to a much greater 
extent than a normal person. For example, the 
person might be able to live in an arctic region 
unprotected or survive in the Sundered Desert 
beneath the broiling sun. 

Glider Wings: The character can fly by drifting 
with air currents, provided there is sufficient wind 
(gamemaster's call). Characters with this Advan
tage will need the flight skill to control their pas
sage. 

Hardiness I: The character can take damage 
better than normal. Even though the character 
actually suffers the normal wound levels, the char
acter acts as if he had suffered one wound less. For 
example, a character who is moderately wounded 
suffers +2 to the difficulty number of all physical 
actions while moderately wounded. If that charac
ter had "Hardiness I," he would still perform as if 
only lightly wounded (no penalty). This Advantage 
is also used when the character attempts to heal 
damage, in relation to his healing time and his 
healing DNs. However, a character who takes 
enough wounds to be dead is still dead, regardless 
of how hardy he is. 

Long Life Span: The character is "virtually 
immortal." Often this Advantage has an Advan
tage Flaw attached that governs what the charac
ter must do to maintain his life. The character 
should gain peripheral bonuses during game play 
because of his "longer outlook." 

Multiple Abilities I: A character might have 
multiple "minor" abilities that are increased by a 
special ability. For example, a character could have 
"eyestalks," giving him a + 1 bonus to perception 
attempts that would negate surprise, the ability to 
focus his ears on particular types of noises ( + 1 
bonus when listening for particular sounds), and 
fingers that are very sensitive to subdermal motion 
( + 1 bonus to lock picking). 

Omnivorousness: The character is capable of 
gaining nourishment from any organic substance 
(though he is not immune to poison). 

Silence: The character is able to move in com
plete silence. He gains +5 to all stealth checks. 

Speed: The character is extremely fast, 
· adding + 1 to one of his movement rates, 
increasing the MAX value by one as 
well. 

• 
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Uncanny Aptitude 
I: This "Special Ability" is 

very similar to the "Skill Bo
n us" Advantage in that some sort 

of bizarre ability gives the character added 
bonuses to certain actions. However, instead of 

selecting a group of skills that the character gains 
a +1, +2, or +3 bonus to, the player and the game
master should work out circumstances where those 
abilities come into play. 

coLamn iv 
anUJn"tages 

special aBiUt:ies (Civ) 
Attribute Increase II: The same as "Attribute 

Increase I" save that the character may add +2 to 
one Attribute or+ 1 to two Attributes of his choice. 
The normal maximum for that Attribute is in
creased as well. 

Fast Reactions: The characters gains a +3 to 
his Agility or Confidence when determining initia
tive or, if the card deck is being used, he can choose 
to have a haste up to three times during the course 
of the adventure. 

Flight: The character is able to fly, either by 
nature or by virtue ofhavingwings. The character's 
movement rate is equal to his MRG (movement 
rate ground) +1, to a maximum of 11. 

Hardiness II: The rules for this are the same as 
for "Hardiness II," except the character gains 

an "extra" wound level. If the 

character would normally have just sustained a 
wound pushing him into the dead condition (but 
not further), the character slips into a coma. The 
character will not die unless he takes another 
wound, but he will not wake up without medical 
assistance or over time (he should be treated as if 
mortally wounded for the purposes of healing, etc . 
- but he does not die from accumulated shock 
damage, unlike other characters). 

MultipleAbilities II: Similar to "Multiple Abili
ties I," save that the modifiers can now be in the +2 
to +3 range (gamemaster's discretion). 

won.Ln o.J= anen 
anUJn"tage List 

Column I 
Additional 

Skill Adds 
Authority 
Contacts 

Cultures 

Equipment 

Fame 
Skill Bonus 

Wealth 

One add in a general skill, two 
adds in a specialization 

Limited influence or low rank 
Character has a friend or friends 
who provide minor assistance 

Character gains knowledge of a 
foreign culture 

Character gains unusual 
equipment 

Character has minor notoriety 
+ 1 to a group of three related 
skills (modifier to bonus 
number only) 

Character is upper middle class 

Thomas ONeill 
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Column II 
Additional Increase one general skill by two 

Skiil Adds adds, or one specialization by 
three adds 

Authority II 
Contacts 

Cultures 

Equipment 

Fame 

Luck 

Skill Bonus 

Trademark 
Speciali
zation 

Wealth 

Middle ranking, more influence 
As Contacts I, but the friends are 

more influential or powerful 
The knowledge is more extensive 

than Culture I 
The equipment is more valuable 

than Equipment I 
The character is better known 
that Fame I 

The character can use certain 
card deck enhancements once 
per adventure 

The character gains + 1 to the 
bonus of 5 related skills 

The character gains +3 to the 
bonus number of any 
specialization, plus he is 
moderately famous for it 
(as Fame I) 

