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nce the Theran provincial capital of Barsaive and the center of
Theran authority for that land, the Forgotten City of Parlainth
now stands in ruins, a monument to Theran folly and a last refuge
for the Horrors. To the intrepid explorers who prowl through the
remains of Parlainth, the city appears to be little more than a con-
fusing mass of wreckage. Few of them see any rhyme or reason in
the arrangement of its shattered buildings, winding and rubble-
strewn streets, and dark, dank catacombs. To the average adven-
turer, Parlainth is merely a collection of places, many of them filled with fiendish
traps, wherein glittering treasures and dangerous creatures hide. Parlainth is a
puzzle, with most of the pieces still missing.

Much of Parlainth’s history remains a matter of conjecture in the world of
Earthdawn. At the beginning of the Scourge, an enchantment of unimaginable
power erased all knowledge of Parlainth from the world. All clues to its loca-
tion, its existence, even its very name, physically vanished from any docu-
ments or records referring to the city, and also vanished from all Name-givers’
minds. Since the city’s reappearance in Barsaive in 1452 TH (see the
Earthdawn novel, The Longing Ring), a few ancient documents alluding to
events in Parlainth have resurfaced, most recovered from the ruins. In fact,
virtually everything known about the city in 1506 TH comes from exploration
of the ruined city.

The denizens of Barsaive, and ideally the players in an Earthdawn campaign,
know only fragments of Parlainth’s story. Gamemasters, however, need to see the
complete picture in order to set plausible, workable adventures in the Forgotten
City. More than a random assemblage of monster lairs, Parlainth was built for a
particular purpose and destroyed in a specific way. Parlainth: The Forgotten City
provides all the information gamemasters will need to create years of adventures
in Parlainth.

COMPONENTS

Parlainth: The Forgotten City contains a single volume divided into two
sourcebooks: the Parlainth Gamemaster Book, and the Ruins of Parlainth book.
This campaign set also contains a series of player handouts from Vardeghul’s
Trove of Lore, a map of Parlainth, and 18 full-color treasure/creature cards. Each
of these components is briefly described below.

PARLAINTH GAMEMASTER BO9K

The Parlainth Gamemaster Book (Parlainth GM) provides the gamemas-
ter with the background information and rules necessary to create and run
adventures in the Forgotten City and/or the town of Haven. The book
includes a history of Parlainth up to the present day, a detailed description of
Haven, information on several of the town’s prominent residents for use as
gamemaster characters, and new treasures, creatures, and Horrors that charac-
ters may find or encounter while exploring Parlainth. This book also includes
several adventure ideas, and detailed guidelines for creating and running
adventures in Parlainth.







RUINS @F PARLAINTA

The Ruins of Parlainth describes the ruins in some
detail, including just a few of the fabulous treasures, sinis-
ter inhabitants, terrifying creatures, and traps that the char-
acters may encounter in each area of the ruins. This book
does not, however, map out every single square inch of the
ruins. Parlainth is a vast city; even Barsaive’s most dedicat-
ed treasure seekers cannot hope to explore all of it before
another century or more elapses. The many unexplained
mysteries of the Forgotten City allow gamemasters to cre-
ate their own version of Parlainth, customizing the setting
to serve their adventure campaigns. This book presents an
overview of the ruins, breaking them down into nine main
sections and providing examples of encounters and adven-
tures that might typically take place in each section. This
book offers enough background information and suggests
enough different possibilities that the gamemaster can cre-
ate an endless variety of adventures.

VARDEGHUL'S TRVE OF LoRL

The player handouts in Vardeghul’s Trove of Lore
offer various pieces of information on survival in the ruins
of Parlainth and daily life in Haven. This material will also
give both gamemaster and players a feel for their sur-
roundings through firsthand testimony from those who
lived through Parlainth’s grandeur and terrors. Of course,
life is never simple on the dangerous fringes of Barsaive,
and the information in Vardeghul’s Trove comes with sev-
eral catches for the player characters.

First, this information is not free. A shrewd business-
woman, Vardeghul realized early on that knowledge
would be a precious commodity in a get-rich-quick town
like Haven. Therefore, the player characters must pay for
each document before reading it. Second, Vardeghul’s
information is not uniformly reliable. Her trove consists of
documents written by past visitors to Parlainth, scholars
merely theorizing from afar, and citizens of the city before
it disappeared, among others. Some writers are biased, oth-
ers confused, a few even malicious. Like any collection of
writings by various authors, the contents of Vardeghul’s
Trove must be read with a healthy dose of skepticism.

For additional information on Vardeghul and her
Trove of Lore, see Haven and Adventures in Parlainth, pp.
20 and 26 respectively, of the Parlainth Gamemaster Book.

MAP

The fold-out map included in this set shows the Map
Wall of Parlainth. Located in the center of Haven, the
painted map wall describes the areas of the ruins that have
been explored so far. For more information regarding the
map wall, see Haven, p. 22 of Parlainth GM.

TREASURE/CREATURE CARDS

The 18 treasure and creature cards in this campaign
set feature full-color illustrations of some of the treasures
and creatures in Parlainth. For information on using trea-
sure cards, see p. 273, ED. The reverse side of each creature
card lists that creature’s statistics for the gamemaster’s con-
venient reference during play.

AW TQ USE THIS PR2DUCT

Parlainth: The Forgotten City provides enough infor-
mation about Parlainth to give the gamemaster a solid
understanding of the ruins and how to use them in adven-
tures and campaigns, yet leaves enough details undefined
to give gamemasters a free hand in shaping the ruins to
suit their story needs. To make best use of this product, the
gamemaster should first read this introduction and the
History of Parlainth in order to understand the Parlainth
of 1506 TH. Next, the gamemaster should read
Vardeghul’s Trove of Lore; those firsthand accounts of
Parlainth and Haven will give gamemasters a feel for the
place that an objective history cannot provide. It is the
small, atmospheric details that truly bring a game world to
life—the speech pattern of a complaining merchant, the
smell of a room at The Restless Troll inn, and so on. The
documents in Vardeghul’s Trove provide that atmosphere.
Once a gamemaster has a feel for the setting, he or she can
consult this book and the Ruins of Parlainth for the nuts-
and-bolts information necessary to plan their player char-
acters’ first visit to Parlainth.

To use this product, players and gamemasters will
need the Earthdawn rulebook (ED). Gamemasters running
adventures and campaigns set in the ruins of the Forgotten
City may also find the Earthdawn Gamemaster Pack (ED
GM Pack), the Barsaive Campaign Set, and the
Earthdawn Companion useful.

CUSTOMIZING PARLAINTH

No single, correct version of Parlainth exists in
Earthdawn. Much of the ruined city remains unexplored
and therefore unknown, and even the more thoroughly
explored areas may change from time to time.
Gamemasters should regard the information that this
product reveals about Parlainth as guidelines, rather than
hard-and-fast rules. In fact, we encourage gamemasters to
use this material as a starting point to make Parlainth their
own,

In many places, the information given includes several
possibilities. Throughout this book and the Ruins of
Parlainth are sections labeled Option 1, Option 2, and so
on. These options represent a number of choices the




gamemaster might make in a given situation. For example,
each individual gamemaster decides the true motivations
of the dragon Charcoalgrin, or whether a doorway exists
beneath Torgak’s Supplies and Goods that provides easy
access to the catacombs. Gamemasters should feel free to
choose alternatives not suggested in the text. When we
suggest specific numbers or statistics, we believe those
numbers best maintain game balance and suggest the
gamemaster use them.

EXPLORING PARLAINTH

The ruins of Parlainth and all their hidden treasures
await those adventurers and explorers bold enough to face
the city’s dangers and confront its often sinister inhabi-
tants. Gamemasters can set countless adventures in and
around the immense ruins, providing hours of adventur-
ing for adepts of all Disciplines and Circles. The good news
is that the gamemaster decides exactly who and what each
adventuring group may find within the ruins of Parlainth,
so he can tailor the treasures and monsters to exactly suit
his players’ group. The bad news is that Parlainth is one of
the most dangerous places in all Barsaive, and gamemas-
ters are encouraged to make Parlainth as deadly as possi-
ble without seriously unbalancing their campaigns. The

Horrors and the Scourge corrupted the city’s ruined build-
ings and catacombs almost beyond recognition, resulting
in bizarre magical traps, twisted creatures, and plenty of
peril from still-lurking Horrors.

Of course, Parlainth contains loot and magical trea-
sures in proportion to its dangers. Player characters should
not, however, expect to simply walk into Parlainth and
leave unmolested with the most fantastic magical treasure
they have ever seen. It is more likely that they will enter
the city a dozen times or more before emerging with any-
thing of real value. And characters must remember that
many types of treasure only have value if someone else is
willing to pay to possess them—receiving silver in
exchange for booty also requires the characters to accept a
certain amount of risk.

No journey into Parlainth is without risk, and
gamemasters should make characters earn every single
silver piece they take from the ruins. Well-prepared
adventurers who take care when exploring the ruins will
find that Parlainth holds many treasures, not only those
worth money, but also magical lore and history.
Characters who foolishly march into the ruins with no
forethought, on the other hand, will learn of the dangers
that await them the hard way.




STORY OF PARLAINTH

n order to run adventures set in the ruins of the Forgotten City, the
gamemaster needs to know when Parlainth was built and why, as
well as what caused its destruction. The following history of
Parlainth will help the gamemaster understand the pre-Scourge
Parlainth and the city of the current Earthdawn era.

IMPERIAL QUTPOST

The history of Parlainth begins with the first stirrings of Thera’s imperial ambi-
tions. In 50 TE (493 TH), soon after the Elder of Thera, Thom Edro, declared his
realm an empire, he and his advisors declared Barsaive a Theran province and
decided to build Parlainth as Thera’s provincial capital.

The Therans expanded their empire into Barsaive both militarily and as a
civilian power. The Theran Navy established itself at Sky Point in southern
Barsaive in order to solidify gains made at the Battle of Sky Point (see p. 25,
ED), while founding Parlainth as the center of civilian administration for the
Theran Empire in Barsaive. The decision to symbolically separate Theran civil-
ian and military power in Barsaive came at the recommendation of the astute
Kern Fallo, a prominent Theran appointed as the first Overlord of Barsaive. He
recognized that the new provincial capital would have great symbolic signifi-
cance, and that he could more easily negotiate the submission to Thera of
Barsaive’s various independent rulers from a beautiful, awe-inspiring city of
wonders than from a heavily fortified military stronghold. According to Fallo’s
plan, Parlainth’s appearance should serve as pro-Thera propaganda. If Sky
Point’s garrisons were the iron fist of Theran power in Barsaive, Parlainth
would be the velvet glove. It would represent everything noble about the
Theran Empire—its culture, its art, its tradition of learning, its magical prowess.
Parlainth would also serve as a helping hand to Barsaive, a vital center of magi-
cal knowledge for those preparing defenses against the coming Scourge. Above
all, its beauty and grandeur would serve to make Theran occupation palatable
by inspiring awe in native Barsaivians.