The character is from the upper 
class 

• The World of Aden • 

Column Ill 
Additional 

Skill Adds 

Additional 
Attribute 
Point 

Contacts 

Cultures 

Equipment 

Fame 

Learning 
Curve 
Positive 
adventuring 

Increase one general skill by three 
adds, or one specialization by 
four adds 

Increase one Attribute by one 
point 

The friends are very influential 
or powerful 

The character has native 
knowledge of a culture other 
than his own 

The equipment is unique or 
artifactual in nature 

The character is recognized 
almost everywhere 

The character can improve 
certain skills at a cost of one 
skill point less after 

Luck The character can use certain 
card deck enhancements 
during an adventure 

Skill Bonus The character gains +2 to the 
bonus of 3 related skills 

• 



Handicap The character has a minor 
physical or mental handicap 
that adds +2 to the DN of 5 or 
more related skills 

Infamy The character has a bad 
reputation among certain 

• Special Gain strange or unusual talent people or within a nation other 

Q Abilities or ability than his own 

Trademark The character gains +3 to the Poverty The character has little money 
0 Speciali- bonus number of any and cannot control his ,_ spending well .µ zation specialization, plus he is 

moderately famous for it (as Price There is a price to one of the g Fame I) character's Advantages 

Wealth The character is very wealthy or Quirk The character suffers from a 
a can draw on near limitless personality or physical quirk 

u resources that makes his life a little more 

Column IV difficult 
a Contacts TQ.e contacts are royalty or Column II 
0) incredibly powerful Advantage There is a significant limitation 
.µ Equipment The character gains a legendary Flaw to one of the character's 

u artifact or several extremely Advantages 

0 expensive items Age The character is very old or very 

a Flight Faerkin only young 

0 Luck The character gains more use of Bad Luck The character is even more 

.a his card deck enhancements unlucky than Bad Luck I 

u Special More powerful than Special Debt The character owes a large debt 

Abilities Abilities CUI to someone under dangerous 
circumstances 

.µ won.Ln o.J= anen Employed The character's freedom is 

.a virtually non-existent 

OJ cornpensat:ions Enemy The enemy is very powerful or ,_ t:aBLe always around 
0) Handicap Choose one physical or two 

• Column I mental attributes and add +3 to 
Advantage There is a limitation or the DN of all skill checks, 

Flaw drawback to one of the except in very special 
character's Advantages circumstances 

Age The character is older or younger Infamy The character is considered "evil" 
than his prime by some group or nation 

Bad Luck The character is unlucky; Learning The costs for learning skills are 
usually he is affected whenever Curve doubled 
he rolls a die total of "2." Negative 

Debt Character owes a small debt to Price There is a high price to be paid 
someone for one of the character's 

Employed Character has a job or obligation Advantages 
that takes away some of his Quirk The character has a very serious 
freedom of choice personality flaw 

Enemy The character has a minor 
enemy 
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Column Ill 
Achilles 

Heel 
Advantage 

Flaw 

Bad Luck 

Debt 

Enemy 

Quirk 

Column IV 
Advantage 

Flaw 

The character has a 
vulnerability 

The flaw interferes with an 
advantage and provides an 
additional disadvantage as well 

The character will suffer 
periodic setbacks 

The character owes everything 
he earns to another 

The character's enemy is very 
powerful 

The character has a severe 
personality disorder 

The flaw interferes with or 
completely interrupts the use 
of an Advantage, in addition 
having several negative effects. 
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st:aRt:fng 
rnealt:b 

Characters in the World of Aden start with 1000 
crests (or 500 Urbanan crests, as Lord Urbane has 
declared his currency is worth twice as much as all 
other nations'.) 

• 
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ATTRif>UTES 

D AGILITY 

D DEXTERITY 

DENDURANCE 

OsTRENGTH 

D INTELLECT 

DMIND 
D CONFIDENCE 

D CHARISMA 

DERIVED ATTRif>UTES 

D 
TOUGHNESS D TOUGHNESS 

(w/armor) 

D MRG (Movement D MRC (Movement 
Rate, Ground) Rate, Climbing) 

D MRW (Movement D MRJ (Movement 
Rate, Swimming) Rate, Jumping) 

SKILLS 

WOUND LEVEL 

Q Light 

K 

MODIFIERS 

no modifier 

0 

0 Mockrate 

0 Heavy 

-2 to physical skills 

-4 physical & -2 all 
other skills 

Q Incapacitated -8 to all skills 

Q Mortal automatic KO; 
see text 

LIFE POINTS SKILL POINTS 

SHOCK 
CAPACITY 

SHOCK TAKEN 
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NAME Dwarf I WEIGHT 'AGE lsEX 

ATTRif>UTES DERIVED A TTRif>UTES COM.f>AT f>OX I K 0 
AGJLITY7 @] TOUGHNESS 

WOUND LEVEL MODIFIERS Beast riding: horse 8, dodge 8, melee 
combat 8, melee parry 8 0 TOUGHNESS Q Light no modifier 
DEXTERITYS (w/armor) Q Moderate -2 to physical skills 
Missile weapons 11 

0 MRG Q Heavy -4 physical & -2 all ENDURANCE 11 (Movement. Rate. Ground) 

Resist shock 12 
CD MRS 

other skills 

STRENGTHlO (Movement Rate, Swimming) 0 Incapacitated -8 to all skills 
INTELLECT7 

0 MRC Q Mortal automatic KO; Deduction 9, first aid 9, tracking 10, (Movement Rate, Climbing) 
see text trick 8 ) 

0 MRJ 
MIND7 (Movement Rate, Jumping) 

Scholar: Carraway 9 
CONFIDENCE 8 LIFE POINTS SKILL POINTS SHOCK 
Intimidation 11 5 CHARISMAS 

f>ACKCROUND 
Advantages: Authority (CIII): Judge of Carraway; Special Abilities (CIID: En
hanced Senses, +3 to hearing-related skill checks; Special Abilities ( CIII): lnfravision/ 
Ultravision, +3 to perception checks in darkness. 

Compen sations: Advantage Flaw (CII), you are hated and feared in some places 
because of your position; Enemy (CII), a corrupted, see below; Learning Curve 
(Negative) (Cll); Quirk (CIII), relentless -you always get your man, regardless of 
the cost to yourself or those who choose to travel with you. 

DESCRIPTION 
You are one of the famed Judges of Carraway. You've left Aramyst to track an 
elusive criminal suspected of giving himself to the Darkfall. The corrupted is aware 
that you're after him, however, and every day that he eludes your relentless pursuit 
he grows in power that is both sinister and deadly. Should you defeat this fiend, you 
will need to return to Carraway to receive your next assignment. 

EQUIPM.ENT 
Justice Sword, da,mage value STR+ 7 /17; heavy crossbow, damage value STR+9/19, 
range 3- 10/100/200/300; chainmail, armor value TOU+6/17; camp kit; backpack; 
10 days' dried rations; heavy warhorse; 50 Carrway Crests. 

l~O:'WS CI L\I.tr 

DIE 
ROLL 2 
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SHOCK 
TAKEN 

"I don't matter. You don't matter. 
Only justice matter s." 

• The World of Aden • 



A TTRrnUTES DERIVED ATTRIJ)UTES COM.f>AT f>OX I K 0 

AGILITY 10 ~ TOUGHNESS 
Acrobatics 11, climbing 11, dodge 12, WOUND LEVEL MODIFIERS 

maneuver 12, melee combat 13, melee 
~ TOUGHNESS Q Light no modifier 

parry 11 (wfarmor) Q Moderate -2 to physical skills 
DEXTERITY9 [2J MRG Q Heauy ENDURANCE9 (Movement Rate, Ground) 

-4 physical & -2 all 

STRENGTH9 
CD MRS 

other skills 

INTELLECTS (Movement Rate, Swimming) 0 Incapacitated -8 to all skills 
Induce red haze 11, perception 9, will-

CD MRC 0 Mortal automatic KO; 
power 9 (Movement Rate, Cli mbing) 

see text MIND7 
0 MRJ 

CONFIDENCE 8 (Movement Rate, Jumping) 

Intimidation 10, survival: High Steppes 
9 LIFE POINTS SKILL P OINTS SHOCK 
CHARISMA8 5 

f>ACKCROUND 
Advan tages: Additional Skill Adds (Cl), +l to dodge; Contacts (Cl), Sanguine 
Monks; Cultures (CII), Sanguine Monks; Additional Attribute Point CCIII), +l to 
Agility. 

Compensations: Quirk (Cl), intensely curious; Employed CCII), as a Sanguine 
Monk; Prejudice (CII), yourferran nature causes some to shy away from you; Quirk 
CCII), bloodthirsty - once engaged in combat, your animal side takes over and you 
become a relentless killing machine; Enemy CCIII), you have enraged a powerful 
nocturnal who seeks your death. 

DESCRIPTION 
You heard that lvar's sanctuary in the High Steppes offered hope to one such as you, 
a ferran who could not control his bestial frenzy. Now you've learned Ivar's 
technique, and instead of controlling your feral nature, the "Mad Monk" has taught 
you how to use it to achieve the "red haze." Now you wander the Outlands, seeking 
to use your newfound ability to destroy the hated nocturnals and restore Aden to 
its former grandeur. 