The decision to make Parlainth an exemplar of Theran civilization created
repercussions that continue to this day. Almost immediately, the average Theran
citizen began to identify with Parlainth, taking great interest in its progress and its
reception by Barsaive’s natives, whom the Therans regarded as quaint but back-
ward primitives greatly in need of superior Theran example. Though the initial
impetus for the declaration of Empire was the need to secure a steady supply of
orichalcum, a flow disrupted during the savage last years of Barsaive’s Orichalcum
Wars (see p. 24, ED), the rise of Parlainth in the popular imagination changed the
idea of the Empire into a noble mission. By viewing their imperial expansion as the
great civilizer of “savage” Barsaive, the Therans awarded themselves the right to
determine Barsaive’s destiny. The Therans” emotional attachment to the imperial
ideal strengthened during their years of seclusion in Thera during the Scourge.
Though Parlainth itself was magically forgotten by most of the world, Theran
dreams of supremacy were not. Now that the Scourge has passed, the Theran
Empire has begun to dedicate considerable resources to reclaiming its errant
province in the name of fulfilling Imperial destiny.
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CONSTRUCTION ©F PARLAINTH

To turn his vision of the perfect Theran city into reali-
ty, Kern Fallo hired the prominent architect Pumous
Vectarian. Vectarian, in turn, was determined to allow
nothing unseemly or unpleasant into “his” perfect
Parlainth, but his political masters thrust various practical
concerns upon him. He must build a network of cells to
hold prisoners of the Empire, he must allow room for the
construction of slave pens, and so on. Vectarian hit upon a
single solution to all such dilemmas; whenever he could
not avoid including something in his design that he found
distasteful, he put it underground. His plans for the city’s
underground passageways eventually expanded so much
that Parlainth became two cities: a place of beauty above
ground, and a place of shame beneath. Opponents of the
Theran regime later pointed out that Parlainth’s design
symbolized the entire Empire; the city, like the Empire it
represented, was a facade of dazzling glories covering a
dark and sinister reality.

MILITARY PRESENCE

Though Parlainth was intended primarily to serve as
the center of civilian government in Barsaive, Vectarian’s
superiors ordered him to house the Theran Infantry in his
city. As an island nation, Thera had achieved most of its
military objectives by relying on its impressive airship
navy. Despite the navy’s overwhelming success at Sky
Point, however, Thom Edro realized that he could not hope
to hold Barsaive or future provinces with the navy alone.
Therefore, he formed the Theran Infantry, a ground-based
army intended to enforce Theran will by physically occu-
pying rebellious areas. The army included both rank-and-
file troops for mass battles and small teams of adepts who
specialized in anti-guerrilla warfare. Edro also intended his
new army to be the navy’s rival, splitting the structure of
military power between the two organizations in order to
weaken the military’s ability to overthrow him.
Maintaining this split meant stationing the Theran Infantry
headquarters in Parlainth, far from the navy nerve center
in Sky Point.

Despite Vectarian’s strenuous arguments, his superi-
ors refused to put the infantry’s barracks and command
structure underground on the principle that such a location
would be bad for morale. The inclusion of a military instal-
lation compromised Vectarian’s grand vision of the city, a
shock from which he never fully recovered. Eventually, the
infantry proved a thorn in the side of Overlord Kern Fallo.
Fallo generally preferred diplomatic solutions to problems,
but infantry commander General Poweda Manybars agitat-
ed constantly for opportunities to use her forces and thus
improve the infantry’s standing and funding level.

THE ATYSCAPE CHANGES

Vectarian’s original plan for the city divided it into
quarters, joined at a central square. He intended total
separation between the administrative quarter, the resi-
dential quarter, the military quarter, and the commercial
quarter. As Parlainth’s residents put down roots in their
new city, however, they largely ignored Vectarian's
master plan and settled where they wished. Wealthy
Therans showed no interest in sharing living space with
Barsaivian collaborators they regarded as uncouth, or
with less well-heeled fellow expatriates. Many of them
shunned the residential quarter, instead setting up
housekeeping in the administrative quarter. Often, influ-
ential Therans took over empty space in government
buildings; others built palatial homes in the quarter.
Among the lower classes, shopkeepers wished to live
near their businesses, and Parlainth’s thriving merchant
class soon demolished sections of Vectarian’s carefully
constructed commercial quarter in order to add living
space and tailor the buildings to their specific require-
ments. In the residential quarter, Parlainthians separated
into distinct neighborhoods, dividing down-on-their-
luck Therans from poor Barsaivians from rich
Barsaivians. Commercial establishments such as grocer’s
stalls and taverns sprang up in these neighborhoods,
despite their illegal status under the Vectarian design.
City officials, many of whom the arrogant architect had
personally offended, freely permitted these zoning out-
rages, often in return for hefty bribes.

Changes in the underground city most clearly reflect-
ed Parlainth’s preparation for the coming Scourge. As the
need for haste in building kaers and citadels grew, the
Theran demand for slaves multiplied. The Empire dis-
patched an entire class of officials to Barsaive to guarantee
the steady flow of captives from the province to the imperi-
al island, and Parlainth became an important way station
in this trade in lives. The city fathers vastly expanded the
underground area beneath the administrative quarter to
accommodate the huge number of slaves waiting for trans-
port to Thera. In so doing, they displaced the treasury
vaults and moved them beneath the commercial sector.
Meanwhile, they also expanded the area beneath the mili-
tary quarter in order to house the various secret experi-
ments being performed by Parlainth’s magicians, Theran
and Barsaivian collaborators alike. Because Parlainth had
few engineers experienced in underground construction
during this period, many sections of the various under-
ground areas built after the initial construction of the city
lacked proper structural support. The Horrors took advan-
tage of this poor construction during the Scourge to col-
lapse whole sections of the underground city.




RULERS @F PARLAINTH

Politically, Parlainth’s role also changed rapidly from
its formal opening in 100 TE (543 TH) to its disappearance
at the beginning of the Scourge. Until 147 TE, Kern Fallo
ruled Parlainth just as he ruled Barsaive. Though the city
was officially run by a lord mayor, of whom there were
twelve during Fallo’s time in office, Fallo actually made
the important decisions for Parlainth. As an appointee of
the provincial government, the lord mayor served at
Fallo’s whim.

During his governorship, Fallo began using the
dwarfs of Throal to enforce Theran influence over
Barsaive. He convinced them that cooperation with
Thera was their only chance of survival, and possibly
Barsaive’s as well. Despite their misgivings, the dwarfs
reluctantly agreed to administer Theran justice in all
areas of the province. Modern-day Theran scholars ques-
tion this policy of Fallo’s, claiming that this decision laid
the groundwork for Throal’s current domination of
rebellious Barsaive, but at the time, most Therans
praised his diplomatic skills. Fallo’s policies reduced the
need for military force in Barsaive, allowing Thera to
turn its full attention to combating the threat of the
Scourge. The debate as to the worth of Fallo’s pro-
dwarf policy has been further clouded by the fact
that many of the relevant documents leading
to this decision and outlining its limitations
were magically altered by Parlainth’s disap-
pearance in 605; this confusion is just one
example of the enormous repercussions of
that act.

Recalled to Thera in 147 TE when
Thom Edro decided that Fallo’s talents
were needed closer to home, Fallo was
replaced by a long succession of functionar-
ies who essentially stood back and allowed
the dwarfs of Throal to govern Barsaive in
Thera’s name. These governors spent
most of their time and energy finding
new ways to increase the volume and
profitability of the slave trade. At the
height of this period, they converted sec-
tions of the military quarter to slave pens
when the sheer number of captives over-
whelmed existing underground chambers.

Parlainth’s early, self-proclaimed role as
exemplar of the noblest Theran values was by
this time openly mocked in many quarters.
Some residential neighborhoods had degen-
erated into shabby slums. The military, no
longer needed to quell rebellion, hired out its
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services to slave traders. Many officers’ purses grew fat as
they sent their men to round up slaves, both legally and
illegally. During this period, the title of Barsaive’s Theran
ruler changed from governor to overlord. A sonnet by a
noted Throalic poet of the time described the dark side of
Thera rising up from the sewers and prisons of the under-
ground to poison the light side of Thera, represented by
the aboveground city of Parlainth. :

The next figure of note to rule Barsaive was -'
Overlord Ersh Wearg, an ork confidante of First
Governor Olan Erdro, who took office in 577 TE. Typical
of the officials the Therans began to appoint as they
became increasingly arrogant in their own power,
Wearg was expert at flattering his superiors
but incompetent as a leader. A deter-
mined waverer, Wearg changed his
decisions almost hourly. During
Wearg's tenure, Parlainth turned
all of its energies toward prepara-
tions for the Scourge. Even the
slave trade dwindled; in Thera as
well as in Barsaive, bracing for the
coming tide of Horrors took prece-
dence over all else.

THE FORGTTEN CITY

While pursuing alternative
methods of surviving the Scourge,
Parlainth’s magicians discovered a
solution to the problem of pro-
tecting themselves that was star-
tlingly different from that pro-
posed by the researchers in
Thera. Rather than building a kaer
or citadel, they proposed moving the entire
city of Parlainth from Barsaive with powerful ritual magic.
Parlainth would rest in its own separate reality, removed
from both the physical and astral planes until recalled to
Barsaive by those who emerged after the Scourge.

As long as Parlainth existed in this other reality, the
Horrors would not be able to find the city when they
arrived in force to devastate the land. As an additional pre-
caution, the magicians took steps to prevent the Horrors
from even knowing that Parlainth existed. They prepared a
second spell, even more powerful than the one intended to
remove them from reality, that would ripple through
Barsaive and Thera and erase all records and memory of
the city’s existence.

Overlord Ersh Wearg had his doubts about the idea,
but he had just as many doubts about Thera’s methods of
defense. Covering his bets, Wearg allowed the magicians

to go ahead with their plans, but also commanded the
city’s finest trapsmiths to build more standard defenses
against the Horrors.

Wearg also wanted to know how the Barsaivian
survivors of the Scourge would know to summon
Parlainth back if all memory of the city had been erased.
In response, the Parlainthian magicians forged a magi-
cal ring, assisted by the elf queen Alachia of Wyrm
Wood. The ring’s power would lie dormant until the

amount of Horror magic in the world dropped to a
predetermined level.
That decrease would
activate the ring’s
magic, creating in all
who held it an over-
whelming sense of loss
and longing, along
with visions of the lost
city. The magic of this
so-called Longing Ring
would also subtly con-
trive the ring’s passage
from hand to hand to
ensure the greatest
possible number of
seekers for the city.
Once enough Name-
givers began to search for
Parlainth, one or another of
them would discover and work out
the buried, complex clues to
Parlainth’s existence that the
magicians intended to leave

untouched by the forgetting
spell. One such clue, a set of
plans for the new walls of

Parlainth encoded with the
magical incantation necessary
to bring the city back, the magicians left in an
unmarked container in the Great Library of Throal.
They planted other, equally obscure clues elsewhere—
in the pattern of the bark on a tree near the Elf Queen’s
court, in the migratory pattern of fish in the Serpent
River, and so on.

In 601 TE (1044 TH), Parlainth’s magicians announced
their intention to enact their magics. Just before zero hour,
Ersh Wearg panicked. Wearg and his household fled to
Throal, in whose earth-and-rock kaers the overlord felt
more confidence.

On the first day of 602 TH, the magicians cast their
spells; Parlainth disappeared from Barsaive, its fabled splen-
dor never to be seen again. With a single act, Parlainth had




become the Forgotten City. Ironically, Ersh Wearg and his
most trusted officials were killed when a portion of the
Throal kaer collapsed on them shortly after the sealing of
Throal in 607 TE. Debate still rages as to whether the deaths
were accidental.