EQUIPM.ENT 
Two scarallas, damage value STR+4/13; camp kit; backpack; 10 days' dried rations; 
975 Aramystan Crests. 
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''The re d haze comes. Stand aside 
or die." 
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ATTRif>UTES DERIVED ATTRif>UTES 
AGILITY S @] TOUGHNESS 
Beast riding: horse 9, dodge 9, melee 
combat 11, melee parry 9 @] TOUGHNESS 
DEXTERITYS (w/armor) 

Fire combat 9, gunnery 9 
~ MRG 

ENDURANCE 11 (Movement Rate, Ground) 

STRENGTH 14 0 MRS 
INTELLECTS (Movement Rate, Swimming) 

First aid 10, perception 10, tracking 9 
[TI MRC 

MIND7 (Movement Rate, Climbing) 

Conjuration 8, medicine 8, scholar: folk-
0 MRJ lore 9 (Movement Rate, Jumping) 

CONFIDENCE 8 
Alteration 10, survival: temperate 9, LIFE POINTS SKILL POINTS 
willpower 9 5 CHARISMA 7 
Charm8 

:f>ACKCROUND 
Advantages: Fame (Cl), renowned throughoutArasteen; Authority (CII), you are 
a Hospitaler of the Radiant Order; Skill Bonus (CII): Knight of the Radiant Order 
skill package. +2 to alteration, first aid, gunnery, melee parry, melee weapons; 
Additional Attribute Point (CIII), +1 to Strength. 

Compensations: Employed (CII), by the Radiant Order; Learning Curve (Nega
tive) (CII); Burn-Out(CIII), should you violate the tenets of the Order, you will lose 
the "Authority (CII)" Advantage; Enemy (CIII), all Knights of the Radiant Order 
are considered dangerous outlaws in Urbana. 

DESCRIPTION 
You are one of the selfless Knights of the Radiant Order. You travel from Sea Reach 
to Respite, braving the deadly outlands to bring healing and protection to the good 
folk of Arasteen. Like many juraks, you are especially fond of fables and legends. 
You seek out these stories and love to recount them as you go from town to town. 
Spells: Healing, light. 
Arcan e Knowledges: Light 1, water I. 

EQUIPM.ENT 
Falcon axe, damage value STR+ 10/24; two pistols, damage value 19, range 3-5/10/ 
20/50; chainmail, armor value TOU+6/18; horse; camp kit; backpack; 10 days' dried 
rations; 15 Arasteen Crests. 

con.r>AT eox I 
WOUND LEVEL 

0 Light 

Q Moderate 

Q Heavy 

0 Incapacitated 

Q Mortal 

SHOCK 
CAPACITY 

SHOCK 
TAKEN 

K 0 

MODIFIERS 

no modifier 

-2 to physical skills 

-4 physical & -2 all 
other skills 

-8 to all skills 

automatic KO; 
see text 
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''Your scr eams remind me 
of a story." 
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ATTR!f>UTES DERIVED ATTR!f>UTES 

AGILITY13 0 TOUGHNESS 
Beast riding: thunder lizard 14, dodge 
14, maneuver 14, melee combat 17, 0 TOUGHNESS 
melee parry 15 (w/armorl 

DEXTERITY 11 0 MRG 
Fire combat 13, vehicle piloting: sail !Movement Rate, Ground) 

cart 12 0 MRS 
ENDURANCE7 !Movement Rate, Swimming) 

STRENGTHS 
[TI MRC 

INTELLECT7 (Movement Rate, Climbing) 

Perception 9, tracking 8, trick 9 
[TI MRJ 

MIND7 (Movement Rate, Jumping) 

CONFIDENCE 8 
Alteration 9, intimidation 10, survival: LIFE POINTS SKILL POINTS 
Sundered Desert 9 5 CHARISMA6 
Taunt8 

f>ACKGROUND 
Advantages: Authority (Cl), you are a Nomad of the Rhanate's Outriders; 
Equipment (Cll), thunder lizard; Additional Attribute Point CCII[), +l to Agility; 
Additional Skill Adds (CIII), +3 to melee combat. 

Compensations: Quirk (Cl), Greedy - while you wish to defeat the forces of the 
Darkfall, the Rhanate's system of compensation for your services encourages a 
certain amount of greed. You are not above letting situations appear much worse 
than they are to jack up your protection fee; Quirk (Cl), you distrust most things 
mechanical; Bigotry (Cll), you are prejudiced against mechamages and other 
sorcerer-scientist types; Employed (CII), you are an Outrider; Enemy (CII), some 
villagers you saved from a menacing nocturnal have discovered the nocturnal 
wasn't all that menacing, and want their money back. 

DESCRIPTION 
You are what is commonly known as a "sand elf," having bronzed skin, piercing eyes 
and dusty-colored hair. You have lived in the Sundered Desert all your life. 
Nocturnals destroyed most of your village. You survived and staggered into the 
shadow of the Rhanate's Black Citadel where you eventually recovered and joined 
the Outriders. Though you have good intentions, you are somewhat haughty and 
greedy. You don't make friends easily and you prefer to accomplish your goals a lone 
so that you will not have to share any possible rewards. Because of your fiercely 
competitive nature, few Nomads consider you a friend. 
Spells: Counterspell. 
Arcane Knowledges: Magic I. 

EQUIPM.ENT 
Saber, damage value STR+3/11; musket, damage value 19, range 3- 10/40/80/150; 
thunder lizard; camp kit; backpack; 10 days' dried rations; 25 Aramystan Crests. 

l'><.Y\US Cl L\l.H 
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COM.f>AT f>OX I K 0 

WOUND LEVEL MODIFIERS 

Q Light no modifier 

Q Moderate -2 to phys ical skills 

Q Heauy -4 physical & -2 all 

other skills 

0 Incapacitated -8 to all skills 

0 Mortal automatic KO; 
see text 

SHOCK 
CAPACITY 

SHOCK 
TAKEN 

"Trouble. Bad trouble. 
200 crests." 
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NAME Goreaux I WEIGHT ' AGE 

ATTRrnUTES DERIVED ATTRrnUTES COt\l'.>AT I'.>OX I K 0 
AGILITY6 @] TOUGHNESS 
Mechanical maneuver 8 WOUND LEVEL MODIFIERS 

DEXTERITY6 @] TOUGHNESS Q Light no modifier 
Fire combat 7, gunnery 7, vehicle pilot- (w/armor) Q Moderate -2 to physical skills 
ing: wheeled 7 

QJ MRG Q Heavy -4 physical & -2 all ENDURANCE7 (Movement Rate, Ground) 

STRENGTH 5 (8) 
CTI MRS 

other skills 

INTELLECT 12 (Movement Rate, Swimming) 0 Incapacitated -8 to all skills 
Apportation 15, divination 14, first aid 

0 MRC Q Mortal automatic KO; 14, perception 14, science: mechanisms (Movement Rate, Climbing) 
see text 15 

0 MRJ MIND 12 !Movement Rate. Jumping) 

Conjuration 13, medicine 13 (golemoid 
surgery 14) LIFE POINTS SKILL POINTS SHOCK 
CONFIDENCE 10 5 Alteration 13, willpower 11 
CHARISMA8 
Summoning9 

I'.>ACKCROUND 
Advantages: Additional Skill Adds (CI), +1 to perception; Wealth (CU); Equip
ment CCIII): Mechanical arm and claw; Skill Bonus CCIII), +2 to medicine, science: 
mechanisms, and alteration. 

Compensations: Prejudice (CI), your mechamagical enhancements cause some to 
be wary of you; Quirk (C!l), in your pursuit of knowledge you frequently take 
unnecessary risks; Bad Luck (CIII); Enemy CCIII), you stole technological secrets 
from one of Lord Urbane's sinister factories. Now you are wanted throughout 
Urbana by the watchful Eye. 

DESCRIPTION 
You lost your right arm when one of your mechamagical experiments went awry. 
Like the typical mechamage that you are, you simply invented a new arm for 
yourself. Since then you've added a mechanical claw to the golemoid limb, and now 
you are searching for a more devastating enchantment to add to it. You adventure 
to discover new technology and gain wealth to continue your experiments. 
Spells: Communicate with spirits of metal (Communication with earth (metal) for 
arcane knowledge); counterspell; golem;jinx; metal storm; spell barrier. 
Arcane Knowledges: Earth (metal) 3; folk 1; magic 1. 

EQUIPMENT 
Mechanical arm, damage value STR+3/8; claw, damage value STR+4/12; pistol, 
damage value 19, range 3- 5/10/20/50; camp kit; backpack; 10 days' dried rations; 
688 Urbanan Crests (worth double in most nations). 

l'>O~US Cl L\Itr 
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''You would be wise to beware 
my steel." 
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West End Games 
MasterBooldD6 System 

Conversion 

This system converts MasterBook characters and ad
ventures to theD6System rules (used in other roleplaying 
games produced by West End). Of course, since the 
conversion translates logarithmic values to linear val
ues, you have to exercise good judgment. If something 
doesn't look right after you convert it, alter the value or 
die code to what seems more realistic. 

The conversion involves one simple formula: divide 
the MasterBook value by three. The quotient becomes 
the D6 die code and the remainder becomes the number 
of pips. For example, a MasterBook value of 14 becomes 
a D6 code of 4D+2 (14/3 = 4, remainder 2). Using this 
equation allows you to convert statistics on the fly. You 
don't have to convert all the numbers in a particular 
adventure beforehand. For example, your characters 
encounter a thug who immediately opens fire. You con
vert the thug's fire combat skill value of 8 to a die code of 
2D+2 and start rolling. 