Parlainth found its isolation from the world difficult
to bear. Established primarily as a trade and political cen-
ter, the city’s relationship to the world had been its sole
reason for existence. The magicians, unlike most other cit-
izens, were delighted with their
success and saw in it the opportuni-
ty to rule Parlainth free from the
restraints of their Theran col-
leagues. Within months of
Parlainth’s disappearance, the
magicians approached Lord Mayor
Fucial Vastbelly and none too sub-
tly suggested that he behave like a
good puppet or they would make
him the subject of a new magical
experiment. Unfortunately, the
magicians proved even less skilled
at politics than former Overlord
Wearg. Tensions mounted between
Vastbelly and the sorcerers, who
controlled the food supply, and
Parlainth’s once-powerful merchant
class. Within a few years, the politi-
cal deadlock erupted into street
skirmishes, which in turn sparked a
city-wide civil war. Between 607
and 611 TE, rival factions hurled
lethal Theran war magics at each
other, destroying entire sections of
Parlainth. As the carnage began to
mount, combatants on both sides began
to suspect that something more than ordinary
greed and ambition fueled their struggle.

THE APRRPRS REVEALED

The first concrete sign that the Horrors had reached
Parlainth came in the increasingly dark dreams of
Parlainth’s citizens. Soon the things began to reveal
themselves to selected victims. Within a decade, every-
one in Parlainth knew the dreadful truth: even as the
city’s magicians prepared their spells, a vanguard of
Horrors had snuck into Parlainth under magical dis-
guise. Parlainth’s radical defenses had come to naught—
the city was Horror-infested even before it disappeared.
Only the array of traps that Wearg had ordered built
without the magicians’ knowledge gave the citizens of
Parlainth any hope of survival. When the citizens real-

ized the catastrophe that the magicians had brought

upon them, they turned on the sorcerers and tore them
limb from limb.

The Horrors’ initial delight in having infiltrated
proud Parlainth swiftly turned to fury when they realized
that they were trapped beyond reality within the city, possi-
bly forever. They ravaged the city with particular vicious-
ness, slowly torturing the city’s residents to death in order
to extract the maximum suffering from each one. With no

one left alive to destroy, the

Horrors tore the city apart.
Once they had ruined virtual-
ly everything they could get
their claws on, they passed
the centuries by staging elabo-
rate games of simulated war
using the city’s falsemen as
playing pieces (see Creatures,
p. 66). During this period, the
Horrors ordered their false-
men to build primitive
fortresses, then they gathered
piles of glittering trash—
coins, gems, jewelry, any-
thing valuable—and hid
them in the fortresses, using
these treasures as trophies of
war. Though otherwise worth-
less to the Horrors,
Parlainth’s vast reserves of
wealth became symbols of
victory in their absurd and
never-ending games. The

Horrors refurbished

old traps and even built

new ones in order to

destroy their rivals’ false-

2 men. Some falsemen they endowed

with awareness of a sort, making them

virtual avatars of qualities the Horrors admired—guile,

treachery, brutality, relentlessness, and so on. Many of
these falsemen remain active in Parlainth to this day.

When the war games finally palled, the Horrors
lapsed into frustrated slumber, dreaming of the day when
some unsuspecting fool would return Parlainth to
Barsaive. Some of the Horrors, despairthoughts in partic-
ular, maintained psychic connections to victims in the
physical world, and whiled away their time mentally tor-
turing those Name-givers they found in unprotected
kaers. Most, however, simply dreamed of the terrible
vengeance they would wreak on the world when at last
they were freed.




PARLAINTA'S RCTURN

Freedom came for Parlainth’s Horrors in 1009 TE
(1452 TH), when Therans, Throalic agents, elves, and oth-
ers converged on the area where Parlainth had stood.
Each faction had become aware of the Forgotten City
through the Longing Ring, and each wished to be the first
to unlock the city’s secrets. Ironically, an independent ork
thief named Garlthik One-Eye and his human protége,
J'role, were the first to set foot in the ruined city. (For a
complete account of this event, see the Earthdawn novel,
The Longing Ring.)

The discovery of Parlainth’s destruction by the
Horrors bitterly disappointed those touched by the
Longing Ring, but many seekers of wealth saw the ruins as
a boon. Where some saw destruction, these would-be
explorers saw a vast repository of valuable goods left from
the days of Imperial wealth and influence.

In the years immediately following Parlainth’s return
to the world in 1452 TH, the area around Parlainth suf-
fered a mini-Scourge as the newly freed Horrors left
Parlainth for more fertile ground. Many new communi-
ties that had scarcely gained a foothold in the new world
were wiped out in an awful campaign of terror and
destruction. To this day, few settlements both-
er to occupy the hinterlands around Parlainth.
Those that do are even more suspicious of
outsiders than most villages in the coun-
tryside. Treasure-seekers en route to
Parlainth receive little more from locals
than an invitation to leave at the business
end of a pitchfork or sword. Some explorers
even lose their lives in altercations with
frightened, angry villagers.

The mini-Scourge lasted approximately
three years. Some of the newly
released Horrors moved on to
more vulnerable pastures
elsewhere in Barsaive.
Others met their deaths at
the hands of Barsaive’s
wandering heroes. Still
others, realizing that
their powers had waned
with the world’s reduced magic level, returned to
Parlainth. In their long habitation of the city’s ruins, the
Horrors had permeated the entire area with corrupt astral
energies, unknowingly making for themselves a lasting
home. Forced by circumstance to remain in their former
prison, these Horrors became even more determined to
vent their inhuman fury against the Name-givers of
Barsaive.
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TAE EXPLPRERS ARRIVE

The Horrors’ fury soon turned to sinister glee as they
watched potential victims stream into shattered Parlainth
of their own free will. Drawn by accounts of vast piles of
loot available for the taking in Par-lainth’s treasure vaults,
a steady influx of adventurers began arriving in the city.
Once the more intelligent Horrors understood the explor-
ers’ motives, they scrambled to gather up the coins and
sparkling baubles for which these Name-givers seemed so
willing to risk their lives. They reanimated the falsemen
they had abandoned during their long sleep and reactivat-
ed many of the sprung traps in Parlainth’s tunnels and
streets. The Horrors began their evil war games anew, with
opponents made of all-too-mortal flesh and blood.

From 1455 to 1491, explorers investigated Parlainth
haphazardly. Rather than establishing a permanent base,
adventurers set up temporary camps in the wilderness
outside the city. Most
expeditions

came to Parlainth from some distance away, stayed until
they found a significant treasure or (more likely) lost too
many members to go on, and then returned whence they
had come. Few explorers even knew of each other’s exis-
tence, and no way existed for groups to correlate their
discoveries. Maps made by explorers during this period
are often difficult to decipher—even determining which
part of the ruins they depict becomes a monumental task.




Logbooks, maps, and diagrams from expeditions in this
period (referred to as pre-Haven by the cataloguing com-
mittee of the Library of Throal) are scattered throughout
Barsaive; some may even exist in Theran-controlled terri-

tory, because Theran agents also explored Parlainth from
the earliest days of its return.

Much information from the pre-Haven period must be
considered less than reliable for other reasons. During that
time, Par-
lainth
swept
¥'#n o
Barsaive’s
popular
imagina-
tion; peo-
ple com-
posed
songs
about

the

Forgotten City and writers filled tomes with mostly ill-
informed speculation about what might have disappeared
along with it. Parlainth became synonymous with mystery,
and it became fashionable to change the settings of old leg-
ends so that they took place in the Forgotten City. New
legends also sprang up, tying together the few facts known
about Parlainth with a thick cord of fancy. For this reason,
explorers generally do not take documents predating 1485
TH too seriously.

FRUNDING F HAVEN

In 1485 TH, a far-thinking troll named Torgak pro-
posed a long-term project to an alliance of ork and troll
adventurers with a common interest in Parlainth. Torgak
and his fellows, frustrated at having repeatedly wasted
time searching in areas already picked clean of treasure
by an earlier exploring party, recognized the potential for
making money by providing services to other treasure-
seekers as well as by finding treasure themselves.
Accordingly, Torgak proposed clearing out a small por-
tion of the ruins and building in that area a safe, perma-
nent haven for any explorers who wanted to use it.
Torgak chose an area of the ruins he knew well, in the
southeastern corner of the old city, and invited other
adventurers to participate. The survivors among
Torgak’s first allies eventually formed the leadership of
Torgak’s administration, and also of the explorers’ union
known as the Loyal Order of Delvers. It is nearly impos-
sible for newcomers to reach a position of influence in
either group.

From 1485 to 1491, Torgak and his followers thor-
oughly cleaned out a section of Parlainth and fortified it
against creature incursions. Many lost their lives, most in a
single battle with a powerful Horror in 1487 TH. Torgak
paid for their names to be enshrined on a plaque in
Haven's central square.

In 1491, Torgak officially named Haven and
declared it open to other adventurers. Among the
first non-adventurers to settle in Haven was a
t’skrang businesswoman named Var-deghul, who
peddled information about the ruins and soon
owned a thriving business. Torgak gave other
businesses to his associates during the
building of Haven—the ownership of the
town's first inn, The Restless Troll, for
example, went to Torgak’s com-
rade Tylia. Torgak himself
opened Haven's trading post.

The establishment of Haven
increased the number of adventur-
ers interested in plumbing the depths
of Parlainth. Within three years, busi-

ness outgrew the modest structures
housing The Restless Troll and Torgak’s Supplies and
Goods. From these enterprises’ early profits, their owners
erected lavish new buildings.

Haven continues to grow and prosper, though it still
retains the rowdy atmosphere of a frontier town founded
by treasure-seekers. Though still often beset by hostile
creatures and the subtle influence of the Horrors, Haven
has earned a permanent place on the landscape of
Barsaive, and permanent fame.




ny explorer planning to journey into the ruins of Parlainth would
be wise to first visit Haven, the small town carved from a corner of
the ruins. Haven offers vital goods and services and provides one
of the few sources of reliable information about the Forgotten City.

The following section describes the town of Haven, its most
prominent inhabitants, places, and organizations, and discusses the
influence wielded by various political groups. Though we arranged
the information in this section so that the gamemaster would find it
easy to use as a reference, he or she should note that this arrangement places infor-
mation on the same subject in several places. For example, information on Torgak
appears in Notable Places, Prominent Citizens, and Organizations. The
Organizations section and the discussions of political influences include a description
and statistics for a prominent member of each group. In the abbreviated statistics
given for minor characters, the numbers following the Attributes are step numbers.
Additional information regarding specific actions that characters might take in
Haven are described in Running Adventures in Parlainth, p. 45 of Parlainth GM.
We encourage gamemasters whose groups enjoy lots of social interaction and base-
camp activities to flesh out the town by adding more business establishments and
places of interest to those described below.

AISTORY AND GRWTH

Founded in 1485 TH by the famous troll adventurer Torgak, the town of
Haven lies in a section of the area of Parlainth known as the Smalls. Together with
several fellow troll and ork entrepreneurs, Torgak cleared Haven of hostile crea-
tures and valuable treasures and partially refurbished it for use as a home base by
adventurers exploring Parlainth. Those structures still standing they repaired, and
Haven'’s founders built new structures on the foundations of old buildings too far
destroyed to fix up. Among the first and largest of the refurbished buildings were
Torgak’s Supplies and Goods and The Restless Troll inn.

Since its founding, the town has grown outward from the ruins. Most of Haven’s
permanent residents live in the newer areas of the town, in modest buildings of
wood and stone (for more about the geography of Haven, see Layout of Haven, p.
19). Torgak and others repaved the shattered portion of the ancient, southeast
laneway that bisects Haven (see The Laneways, p. 84 of Ruins of Parlainth), and
sanded down the unsightly stumps of broken statuary along the laneway’s walls. To
keep at bay the creeping vegetation that threatens to reclaim every part of the ruins,
Torgak has taken to hiring former adventurers down on their luck and those either
too old or too injured to risk their lives scraping for loot as gardeners. These workers
spend their days pruning the vines, for which Torgak pays them a living wage.
Player characters may also discover that these gardeners can offer accurate informa-
tion and sage advice: explorers who wish to learn about the hard knocks of adventur-
ing in Parlainth would do well to consult these humbly employed men and women.

HAVEN EXPANDS

After Torgak and his companions cleared the southeast corner of the ruins,
they built their own homes and businesses as well as housing for the first expected







arrivals in the new town. This initially populated area, now
known as the First Section, contains Torgak’s Supplies and
Goods, The Restless Troll inn, the Map Wall, and
Vardeghul’s Lore Exchange, among other places of note,
and makes up roughly one third of Haven.

The next section of town to be built soon came to be
called the Old Neighborhood, though it has only existed
for ten years. Its residents, many of them Haven's earliest
settlers, call it the Old Neighborhood to distinguish it from
the rest of Haven. Like the First Section, the Old
Neighborhood covers a third of the town.

Because it was built before Haven’s most rapid period
of expansion, the Old Neighborhood boasts several impor-
tant business establishments. When Old Neighborhood
residents wished to start their own businesses, Torgak dis-
missed the newcomers as unlikely to offer him serious
competition and so allowed them to start up shops and ser-
vices at will. Since that time, Torgak has learned to appre-
ciate competition in the marketplace and regrets his earlier
generosity. To even the score, Torgak levies high enough
tariffs on the businesses of the Old Neighborhood to
ensure that he will draw more customers and continue to
offer better prices to traveling merchants than anyone else
in town.

The final third of Haven has no official name. This
part of the town contains most of the residents’ homes,
along with a few taverns and the stalls of merchants who
cater to the residents of Haven rather than adventurers
passing through to Parlainth. Among the most notable resi-
dents in this part of town is Pagmor Gilt-Throat, who
arranges betting on the falsemen wars constantly waged
within the War Zone (see The War Zone, p. 24 of Ruins of
Parlainth).

MPDERN-DAY AAVEN

Torgak and his deputies maintain firm but relatively
benevolent control of the town. Adventurers who behave
themselves should feel reasonably safe and at home.

Roughly 1,000 people live in Haven at any one time,
though few remain for more than a couple of years. Some
residents get rich and move elsewhere to spend their hard-
won gold and silver. Many more fail to find anything valu-
able in Parlainth and eventually move on. A significant
number die in the ruins. Torgak has mandated cremation
for Haven's deceased for two reasons; Haven lacks enough
space to bury the dead, and cremation prevents slain
adventurers from being reanimated as dangerous cadaver
men.

The recovery of loot from the ruins is the town's eco-
nomic wellspring. Haven is inhabited largely by treasure-
seekers and those whose businesses cater to such adven-

turers. The value of magical artifacts and information
culled from the ruins means that Haven attracts more than
its share of thieves and agents acting for various factions in
Barsaive; Theran spies, Throalic agents, and occasional
elves from Blood Wood are only a few examples. Only in
Haven is normal social interaction possible; adventurers
are most likely to encounter other adventurers in the town,
as well as businessmen anxious to relieve them of their
hard-won coins.

A wise thief once said that it is much easier to acquire
treasure in Haven than in Parlainth, and more than one
party of adventurers has risked all to secure some won-
drous item from the ruins only to lose it to competitors in
the town. Many of Haven's successful businessmen keep
well-guarded fortunes tucked away. And any treasure
found in the ruins must wait in Haven for transport to
some other place: a cunning adventurer may transport any
of these caches to his or her own pocket.

Torgak has deactivated all traps in Haven and blocked
passageways to both the Southern and Eastern Catacombs,
whose extensions run under a portion of the town. The
gamemaster may consider the following options to repre-
sent the truth of those passageways.

Option 1

Torgak left open a single entrance to each under-
ground catacomb complex as a business venture. The
entrance to the Eastern Catacombs is located in the base-
ment of Torgak’s Supplies and Goods. Explorers can enter
the Southern Catacombs via a guarded stairway that
Torgak built in the middle of the southwest laneway.
Torgak charges a toll of 1 silver piece per adventurer to
enter the Southern Catacombs, and adventurers must agree
in writing to pay damages of 100 silver pieces per guard
should the sentries be forced to fight creatures who pursue
the explorers to the entrance. Though these entrances offer
a convenient way into the catacombs, the underground
tunnels nearest them have long since been scoured clean of
worthwhile swag. Hungry creatures sometimes congregate
near these openings, confident that prey will arrive eventu-
ally.

Option 2

Torgak blocked all the passageways, convinced they
represented too great a security risk to the town to keep
open. However, cultists of the Mad Passion Vestrial recent-
ly found a new entrance to the catacombs in the basement
of a nondescript, Parlainth-era house in Haven. Through
this entrance, they smuggle creatures out of the ruins to
wreak havoc in Haven, usually as a diversionary tactic for
one of their elaborately futile plots.




The Explorers

Many of Parlainth’s explorers chose to abandon life in
normal society and reject the notion of making a living
through hard, steady work. They want to strike it rich fast.
The risk of sudden, painful death does not deter them—in
fact, it adds to the Forgotten City’s appeal. Even if others
see them as grubby, greedy, dangerous, reckless, and fool-
ish, the explorers see themselves as heroes. More explorers
die than get rich in Parlainth, but the true adventurer
believes that death only happens to the other fellow.

Others who come to explore Parlainth may seek pow-
erful magical devices on behalf of political groups ranging
from the Kingdom of Throal to the Theran Empire to the
elven Blood Warders. Still others, such as pious followers
of the Passions or half-crazed members of the Grim Legion,
brave the ruins on the strength of personal convictions.
Members of both groups consider themselves superior to
those explorers motivated by the prospect of financial gain,
whom they derisively call “ruincrawlers.” In truth, little
distinguishes any explorer from another save minor differ-
ences in behavior.

LAYQUT oF RAVEN

Only a third of Haven, the area first settled by Torgak
and his associates, actually lies within the ruins of
Parlainth. To protect themselves from marauding creatures
and Horrors, Torgak and his friends built a wall around
this area shortly after settling there. A gate stands where
the southwest laneway intersects the wall; it remains
closed except when explorers are entering and/or leaving
the ruins. Torgak posts several guards near the wall to deal
with the occasional creatures that try to enter Haven
through the gate. All adventurers entering the ruins must
agree in writing to pay damages of 100 silver pieces per
guard should the guards be forced to fight creatures who
pursue the explorers to Haven.

Newcomers built the other areas of Haven on the far
side of the tumbled-down wall that originally surrounded
Parlainth. Many buildings in the Old Neighborhood lean
against intact portions of this wall, while the newest areas
of town stretch further out from the ruins. Most of
Parlainth’s original wall bordering this corner of the
Smalls has been leveled so that it does not separate the
newer portions of town from the older areas. Most of
Haven's buildings are stone, with the occasional few built
of wood.

NOTABLE PLACES

The following information describes those places in
Haven that explorers and adventurers will most likely
decide to visit when preparing for their adventures.

TORGAK’S SUPPLIES AND GP9D5

The most famous store in all of Barsaive offers an
amazing number of goods for sale, especially considering
Haven'’s relative isolation from the rest of the province.
Money talks, and Torgak possesses a great deal of money
with which to arrange for transportation of goods from far
distant cities. He passes that cost on to his customers,
cheerfully relieving them of the oppressive weight of coins
and gems looted from the ruins.

Torgak’s Supplies stocks all items listed in the Goods
and Services Table (pp. 263-67, ED), with the exception of
animals. Upon request, however, Torgak can arrange for
fine animals to reach buyers in Haven within 2D6 weeks.
Player characters will find that most items on the tables
mentioned above cost one and a half times the listed price
in Haven, including magical equipment (including any
armor or shield with a Mystic Armor Bonus greater than
1). Anyone complaining about Torgak’s prices gets a
lengthy lecture on the risks and costs of doing business in
Haven. All of Torgak’s employees use roughly the same
words for this lecture and heave a bored sigh before
launching into it; they field this complaint constantly.

Because he allows no significant competition to exist,
Torgak prices his goods as high as the market will bear. He
boosts his prices by 150 percent whenever a major influx of
cash pumps up Haven'’s economy. If an adventuring group
finds a great trove of jewelry and immediately ships it to
Throal for safekeeping, the local economy remains unaf-
fected. If, however, this same group succeeded in driving
off the cadaver men of the Eastern Catacombs and opening
Queen Twiceborn’s treasure vault, every adventurer in
town would rush to grab part of the swag. Soon Haven
would be afloat in loot, and Torgak would adjust his prices
accordingly.

Torgak discourages potential competitors, though they
rarely cause him trouble. Torgak and his cronies still own
most of Haven, and those few others who own shops in
Haven do business under his good graces. Torgak uses his
deputies to hassle any newcomers intent on setting up a
business, and also harasses anyone foolish enough to think
of selling land or buildings to such an individual. If a new-
comer actually manages to set up shop, Torgak lowers his
prices to bargain-basement level until his new rival packs it
in. So far, his pockets have proven deep enough to outlast
all competitors. As soon as his opponent goes out of busi-
ness, Torgak jacks his prices back up to the normal level.

Torgak claims to have no interest in buying valuables
from the ruins, saying that no local market exists for them.
In truth, Torgak will buy valuables whose resale value
exceeds 2,000 silver pieces. He pays cash up front, but only
10 percent of an item’s resale value. This 90 percent profit




margin reflects the risk and difficulty inherent in selling
such items. (For more information on profiting from booty
reclaimed from the ruins, see Exchanging Booty for Silver,
p- 51 of Adventures in Parlainth.)

Shop Layout

After several years of roaring success in several con-
verted, ancient buildings, Torgak spent a bundle of his
profits to build his current shop. Modeled on the struc-
tures in the area known as the Vaults, Torgak’s Supplies
and Goods is an imposing building, lined inside and out
with massive marble columns. Torgak finished the interi-
or chambers in marble and polished metal with gilt fix-
tures. A statue garden adorns the roof, depicting Torgak
and his friends standing in heroic postures, defending the
earliest incarnation of Haven from a ravening pack of
Horrors. An outside staircase allows visitors to climb up
to the roof and walk among the statues. In its outsized
desire to strike the viewer with awe, the garden is won-
derfully vulgar.

In the shop’s spacious main showroom, at least a
dozen staff members are always on duty during business
hours. They wear military-style uniforms dripping with
gold braid, designed by Torgak. In response to their
employer’s insistence on classy, quality service, many of
Torgak’s workers have adopted the foppish mannerisms of
court lackeys, which usually impresses the typical rustic
adventurer no end.

The floor immediately above the main showroom
serves as a warehouse, and also as home to Torgak’s
deputies and five largely unoccupied prison cells. Across
from the cells is a lounge for the deputies’ use. The third
floor contains office space and Torgak’s palatial private
quarters. In addition, most people believe that the shop has
a basement in which Torgak hides his money.