To convert from D6 to MasterBook, simply multiply 
the die code by three and then add the pips. For example, 
a D6 planetary systems skill of 4D+2 has a MasterBook skill 
value of 14 (3 * 4 + 2). 

The main sections of conversion are characters, diffi
culty numbers, modifiers, and damage values. 

Characters 
MasterBook and the D6 System have different charac

ter Attributes. The first task in translating a character, 
then, is mapping the Attributes from one system to the 

MasterBook/06 System Conversion 

other. The chart below shows the correlation between 
the two sets of Attributes. 

Attribute Values/Die Codes 
In instances where multiple Attributes in one system 

convert to a single Attribute in the other system, the 
Attributes are averaged. For example, the MasterBook 
Strength and Endurance Attributes translate to the D6 
Strength Attribute. To determine the D6 Strength, first 
determine the average of the two MasterBook Attributes 
and then convert using the standard conversion for
mula. 

Note that the MasterBook Intellect Attribute is used to 
determine the D6 Knowledge and Technical Attributes. 

To convert Attributes, divide theMasterBook Attribute 
value by three. The quotient represents the die code and 
the remainder represents the number of pips. For ex
ample, a MasterBook character with a Mind of 11 would 
have a D6 Mechanical of 3D+2 (3/9 = 3, remainder 2). 

Skills 
There is no direct correlation between MasterBook 

skills and D6 System skills. First, try to find a skill with a 
similar name. For example, the MasterBook energy weap
ons skill would translate to theD6 blasters kill. If you can't 
find a match, just list that skill beneath whatever D6 
Attribute seems appropriate. For example, the 
MasterBook archaeology skill would fall under the D6 
Knowledge Attribute since the D6 System does not have 
a corresponding skill. 

Example: Using the conversion formula, aMasterBook 
espionage skill of 10 becomes a D6 espionage skill of 
3D+l . 

Attribute Conversion 
MasterBook Attribute D6Attribute 

Average of Agili ty & Dexterity 
Average of Strength & Endurance 
Intellect 
Intellect 
Mind 
Average of Confidence & Charisma 

Dexterity 
Strength 
Knowledge 
Technical 
Mechanical 
Perception 



06 System Damage Chart 

Fl REARMS 
Weapon 

Holdout pistol (.22 caliber) 
Small pistol (.25 caliber) 
Light rifle (.22 long) 
.38 Special 
Ingram SMG 
Colt .45 
.44 Magnum Pistol 
.30-.30 Lever Action Rifle 
AK-4 7 Assault Rifle 
Ml6 Assault Rifle, Grenade 
7.62 HK21 Machinegun 
7.62 Maremont Lightweight M60 

D6 Damage Value 

3D 
3D+l 
3D+2 

4D 
4D+l 
4D+2 

SD 
SD+l 
SD+2 

6D 
6D+l 
6D+2 

7.62 "Chain Gun" 
GE Minigun Ml34 

MELEE WEAPONS 
Weapon 

Pocketknife 
Small knife 
Knife 
Dagger, Club 
Short sword, baseball bat 
Quarterstaff, rapier 
Light sword, warhammer 
Broadsword 
Morning-star, pike 
Two-handed sword, battle axe 

7D 
7D+l 

D6 Damage Value 

STR+l 
STR+2 

STR+lD 
STR+lD+l 
STR+10+2 

STR+2D 
STR+2D+l 
STR+2D+2 

STR+3D 
STR+3D+l 

MasterBool<ID6 Sl<ill Conversion 

MasterBook Skill D6 Skill Equivalent MasterBook Skill D6 Skill Equivalent 

AGILITY Security Security (Technical*) 
Acrobatics (Acrobatics /Dexterity*) Thrown Weapons Thrown Weapons, Grenade 
Beast riding Beast riding (Mechanical*) Vehicle Piloting ArchaicStarshipPiloting, Capi-
Climbing Climbing/jumping (Strength*) ta/ Ship Piloting, Ground Ve-
Dance (Dance/Dexterity*) hicle Operation, Hover Vehicle 
Dodge Dodge (Dexterity*) Operation, Repulsorlift Opera-
Escape Artist (Escape Artist/Dexterity*) tion, Space Transports, 
Flight (Flight/Dexterity*) Starfighter Piloting, Swoop 
Improvised Weaponry Melee Combat (Dexterity*) Operation, Walker Operation 
long Jumping Climbing/jumping(Strength *) ENDURANCE 
Martial Arts Brawling (Strength*) Resist Pain Stamina (Strength*) 
Maneuver Maneuver (Dexterity "') Resist Shock Stamina (Strength*) 
Mechanical Maneuver Powersuit Operation (Me-