THE RESTLESS TROLL

The Restless Troll is named after its proprietor, a troll
wizard named Tylia who served as Torgak’s right hand
during the clearing-out of Haven. A master of detail and
logistics, Tylia saved Torgak’s band from walking unpre-
pared into disaster more than once. When Haven began to
change from the home base of a group of troll and ork
explorers into a real town, Torgak put Tylia in charge of
accommodations. Her unofficial arrangements soon
evolved into a booming temporary-housing business con-
centrated in nearby ancient buildings, and she soon saw
the advantages of opening an inn. Tylia planned to call her
establishment The Palace, but her first customers nick-
named it “The Restless Troll” in honor of her. Eventually
she gave in to popular usage and officially christened it
The Restless Troll.

Almost as imposing as Torgak’s Supplies and Goods,
The Restless Troll is a five-story pyramid faced in lime-
stone, much like a typical mansion in the Vaults, with inte-
rior rooms finished in oak and mahogany. The inn’s
ground floor contains a spacious lobby and a huge tavern,
and sleeping rooms take up four of the upper floors. Tylia
maintains surprisingly modest quarters for herself on the
top floor.

The rooms at the Troll are simple and comfortable,
with no magical amenities. Tylia once offered them in
some rooms, but after one too many adventurer declared
them effete, she had them removed. A double-occupancy
room costs 50 silver pieces, a suite for four costs 80 silver
pieces, and a suite for six, 160 silver pieces. Prices at the
tavern are double those listed for provisions on the Goods
and Services Table (p. 266, ED).

The tavern is the center of Haven'’s social and business
activities. The place is packed during the evenings, and a
few regulars spend time there during the day as well.
Dancers, troubadours, and other entertainments abound.
At the tavern, information is traded, deals made, alliances
forged, and gossip spread. Tylia does not object to brawls
as long as the participants tidy up after themselves and
pay for any broken furniture. (She makes a big profit on
broken furniture.) Using weapons or offensive magic dur-
ing a brawl, however, earns the offender a permanent invi-
tation to leave. (Chairs are not considered weapons, broken
bottles definitely are.) Even Haven’s most violence-prone
misfits rarely disobey the Troll’s rules of engagement, fear-
ing the professional and social catastrophe of being barred
from that establishment. Adventurers without access to
this place miss out on countless opportunities to find
patrons and hear valuable tips.

VARDEGHUL 'S LRE EXCHANGE

Vardeghul, a t'skrang struck by the urge to see the
world, came to Parlainth on the first wave of opportunity
seekers. After nearly losing her life on several forays into
the ruins, Vardeghul stopped and looked around her at the
swarms of scruffy adventurers descending on the city
every day, each of them hoping to stumble on a treasure
fabulous enough to make them wealthy for the rest of their
lives. Few of them, she realized, would ever reach that
goal. Most of them mounted aimless excursions into the
vast ruins, hoping for a lucky find before one of the terrible
creatures infesting the Forgotten City chose to make lunch
of them. Many were slain, and the few who struck it rich
did so out of blind luck. Little hard information on
Parlainth existed, save a few ancient scraps rendered inac-
curate and useless by the Horrors’ ravaging of the city.

Modern-day Parlainth existed as a jumble of shattered
buildings and creature lairs scarcely resembling the great
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monument to civilization described in the few rediscov- Vardeghul’s customers also often assume that higher-priced

ered documents that mentioned it. documents contain more valuable information, though many
Vardeghul realized that accurate (or apparently accu- of the lower-priced texts are probably of the greatest use.

rate) information on the city might be the most valuable Vardeghul's incomprehensible filing system represents

commodity of all, and that she could get rich by supply- her first line of defense against robbers, because they find it

ing it for the multitude of explorers who
flocked to Parlainth to make from the piles of obscure, academic
their fortunes. Using her con- =3} 7 prose. Equally effective at deterring
tacts as an adventurer to collect “. 3 " VAN \'?J break-ins and holdups are the Grobakk

impossible to tell the valuable secrets

every scrap of information pos- brothers: Steffgor, Chujonn, and
sible from those still risking * Mahousk, the three surviving mem-
their lives in the ruins, .s s bers of troll quadruplets. All four
Vardeghul eventually accu- @ . . Grobakks came to Haven several
mulated an impressive stock 4 ! . years ago to make their fortunes in
of documents on Parlainth. df L £Y & . the ruins. One brother died slowly
She then opened for busi- p and horribly; grief-stricken, the
ness, selling information® others abandoned their adven-
and quickly becoming a - turing careers and took jobs as
wealthy tradeswoman. guards for Vardeghul. They also
Vardeghul’s  dark, f ﬂlﬁ sometimes serve as deputies to
musty shop smells strongly " Torgak when he needs additional
of rotting parchment, and . f muscle to keep the peace. The
adventurers should know , W RN\ & “ \ Grobakks are incorruptible and
what they are looking for \ unshakably loyal to Vardeghul. No
going in. Vardeghul brother would risk shaming himself
has turned in the eyes of the others by being
miserly in her the first to propose betraying
declining years their employer. The
and no longer gives brothers look and often act
out any information for identical, so much so that
free. She has little only Vardeghul and a few
patience for uninformed other long-time resi-
adventurers who enter dents of Haven can tell
her establishment on a them apart.
fishing expedition, hoping Each of the Grobakks
that she will inadvertently works an eight-hour shift
hand them a clue to at the shop each day. The
the location of rest of the time they
some valuable r-np ) spend either at the
artifact that tavern or in the small,
no one else has 1}),}’ i wooden house they
thought to seek. share with Vardeghul.
Unless customers ask . , ﬂgevg:em) Vardeghul leads a spartan
for information on a specific </ - existence, showing little
topic, Vardeghul offers only to sell them her interest in luxuries. Over the
price list, which costs 5 copper pieces. This list years she has amassed a small fortune, the truth of which

w

appears on p. 48 of Parlainth GM, and is also one of may belong to any of the following options.

the handouts in Vardeghul’s Trove of Lore. Some of the titles

on the list sound vague; Vardeghul lists them this way inten- Option 1

tionally because adventurers are a hopeful lot, and the less Vardeghul's money lies hidden under the floorboards
specific a title sounds, the more likely they are to paint its con- of her shop. Enterprising robbers would do well to ignore

tent with their own greedy wishes before buying. the scrolls and tear up the floor.
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Option 2

When it became large enough to be worth stealing,
Vardeghul hid her fortune in a secure location in the ruins,
which she visits every month along with two of the
Grobakk brothers. A sufficiently stealthy band of thieves
could follow them and snag Vardeghul's hoard.

Option 3

Vardeghul lives frugally because she sends most of
her money to her village, whose members are trying to
raise the funds for another boat. Those interested in steal-
ing her earnings should look for leverage against the cara-
van masters with whom she deals.

HAVEN'S MAP WALL

Across the laneway from the entrance to The
Restless Troll is the so-called Map Wall, a slab of lime-
stone ten feet high and fifteen feet long. This wall is all
that remains of an ancient building that once stood on
that site. Since Haven's earliest days, as a public service
to their colleagues, adventurers drew or painted their
own additions to a rough map of the ruins. Of course, the
map is full of maddening irregularities. Different adven-
turers used different scales when painting their sections,
so distances are unreliable. The map also lacks a consis-
tent key—different adventurers used different symbols
to represent entrances to the catacombs, for example.

One cannot always tell whether a marking refers to an
aboveground feature or something in the underground
tunnels; Torgak attempted to convince adventurers to
use blue paint for the upper levels and red for the lower,
but they used this convention inconsistently. As for the
green paint on portions of the Map Wall, only a long-for-
gotten explorer knows for sure what that color was sup-
posed to represent.

Most explorers consider the black lines on the map,
painted by Tylia of The Restless Troll during the clearing
of Haven, the most reliable. Intentional errors also exist in
the map, some drawn by adventurers determined to throw
others off the trail of a great find, others drawn by sinister
folk seeking to lure explorers to their doom.

Despite the known inaccuracies of the Map Wall,
efforts to begin a new and more precise mural constantly
get bogged down in political maneuvering. Both the
Loyal Order of Delvers and the Association of
Unaffiliated Explorers (see pp. 29 and 31 of Parlainth
GM, respectively) have proposed sponsoring a new Map
Wall, but both factions fear (and rightly so) that the other
might sabotage their efforts. No feasible way exists to
guard such a public mural to prevent deliberate and acci-
dental errors from creeping in.

A copy of the Map Wall is included in this boxed set.




THE @LD NEIGHBPRA9D

Several notable places in the Old Neighborhood are
described below. For more information about the residents
of Haven'’s Old Neighborhood, see the Earthdawn adven-
ture Mists of Betrayal.

Loak’s Legacy

Loak’s Legacy bears the name of its late owner, the
retired adventurer Loak Ironfist. A statue of him (or some-
thing that looks like one) stands in the dining room near
the bar. The three-story inn has adjoining stables in the
rear. On the bottom floor are the kitchen, bar, dining room,
and private meeting rooms. The two upper floors contain
bedrooms, including a large communal sleeping room.
Accommodations in a private bedroom cost 8 silver pieces
per night, and each meal costs 4 silver pieces. Individual
drink prices average 1 silver piece.

The vast dining room offers two hearths, a long bar
with padded, wooden stools, and several long tables
with benches set along each side. Loak’s does not pro-
vide small, private tables: they expect their customers to
belly up to one of the long tables and rub elbows with
their fellow patrons. During the day, the dining room
does a modest business, but at night the place gets a little
rowdy, filled with guests bragging about what they
recently found or killed in Parlainth’s ruins. Brawls fre-
quently erupt, usually because one patron challenges
another’s story.

For those who desire more dining privacy, one of the
three private rooms adjoining the dining room can be had
for 1 gold piece. In each of these rooms, up to ten people
can sit and enjoy their dinner in peace and quiet.

The communal room on the third floor contains plenty
of bedrolls and sleeping furs. For the privilege of staking
out a spot on the floor overnight, guests pay 1 silver piece.
Needless to say, Loak’s does not guarantee any kind of
security in the communal room.

Brenula’s Arms

Owned by Brenula, a female ork expert at repairing
weapons and armor, Brenula’s Arms is Haven’s best-
known smithy. Brenula sells all weapons normally avail-
able (see Goods and Services, p. 248, ED).

Hiermon’s Residence

The rooms above Brenula’s shop belong to the wiz-
ard Hiermon, Brenula’s personal friend. He has lived in
these apartments for ten years and has filled them with
the clutter one might expect in a spellcaster’s dwelling.
Old books, mysterious crystals, alchemical implements,
and other unusual items lay scattered casually on every
surface. As he is one of the few sages who makes Haven

his home, both the Loyal Order of Delvers and the
Association of Unaffiliated Explorers hold Hiermon in
high regard.

Agramen’s Import/Export

In this compound of low-slung buildings, the
human Agramen organizes his caravans, stores his
wares, and runs his business. Caravans constantly
arrive with goods and depart for points all across
Barsaive. Many adventurers and mercenaries congre-
gate here, seeking employment. As a competent cara-
van-organizer, Agramen maintains an efficient network
of informants who can find out quickly whether any
worthy warriors happen to be in the vicinity and in
need of a few coins. If player characters stay in Haven
for more than two hours, Agramen’s network tells him
who and what is new in town.

Unknown to the people of Haven, the prosperous
Agramen is a Theran sympathizer. In addition to sniffing
out potential employees, Agramen'’s spies ferret out any-
thing and everything of potential interest to Thera.
Because of Haven’s close proximity to the city of
Parlainth, the Therans make a point of monitoring the
activities of adventurers in the town as well as in the
ruins. Agramen obeys standing orders from his Theran
superiors to report anything of particular note or value
taken from Parlainth, and also hires bands of mercenary
adventurers to search the ruins of Parlainth for specific
ancient Theran treasures.