chanical*) STRENGTH 
Melee Combat Melee Combat (Dexterity*) lethal Strike Strength"' 
Melee Parry Melee Parry (Dexterity*) lifting lifting 
Running Running (Dexterity*) INTELLECT 
Stealth Sneak (Perception*) Apportation (Apportation/Knowledge *) 
Swimming Swimming (Strength*) Camouflage Hide (Perception*) 
Unarmed Combat Brawling (Strength*) Can trips (Cantrips/Knowledge*) 
Unarmed Parry Brawling Parry (Dexterity*) Computer Hacking Computer Programming/Re-
DEXTERITY pair (Technical*) 
Energy Weapons Blaster Computer Ops Computer Programming/Re-
Exotic Weapons lightsaber, Bowcaster pair (Technical*) 
Fire Combat Archaic Guns, Firearms Counterfeiting (Counterfeiting/Perception*) 
Gunnery Vehicle Blasters, Capital Ship Counter-Intelligence (Counter-lntelligence/Knowl-

Gunnery, Starship Gunnery edge*) 
Heavy Energy Weapons Blaster Artillery Data Analysis (Data Analysis/Knowledge*) 
Heavy Weapons (Heavy Weapons) Deduction Search (Perception*) 
lock Picking Security (Technical*) Demolitions Demolitions (Technical*) 
Missile Weapons Bows, Missile Weapons Divination (Divination/Knowledge*) 
Prestidigitation Pick Pocket Espionage (Espionage/Knowledge*) 

First Aid First Aid (Technical*) 

MasterBook/06 System Conversion 



RANGED WEAPONS 
Weapon 

Small Rock 
Throwing stars 
Throwing knife 
Small slingshot 
Sling, short bow 
Medium bow, throwing axe 
Composite bow 

D6 Damage Value 

STR+l 
STR+2 

STR+ID 
STR+ID+l 
STR+ID+2 
STR+2D 

STR+2D+l 
STR+2D+2 
STR+3D 

STR+3D+l 
STR+3D+2 

Long bow 
Light crossbow 
Heavy crossbow 
Compound bow 

MasterBook Skill 

Forgery 
Inventor 
Journalism 
Linguistics 
Navigation 
Perception 
Performance Arts 

Photography 
Psionic Manipulation 

Radio Ops 

Safe-Cracking 
Science 

Smuggling 
Super-Science 
Teaching 
Tracking 
Trick 
Vehicle Mechanic 

D6 Skill Equivalent 

Forgery (Perception*) 
(Inventor/Knowledge*) 
(Journalism/Knowledge*) 
(Linguistics/Knowledge*) 
Astrogation (Mechanical*) 
Investigation (Perception*) 
(Performance Arts/Knowl-
edge*) 
(Photography/Knowledge*) 
(Psionic Manipulation/Know!-
edge*) 
Communications (Mechani-
cal*) 
Security (f echnical*) 
Sensors, Capital Ship Shields, 
StarshipShields, Computer Pro-
gramming/Repair, Droid 
Programming, Droid Repair, 
Armor Repair, Blaster Repair, 
Capital Starship Weapon 
Repair, Starship Weapon Re-
pair 
Business (Knowledge*) 
(Super-Science/Technical*) 
(Teaching/Perception*) 
Search (Perception*) 
Con (Perception*) 
Capital Starship Repair, 
Ground Vehicle Repair, Hover 
Vehicle Repair, Repulsorlift 
Repair, Space Transports Re-
pair, StarfighterRepair, Walker 
Repair 

MasterBook/06 System Conversion 

ARMOR 
Type D6AnnorAdd 

Heavy "adventurer's clothing" 
Heavy furs 

+I 
+2 

+ID 
+ID+l 
+ID+2 

+2D 

Heavy padding, metallic woven fabric 
Leather armor 
Leather armor with metal links 
Chain link, "light" bulletproof armor 
Light Kevlar +2D+l 

+2D+2 
+3D 

+3D+l 

Plate & chain armor, flak jacket 
Plate mail, standard Kevlar 
Plate armor, Kevlar ceramic 

MasterBook Skill D6 Skill Equivalent 

MIND 
Artist (Artist/Knowledge*) 
Bureaucracy Bureaucracy (Knowledge*) 
Business Business (Knowledge*) 
Conjuration (Conjuration/Knowledge*) 
Hypnotism (Hypnotism/Knowledge*) 
Language Languages (Knowledge*) 
Medicine Medicine (fechnical*) 
Research (Research/Perception*) 
Scholar Alien Species, Cultures, Law 

Enforcement, Planetary Sys-
terns, Value (Knowledge*) 

CONADENCE 
Alteration (Alteration/Knowledge*) 
Con Con (Perception*) 
Curse (Curse/Knowledge*) 
Faith (Faith/Perception*) 
Interrogation (Interrogation/Perception*) 
Intimidation Intimidation (Knowledge*) 
Psychology (Psychology/Knowledge*) 
Streetwise Streetwise (Knowledge*) 
Survival Survival (Knowledge*) 
Willpower Willpower (Knowledge*) 

CHARISMA 
Charm (Charm/Perception*) 
Disguise Con (Perception*) 
Persuasion Persuasion (Perception*) 
Summoning (Summoning/Knowledge*) 
Taunt (Taunt/Perception*) 



On the previous pages you'll find a list of the r------------------------
Difficulty Conversion MasterBook skills and their D6 System equiva

lents. Where no D6 skill matches, the skill and/ 
or its base Attribute (if different from the 
MasterBook Attribute) are listed in parenthe
ses. Skills placed under a different Attribute in 
D6 than in MasterBook are indicated by an 

MasterBook Difficulty Level D6 Difficulty Level 

Routine, Nearly Routine (1-2) Very Easy ( 1-5) 
Very Easy, Easy (3-5) Easy (6-10) 
Average, Complicated (6-10) Moderate ( 11-15) 

asterisk (*). Difficult, Hard (11-13) Difficult (16-20) 
Very Hard, Extremely Hard (14-18) Very Difficult (21-30) 

Miscellaneous Character 
Information 

Incredible, Nearly Impossible ( 19+) Heroic (31+) 

MasterBook Life Points equate to D6 Force Points, and 
MasterBook Skill Points equate to D6 Character Points. 
Bonuses or penalties resulting from MasterBook Advan
tages and Compensations can be converted using the 
standard conversion formula. 

Difficulty Numbers 
Since there is no linear formula that will accurately 

convert difficulty numbers, use the chart above to trans
late them between systems. 

Modifiers 
Divide the MasterBook modifier value by three. Treat 

the quotient as the die code and drop the remainder. For 
example, a MasterBook trick shot has a modifier of -4, 
which t ranslates to a D6 modifier of -1 D (-4/3 = -1 , 
remainder 1). 

Damage Values 
Since MasterBook damage values tend toward the 

high side, you must first subtract five from theMasterBook 
value and then apply the conversion formula. For ex
ample, a light rifle in MasterBook has a damage value of 
16. In the D6 System, the damage value is 3D+2 ((16- 5)/ 
3 = 3, remainder 2). 

Miscellaneous 
Conversions for other areas of game play (vehicle and 

starship combat, magic, psionics, et cetera) are left to the 
gamemaster. In each case, the standard conversion 
formula should provide you with a basis for translation. 
For example, characters from the Bloodshadows™ game 
who have magical spells at their disposal, may attempt 
to cast a spell by generating a skill total and comparing 
it to the spell's difficulty (the skill value and the difficulty 
number can both be converted using the guidelines 
presented above). 

Refer to the previous two pages for charts of converted 
skills and damage values. 

MasterBook Games 
Bloodshadows TM 
Indiana Jones TM 
NecroscopeTM 
Shatterzone™ 
Species™ 
Tales From The Crypt™ 
Tank Girl™ 
The World of Aden™ 

06 System Games 
Star Wars®, 

the Roleplaying 
Game 

Star Wars ®, TM & © 1996 Lucas film Ltd (LFL). Indiana Jones TM & © 
1996 Lucaslilm Ltd (LFL). All Rights Reserved. Trademarks of LFL used 
by West End Games under authorization. 
Necroscope © 1996 Brian Lumley 
Tank Girl © 1996 UA Pictures Inc. All Rights Reserved. Licensed by 
MGM/UAL&M. 
Bloodshadows, Shatterzone TM & © 1996 West End Games Ltd. 
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Master Book is a universal roleplaying game rules system -
this means it is flexible enough to be used with virtually any 
game setting you can imagine! You might be a scout ship pilot 
exploring the outer reaches of space; a two-fisted adventurer 
battling angry natives to recover a lost treasure; a psychic 
battling demons from another dimension; or any one of a 
thousand other roles! You need the MasterBook to adventure 
in The World of Necroscope, as well as these other worlds, also 
available from West End: 
The World of Aden 
The World of Bloodshadows 
The World of Indiana Jones 
The World of Shatterzone 
The World of Species 
The World of Tales From The Crypt 
The World of Tank Girl 
and many more to come! 

To order the Master Book, send a check or money order for 
$20, plus $3 shipping and handling, to the address listed 
below. 

The MasterDeck 
In this book, you will see references to the MasterDeck, 

cards that can be used to enhance your gameplay with this 
system. These are optional, and are not required for you to 
use the MasterBook system. 

The MasterDeck is sold separately by West End Games. To 
order, send a check or money order for $10 to: 

West End Games 
RR3, Box 2345 
Honesdale, PA 18431 
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