Though they both serve Thera, Agramen and Omag
Bastabus (see Theran Presence, p. 36 of this section) stu-
diously attempt to avoid being linked in any way. From
time to time, Bastabus uses Agramen’s caravans to send
messages back to Sky Point and Thera.

Dag’s Allgoods

Run by Dag Orksbane, a retired dwarf warrior, this
shop specializes in everyday items, adventuring gear, and
various potions and charms, many of them supplied by
Hiermon. The bad-tempered Dag always looks and talks as
if he wants to bite someone’s head off, but since his retire-
ment has not been known to harm a soul.

PROMINENT CITIZENS

The inhabitants of Haven make a diverse and rowdy
lot, bound together only by their desire to extract wealth
from the ruins and their need for mutual protection
against its creatures. Some of the more prominent
gamemaster characters in Haven and their followers or
employees, along with their game statistics, appear on
the following pages.




TORGAK

Some say that Torgak is Haven. To this statement,
Torgak’s detractors usually add, “Yes—both are dirty,
ugly, and uncouth.” Since founding the town with the help
of a group of ork and troll adventurers, Torgak has reaped
considerable benefits from his endeavor. His store,
Torgak’s Supplies and Goods, has grown from a storage
room in a shattered stone hut to a marble hall almost as
impressive as the ruined structures of the Vaults. Retired
from adventuring, he now profits from the efforts of other
explorers. Anyone who stays in Haven for any length of
time ends up putting money in Torgak's pockets.

In addition to profiting financially from Haven,
Torgak feels an emotional stake in its welfare. Together
with his cronies, the original builders of the town or their
heirs and relatives, Torgak enforces his law against those
who would threaten Haven’s peace and order. Of course,
“peace and order” are relative terms in Haven. Torgak

winks at many activities that others in his position
would consider minor crimes. For example, Torgak tol-
erates brawling unless the victim was unarmed or
attacked from behind, and even then he only gets
involved if the fight resulted in serious injury (in
game terms, Unconsciousness or Death). Torgak
treats swindling with equal casualness, often simply
shrugging his shoulders and advising com-
plainants to be less gullible. Haven is Barsaive's
frontier, and Torgak expects its residents to look
after themselves.
Torgak is getting on in years, but his mind is
as sharp as ever. This broad-shouldered troll
walks with a rolling, swaggering gait. He's
gruff and canny, similar to the grizzled sheriff
portrayed in countless Westerns. He cares little
for idle chat. His priorities are to keep Haven
safe, to squeeze more profit from his store, and
to nap when he feels like it. Anything unrelat-
ed to these objectives Torgak regards as a waste
of time. If he holds any broad political sympa-
thies or goals, he keeps them to himself. The
gamemaster may consider the following
options when playing Torgak.

Option 1
Torgak despises the Therans and will
impede their goals as best he can without
appearing unfair.

Option 2

Torgak heartily resents Throal’s interfering attitude
toward his town and subtly thwarts the dwarf kingdom'’s
goals whenever possible.

Option 3

Torgak thinks that all organizations cause nothing but
trouble and strife and so always favors the independent
operator over the follower of a cause.

Torgak
Eighth Circle Troll Warrior

“We don’t want any trouble here, do we? I didn’t
think so. No hard feelings, son. Come by the store later; got
a good price on pole arms this week."”




Talents

Dexterity (13): 6/D10  Acrobatic Strike (8): 14/D20 + D4
Strength (21): 8/2D6 Air Dance (8): 14/D20 + D4
Toughness (17): 7/D12  Avoid Blow (8): 14/D20 + D4
Perception (16): 7/D12 Down Strike (8): 16/D20 + D6 + D4
Willpower (12): 5/D8  Durability (Warrior) (10)
Charisma (16): 7/D12  Gliding Stride (8): 14/D20 + D4
Karma Ritual (8)

Life Check (8): 15/D20 + Dé6
Melee Weapon (10): 16/D20 + D8
Second Attack (8): 14/D20 + D4
War Weaving (8):15/D20 + D6
Wood Skin (8): 15/D20 + D6

Attributes

Karma Skills
Dice: D4 Artisan/Wood Carving (1): 8/2D6

Points: 38 Haggle (6): 13/D12 + D10
Knowledge/Accounting (6): 13/D12 + D10
Speak Language (8): 13/D12 +
D10 (All major languages)

Damage Combat

Death Rating: 130

Wound Threshold: 11
Unconsciousness Rating; 102
Recovery Tests per Day: 3
Recovery Dice: D12

Physical Defense: 7
Spell Defense: 9
Social Defense: 9
Armor: 9

Mystic Armor: 1

Racial Ability: Heat Sight

Equipment

Footman's Shield

Padded Leather Armor (worn when he expects trouble)
Warhammer ( Damage 15/D20 + D6)

Loot

Torgak has amassed a fortune in excess of 30,000 silver
pieces. Most people believe he keeps his stash in vaults
beneath his shop, protected by vicious traps, but no one
who knows the truth is telling. Make Torgak’s treasure dif-
ficult to steal. He is attached to his money, and will avenge
a major theft by killing the thieves.

TORGAK’S DEPUTIES

Torgak’s full-time deputies also serve as highly placed
members of the Loyal Order of Delvers (see Organizations,
p- 29 of this section). These Name-givers respond to the sorts
of trouble unruly player characters might cause. All possess
the conservative mentality of followers and lead comfortable
lives that they consider their just reward for helping to build
Haven. They protect their town jealously, and are more inter-
ested in peace and order than in justice. In addition to the

full-time deputies, Torgak also uses the three Grobakk broth-
ers as part-time deputies (see Vardeghul, p. 26 of this section).
At all other times, the Grobakks work for Vardeghul.

The gamemaster determines the Circles of the full-time
deputies. In general, make the deputies a few Circles higher
than the player characters when they first arrive in Haven.

Sealak
Troll Sky Raider

Attributes
DEX: 6 STR: 8 TOU: 7
PER: 5 WIL: 6 CHA: 6

Sealak sees life as a series of simple choices. To him,
people are either good or bad. Sealak wants lots of food and
drink, the company of his friends, and peace and quiet. Bad
people stop him from getting these things, so Sealak gets
rough with bad people.

Hookhoof
Ork Cavalryman

Attributes
DEX: 7 STR:7 TOU:6
PER: 5 WIL:5 CHA:6

Easily offended, Hookhoof becomes angry very swiftly if
anyone insults his ork heritage. He feels a special hatred for
slavers, and uses his position to harass any who stop in Haven.

Ireeka Shagmane
Ork Weaponsmith

Attributes
DEX: 5 STR: 8 TOU: 5
PER:7 WIL: 6 CHA:5

Ireeka has been moody ever since she was forced to
slay her sister, who had become a cadaver man after dying
in the Twists. Sometimes she feels recklessly happy, joking
with and teasing her fellow Havenites. Other times she is
morose and prone to violent rages.

Dishara Eyes-of-Straw

Ork Wizard

Attributes

DEX: 5 STR:5 TOU: 4
PER: 7 WIL: 7 CHA: 6

Dishara is one of few Name-givers to raise a family in
Haven. Married to a potter named Yough, her two sons are
nearing adolescence. Though level-headed and understand-
ing, Dishara becomes an implacable foe when something
threatens her family or her town.
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VARDEGAUL

Vardeghul is a hard t'skrang to get to know. Lacking
the usual flamboyance of her people, Vardeghul keeps her
thoughts to herself. She frequently seems cranky, though
no one knows whether she feels truly unhappy or is just
putting up a front to unsettle her customers and force them
into quick decisions. Many Havenites call Vardeghul an
honorary dwarf, either a compliment or an insult depend-
ing on the speaker. Few adventurers can befriend her, or
will even meet her except to conduct business of one kind
or another.

Vardeghul
Third Circle T'skrang Swordmaster

“You wish to know the likeliest spots to find treasure?
Hah! Doesn’t everyone want to know! Striking it rich is not
as simple as you've likely been told. I suggest you buy a
copy of my price list—a bargain at 5 coppers—and select
several documents. You read them, you'll at least know
your heads from a hole in the ground, eh?”

Attributes Talents
Dexterity (17): 7/D12 Avoid Blow (3): 10/D10 + Dé
Strength (10): 5/D8 Durability (Swordmaster) (3)
Toughness (11): 5/D8  Heartening Laugh (3): 10/D10 + D6
Perception (14): 6/D10 Karma Ritual (3)
Willpower (13): 6/D10  Melee Weapons (4): 11 /D10 + D8
Charisma (17): 7/D12  Taunt (3): 10/D10 + Dé

Wound Balance (3): 8/2D6

Karma Skills

Dice: D6 Acting (1): 7/D12
Points: 12 Knowledge/Legends and Lore (4): 10/D10 + Dé
Read and Write Language (5): 11/D10 + D8
(Throalic, Human, Ork, Sperethiel, T’skrang)
Research (3): 9/D8 + D6
Damage Combat

Death Rating: 54

Wound Threshold: 8
Unconsciousness Rating: 42
Recovery Tests per Day: 2
Recovery Dice: D8

Physical Defense: 9
Spell Defense: 8
Social Defense: 9
Armor: 0

Mystic Armor: 1

Racial Ability: Tail Strike (Damage 8/2D6)

Equipment
Broadsword (Damage 10/D10 + D6)

VARDEGHUL'S EMPLOYELS

Steffgor, Chujonn, and Mahousk Grobakk
Fifth Circle Troll Warriors

Attributes
DEX: 7 STR: 8 TOU: 7
PER: 5 WIL: 5 CHA: 5

These three surviving members of a set of troll
quadruplets work for Vardeghul as guards. For more infor-
mation about them, see Vardeghul’s Lore Exchange, p. 20
of this section. The brothers also serve as part-time
deputies for Torgak.




OTHER INFORMATION PEDDLERS

Though not the only information broker in Haven,
Vardeghul is by far the most successful and reliable.
Most others operate without a shop, doing their business
in taverns and other places where adventurers gather.
They rarely offer written information, and when they
do, they must return to their hideaways to get the goods.
A few of Vardeghul’s competitors are briefly described
below.

Bruspri

Attributes

DEX: 6 STR: 4 TOU: 5
PER: 7 WIL: 7 CHA:7

A young human male, Bruspri hopes to emulate
Vardeghul’s success. He specializes in maps, but also col-
lects documents. His prices average 20 percent higher than
Vardeghul’s. Bruspri talks very quickly and never sits still.
When the adventurers first encounter him, he is nursing
bruises received from an angry gang of orks misled by a
map he sold them.

Golarma

Attributes

DEX: 5 STR: 6 TOU: 6
PER: 7 WIL: 4 CHA: 6

Golarma, a female ork, claims to have spent many
years at the Great Library of Throal. Rather than selling
documents, she recites information she says she memo-
rized while at the library. Though she charges much less
than Vardeghul for her information, Golarma occasionally
makes disastrous errors.

The gamemaster may consider the following options
to explain Golarma.

Option 1: Golarma never spent time at the library. In
fact, she has a psychic link to a Horror who feeds her infor-
mation about the ruins in order to lure unsuspecting
adventurers to their doom.

Option 2: Golarma worked for years at the library
on the cleaning staff. She memorized some material, but
is perfectly willing to make up things she does not
know.

TYLIA

A friend of Torgak, Tylia runs The Restless Troll inn.
A bundle of restless energy despite steadily advancing age,
Tylia cannot sit still unless everything is in its proper place
(which it never is). Unlike most of Torgak’s band, Tylia

does not admit to being retired. She still thinks of herself as
an adventurer, and always has vague plans to gather com-
panions for an expedition into one area of the ruins or
another. She says that she will embark on these missions
“after I get everything squared away.” Things never seem
to get squared away to Tylia’s satisfaction, however, so the
inn continues to take up all of her time.

Tylia
Seventh Circle Troll Wizard

Attributes
DEX: 6 STR: 6 TOU: 6
PER: 8 WIL: 7 CHA: 6

“What can | do for you? More ale? Of course! Is this
batch to your liking? I thought it might be a little strong.
You realize that the strap on your scabbard is nearly worn
through, don’t you? You ought to get that fixed. I can send
for Lanthom the leatherworker, have him come right over
and do it this minute if you want.”

PAGM@R GILT-TARRAT

Wagering on the outcomes of the ongoing falsemen
wars (see While in Haven, p. 47 of Parlainth GM) is a pop-
ular pastime in Haven, though more than one explorer has
lost his or her hard-earned coin by betting big on a faction
seemingly poised for victory. The Name-giver to whom
these gains invariably go is Pagmor Gilt-Throat, a troll sky
raider with a lucrative business taking book on these bets.
Every week, Pagmor and his followers float over the War
Zone in their crippled drakkar and note which falsemen
control what strategic landmarks. This information allows
Gilt-Throat to set booking odds that ensure his continued
profits.

Gilt-Throat’s drakkar, the Unyielding, is barely naviga-
ble because a portion of its hull is missing, but can safely
cruise slowly above the ruins at an altitude of 180 feet. The
mountains surrounding Parlainth tend to protect the city
from strong air currents, and Pagmor never takes his
drakkar out during the rare periods of high wind. He also
avoids sailing near other airships; the Unyielding would be
a death trap in a fight, and its lack of maneuverability
could well lead to accidents. The Unyielding is useful for
surveying missions but little else. Though Gilt-Throat
makes most of his money running wagers on the falsemen
wars, he will also take explorers sailing over the ruins for a
fee. He refuses to risk his craft by stopping to pick up or
drop off passengers.

Pagmor Gilt-Throat sees himself as a model citizen of
Haven and attempts to act dignified at all times. He
dreams of founding a business dynasty and going down in
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history as one of the town’s noble founders. Other citizens
of Haven find Gilt-Throat’s pretensions amusing and laugh
at him behind his back. To his face, however, everyone
shows the utmost courtesy, because Gilt-Throat is as well
known for his violent temper as his skill at parting Haven's
residents from their money. Topics guaranteed to send him
into a rage include aspersions against trolls or sky raiders,
suggestions that his gambling business tarnishes the heroic
image of sky raiders, and insults about his clothes.

Lately, Pagmor has felt increasingly lonely. He wants
to find a wife and father many children to carry on his
name, and so will attempt to woo any unattached female
trolls among any group of player characters.

Though Pagmor can be fooled, it is a difficult task, and
equally difficult to avoid his wrath once he realizes he’s
been had. Cheating at gambling is a capital crime in
Haven, and so Torgak turns a blind eye to whatever
Pagmor does to punish cheaters and welshers. Pagmor’s
underlings, all fellow troll sky raiders, take grim pleasure
in punishing those who cross their boss. Like him, they
think highly of themselves and take offense easily.

Pagmor Gilt-Throat
Fourth Circle Troll Sky Raider

“What do you mean, you're not good for your bet? I'm
very disappointed. I'm hurt, truly hurt. Now [ have to pun-
ish you, and I hate that. Really. I'm a tenderhearted soul, so
I am. It hurts me to punish people. That’s why I pay these

stout fellows. It won't hurt them to punish you. In fact, I'll
wager they enjoy it. Oh, but you can’t afford to make any
more wagers, can you?”
Attributes Talents
Dexterity (17): 7/D12  Air Sailing (6): 10/D10 + D6
Strength (18): 7/D12 Avoid Blow (4): 11/D10 + D8
Toughness (17): 7/D12  Durability (Sky Raider) (5)
Perception (11): 5/D8  Fireblood (4): 11/D10 + D8
Willpower (7): 4/D6 Karma Ritual (4)
Charisma (9): 4/D6 Melee Weapons (5): 12/2D10

Sky Weaving (1): 6/D10

Swift Kick (4): 11/D10 + D8

Throwing Weapons (2): 9/D8 + D6

Karma Skills

Dice: D4 Artisan/Wood Carving (1): 8/2D6

Points: 20 Knowledge/ Accounting (3): 8/2D6
Knowledge/Gambling (4): 9/D8 + D6

Damage Combat

Death Rating: 88 Physical Defense: 9
Wound Threshold: 11 Spell Defense: 7
Unconsciousness Rating: 68  Social Defense: 6
Recovery Tests per Day: 3
Recovery Dice: D12

Armor: 0
Mystic Armor: 0

Racial Ability: Heat Sight

Equipment

Padded Leather Armor (rarely worn in town)
Troll Sling (Damage 11/D10 + D8)
Warhammer (Damage 14/D20 + D4)

Loot

Pagmor owns a fortune of 9,000 or so silver pieces
buried in heavy iron chests in the basement of his Haven
home. At least one of his followers guards it constantly,
and the locks on all of the chests feature spike traps (see
below).

Spike Traps

Detection Difficulty: 7

Spell Defense: 7

Trigger Condition: Trap is sprung when any item
smaller than the key (a lock pick, for example) is thrust into
the lock mechanism.

Trap Initiative: 10

Trap Effect: Barbed spikes spring out, possibly hitting
the thief in the hands. The spikes do Step 10 damage.
Characters suffering Wounds from the spikes cannot use
the injured hand or hands until the Wound is healed.




PAGMORS EMPLOYLES

Pagmor’s employees all obey him with unquestion-
ing loyalty. Though they have reached higher Circles
than their boss, they defer to his business sense,
impressed by his ability to keep them rolling in gold with
much less risk than they faced in their raiding days. Brief
descriptions and game statistics for these gamemaster
characters appear below.

Grentor
Sixth Circle Troll Sky Raider

Attributes
DEX: 7 STR: 8 TOU: 8
PER: 5 WIL: 5 CHA:5

The snootiest troll of all Pagmor’s cronies, Grentor
walks through life with his nose in the air. He does not see
his own utter lack of social graces or consideration for oth-
ers. He speaks with a slight lisp, and becomes enraged
when anyone imitates it.

Farflyer
Sixth Circle Troll Sky Raider

Attributes
DEX:7 STR: 8 TOU:7
PER: 6 WIL: 6 CHA:5

A dreamy fellow, Farflyer imagines himself sailing
through the skies again one day, saving beautiful troll
maidens from the clutches of evil slavers, discovering great
treasures, and building a wondrous legend. Instead of
actually performing those heroic acts, however, he content-
edly plays brute enforcer to Gilt-Throat while others make
names for themselves braving the dangers of Parlainth.
Farflyer has slipped into the comfortable life of Gilt-
Throat’s chief thug without even realizing that he has
renounced his daydreams of glory.

Wallag the Black
Sixth Circle Troll Sky Raider

Attributes
DEX: 6 STR:7 TOU: 6
PER: 6 WIL: 5 CHA: 5

Wallag the Black is a foul-mouthed swaggerer, notori-
ous for the volume of his belches and the dedication with
which he scratches himself. He likes to intimidate others—
nothing pleases him more than the thought that others fear

him. He stays in Haven because he enjoys his carefully
built reputation in town as a blackguard. Oddly enough,
he has a soft spot for the weak and innocent and is more
likely than Pagmor’s other employees to help out someone
in trouble if justice demands it.

Vanargmog Sugarcruncher

Sixth Circle Troll Sky Raider
Attributes

DEX: 5 STR: 6 TOU: 6
PER: 4 WIL: 5 CHA: 5

Vanargmog Sugarcruncher earned his name for his
love of pastries and other sweets. He almost always walks
around town with his warhammer in one hand and a piece
of cake in the other. Much more placid than his fellows,
Sugarcruncher pretends to have a violent temper to keep
the others from picking on him. He loves comfort and
believes that his cushy job for Pagmor sets him up for life.

PRAGANIZATIONS

Members of several local organizations make their
home in Haven, as do members of organizations with a
wider influence. Each group has its own agenda. The most
significant of these organizations are described below,
including a prominent member of each.

LPYAL PRDLR F DELVERS

One of Torgak’s cronies, the ork Liniarg
Blindingshout, founded and runs this explorer’s mutual
aid society with the help of other early residents of Haven.
The order maintains the Map Wall and sponsors several
celebrations in Haven during the year. The order’s leaders
encourage all would-be explorers to register as members of
the Loyal Order of Delvers by paying a membership fee of
10 silver pieces, plus 2 percent annually of proceeds (if
any) from the exploration of Parlainth. Underreporting loot
is grounds for expulsion from the order. In exchange for
the registration fee and the 2 percent annual dues, the
Loyal Order offers the following services.

Hiring Recommendations

The Order’s leadership recommends explorers for hire
from among its members, of the appropriate Discipline and
price range for any group wishing to hire. If player charac-
ters need to hire other explorers to round out their adven-
turing groups, the Loyal Order of Delvers is an important
resource. Also, player characters looking for work are more
likely to be approached by patrons if they join the Order.




Information Exchange

The Order maintains a list of which areas of the
ruins its members have explored. If members have a ques-
tion about the Vaults, for example, the leadership can
tell them which other members possess firsthand knowl-
edge of that area and might be able to give useful advice.
For the benefit of everyone in Haven, the Loyal Order of
Delvers also monitors additions to the Map Wall.

Mutual Protection

Loyal Order members try to look after their own. They
often refer to each other as “brother” or “sister,” and will
come to the aid of fellow members in a street fight or other
trouble. Members who make themselves particularly pop-
ular, buying lots of drinks for fellow members, for exam-
ple, might even inspire their brothers and sisters to
mount rescue expeditions if they get into trouble in
the ruins. If the gamemaster wishes, he may use
this as a plot hook in which player character
members of the Order join a search party for a
popular brother or sister.

Favors and Influence

Because Torgak and Liniarg Blindingshout are
close friends, Torgak tends to see members of the Order
in a positive light until they do something that proves
otherwise. Torgak’s deputies are all senior members
of the Order and tend to give their brothers and sisters
the benefit of the doubt when disputes arise.
Gamemasters should treat other members of the Loyal
Order of Delvers as having a Friendly attitude toward
player character members, regardless of other factors.

Liniarg Blindingshout

Like her comrade Torgak, Liniarg
Blindingshout finds herself getting on in years, but
refuses to accept old age as gracefully as her old friend.
Once a beauty who could break an ork’s heart, she still
tries to act the part of a seductive heroine. She recently
began dyeing her white hair a shocking orange color,
and never appears in public without heavy makeup on
her eyes, cheeks, and lips. Virile young orks among play-
er character groups will certainly be the object of her
unsubtle advances. In the unlikely event that they accept
her offers of affection, Liniarg is a “love ‘em and leave
‘em” gal. In her own eyes, she remains forever young.
Those who allow her to maintain this delusion find her
cheerful and pleasant, if boisterous. Those who remind
her of her declining years suffer her explosive wrath.
Liniarg bears grudges, and refuses to forgive anyone who
attempts to apologize for offending her.

Liniarg wants to do things that make her feel young,
and also wants to strengthen the Loyal Order of Delvers.
This latter goal means keeping down the upstart ork
Archiana Smoothskin and her Association of Unaffiliated

Explorers. Even the thought of the younger, aggressive
Archiana sends Liniarg into a shaking rage—Archiana
reminds her too much of her own lost glory days.
Consequently, Liniarg goes out of her way to make life
miserable for any orks in whom Archiana shows a roman-
tic interest.




Liniarg Blindingshout
Sixth Circle Ork Swordmaster

“Welcome to Haven. You have heard of the Loyal
Order of Delvers? Of course you have. Join up, lad—the
rewards for membership are well worth it. Quite strong
upper arms you've got, haven’t you? Beautiful muscles.
You don’t mind if I give them a little squeeze, do you ... ?”

Attributes
Dexterity (16): 7/D12  Blade Weaving (5): 11/D10 + D8
Strength (15): 6/D10 Durability (Swordmaster) (8)
Toughness (14): 6/D10 Heartening Laugh (6): 13/D12 + D10
Perception (14): 6/D10 Karma Ritual (6)
Willpower (11): 5/D8  Maneuver (6): 13/D12 + D10
Charisma (16): 7/D12  Melee Weapons (7): 14/D20 + D4
Riposte (6): 16/D20 + D8
Taunt (8): 15/D20 + Dé
Trap Initiative (6): 13/D12 + D10
Winning Smile (6): 13/D12 + D10
Wound Balance (6): 12 /2D10

Talents

Karma Skills
Dice: D8 Battle Shout (6): 13/D12 + D10
Points: 40 Conversation (2): 8/2Dé6
Creature Analysis (4): 10/D10 + D6
Engaging Banter (3): 9/D8 + D6
Flirting (6): 13/D12 + D10
Read and Write Language (2): 11/D10 +
D8 (Ork, Threalic)
Seduction (2): 8/2D6

Combat

Physical Defense: 9
Spell Defense: 8
Social Defense: 9
Armor: 9

Mystic Armor: 1

Damage

Death Rating: 90

Wound Threshold: 10
Unconsciousness Rating: 76
Recovery Tests per Day: 3
Recovery Dice: D10

Racial Ability: Low-Light Vision

Equipment

Broadsword (Damage 11/D10 + D8)
Footman'’s Shield

Padded Leather Armor

ASSPCATION 2F UNAFFILIATED EXPLORERS

The Association of Unaffiliated Explorers provokes
laughter among the members of the Loyal Order of Delvers
simply because of its name; they point out that an organiza-
tion of “unaffiliated” people is a contradiction in terms. The

Association’s hotheaded leader, Archiana Smoothskin,
explains to anyone willing to listen that the term “unaffiliat-
ed” means that the members of her group refuse to be toad-
ies in the pocket of the greedy, complacent Torgak.
Angered by Torgak’s cushy setup, Archiana started her
rival group soon after arriving in Haven, She saw Haven as
less a town than a business run by one troll, unelected and
therefore with no legitimate authority. Since founding her
Association, Archiana spends more time rabble-rousing in
Haven than exploring the ruins. She wants Haven to
become a real town with an elected mayor and sheriff who
will jointly perform the duties Torgak now claims for him-
self. Archiana sees the Association of Unaffiliated Explorers
as one means of breaking Torgak’s power; to her mind, the
Loyal Order of Delvers puts new explorers firmly in
Torgak’s camp at no benefit to the explorers themselves.

Archiana’s organization offers its members the
same benefits as the Loyal Order of Delvers, but its
membership is only about a third as large as its rival.
Consequently, Association members possess less infor-
mation and aid to give one another. Also, some mem-
bers of the Association of Unaffiliated Explorers are
unsavory Name-givers kicked out of the Loyal Order of
Delvers for breaking Torgak’s peace or failing to pay
membership dues. Roughly half of the Association’s
members are committed to reforming Haven; the other
half are shiftless ne‘er-do-wells. If Archiana actually
achieves the office of mayor, as she hopes, she would
likely run the latter element out of town. For now, how-
ever, she needs them.

When new adventurers arrive in town, members of
the Association of Unaffiliated Explorers make it a point to
be the first to seek them out and try to sign them up. They
usually fail to mention the existence of the Loyal Order of
Delvers, or at least do not say that the rival group is larger
and more influential than the Association. For player char-
acters who choose to join one of the two groups, the rivalry
between them provides the gamemaster with a fertile
source of plot hooks.

Archiana Smoothskin

A determined person, Archiana thinks of little these
days save her goal. She makes every decision by consider-
ing how much closer it gets her to the mayor’s chair. She
feels completely confident that she would be the best possi-
ble leader of Haven. Archiana has no sense of humor, and
never learned to respect her enemies. She especially despis-
es Torgak as a greedy, corrupt autocrat, and Liniarg
Blindingshout as a scatterbrained old bat. Though
Archiana sees herself as a flaming torch of righteousness,
she would readily ally with the Therans or worse if she
could get closer to her objectives by doing so.




Archiana Smoothskin
Third Circle Ork Swordmaster

“The robber baron Torgak has used Haven as his per-
sonal preserve for too long now. His profit-taking days are
over. It's time for our town to grow up and take charge of
its own affairs.”

Attributes Talents

Dexterity (18): 7/D12 Avoid Blow (3): 10/D10 + Dé
Strength (11): 5/D8 Durability (Swordmaster) (4)
Toughness (11): 5/D8  Karma Ritual (3)

Perception (10): 5/D8  Maneuver (3): 10/D10 + Dé
Willpower (6): 3/D4 Melee Weapons (5): 12/2D10
Charisma (17): 7/D12  Taunt (3): 10/D10 + Dé

Karma Skills
Dice: D8 Acting (1): 8/2D6

Points: 21 Knowledge/Political History (2): 8/2D6
Knowledge/Scourge (1): 6/D10
Damage Combat

Death Rating: 60

Wound Threshold: 8
Unconsciousness Rating: 48
Recovery Tests per Day: 3
Recovery Dice: D10

Physical Defense: 10
Spell Defense: 6
Social Defense: 9
Armor: 9

Mystic Armor: 0

Racial Ability: Low-Light Vision

Equipment

Broadsword (Damage 10/D10 + D6)
Footman’s Shield

Padded Leather Armor

JUSTICE FOR ALL

Justice for All is a small political party interested in
formally aligning Haven with Throal. A group of idealistic
adventurers, members of this party make themselves
thorns in the side of Theran agents in particular and
slavers in general. All of them know the Council Compact
of 1270 TH by heart and want to spread its doctrine to all
Name-givers. Though none are dwarfs or Throalic citizens,
they see opposition to the dwarf kingdom'’s political ambi-
tions as the major obstacle to the spread of the Compact’s
philosophy. Because they wish to be seen as independent
activists rather than paid agents, Justice for All members
never accept money or other tangible rewards for their
work from Throal.

The founders of Justice for All arrived in Haven a few
years ago, pursuing a group of Theran spies against whom
they sought vengeance. Realizing that Haven was a hotbed
of Theran activity, they stayed in the town and recruited
new members to-fight Theran influence. Currently, they
maintain an uneasy alliance with the Association of
Unaffiliated Explorers. Both organizations want to wrest
control of Haven’s government from Torgak, but both have
different plans for what to do once they gain power.

Justice for All members can serve as useful allies
for player characters if they get into too much hot




water with the Therans. Player characters might even
wish to join the party, but if they do, they invite
implacable enmity from pro-Theran individuals and
organizations.

Justice for All currently has a mere dozen members, all
active adventurers led by Justice Bells, an ork liberator. For
information on the liberator Discipline, see Denizens of
Earthdawn, Volume II. Any gamemaster who does not
wish to use that Discipline can make Justice a thief instead,
substituting the appropriate talents. As the Barsaivian
equivalent of Robin Hood, Justice considers what she does
to be stealing power and influence from the Therans, and
so her idealistic goals do not impede her progress as a
thief.

Justice Bells
Fifth Circle Ork Liberator

“The choice is clear—freedom or slavery. Die, Theran
dog!”

Attributes Talents

Dexterity (13): 6/D10  Durability (6)

Strength (14): 6/D10 Freedom Search (5): 12/2D10*

Toughness (13): 6/D10 Freedom Weaving (5): 12/2D10*

Perception (16): 7/D12 Heart of Freedom (5): 11/D10 + D8*

Willpower (14): 6/D10 Karma Ritual (5)

Charisma (6): 3/D4 Mind Armor (7): 13/D12 + D10*
Mind Blade (5): 11/D10 + D8*
Melee Weapons (5): 11/D10 + D8
Unarmed Combat (5): 11/D10 + D8

Karma Skills

Dice: D8 Artisan/Acting (1): 7/D12

Points: 35 Knowledge/Political History (1): 8/2D6
Knowledge/Theran Organizations (1): 8/2D6

Damage Combat -

Death Rating: 77 Physical Defense: 7 i T .
Wound Threshold: 9 Spell Defense: 9 \
Unconsciousness Rating: 63 Social Defense: 4

Recovery Tests per Day: 2 Armor: 0

Recovery Dice: D10 Mystic Armor: 0

Racial Ability: Low-Light Vision

Equipment
None

*For a complete description of these talents, see Denizens
of Earthdawn, Volume II.




Justice Bells

Passionate and driven, Justice Bells sees the world
in black and white. In her book, slavers and Therans
deserve no mercy. Anyone who opposes them must be
virtuous; any who defend them must also be evil. Some
of her less fanatical followers try to rein her in when
she threatens to go completely out of control, with lim-
ited success. Justice is such a loose cannon that Cieotha
Splayfoot wants nothing to do with her despite their
similar aims. Torgak sees her as a threat to order and
his own position, but acknowledges that her following
is just large enough to keep him from making any
move against her. He forces himself to wait for her to
make a big enough mistake for him to justify banishing
Justice for All from Haven.

GRIM LEGION

This loosely affiliated group of warrior bands dedi-
cates itself fanatically to destroying Horrors and those
tainted by them. Like members of the Grim Legion every-
where, Haven's local crop dresses in black leather, affects a
gung ho attitude, and generally feels that the end justifies
the means. For more information on the Grim Legion, see
the Earthdawn adventure Infected.

Haven’s Grim Legionnaires have seen better days.
Once a shining example of the best of their kind, they have
gone Horror-hunting in the Twists a few times too many
and all are now a little mad. They spend most of their time
drinking their recurring hallucinations away in The
Restless Troll, declaiming their victories against the
Horrors. This sorry lot may prove helpful as informants or
back-up fighters for adventurers out to kill Horrors.
Otherwise, they serve as a graphic illustration of the sad
fate that awaits those who try to tame Parlainth.

From time to time, Grim Legion bands from elsewhere
in Barsaive come to Haven to search for a particular item in
the ruins. These teams usually better reflect the organiza-
tion’s fearsome reputation. They usually try to shape up
local Legionnaires, and sometimes they temporarily
improve morale. After they leave, however, the locals sink
back into dissipation.

The leader of the local Grim Legion is Hotbolt, a win-
dling with just enough authority over the others to send
them into the ruins often enough to find money to live on.
Of them all, Hotbolt most strongly believes that they will
someday make the Horrors of Parlainth cower in terror. In
Hotbolt, the surliness common to Legionnaires seems com-
ical because of her small size and the sorry state of her fol-
lowers. Most self-respecting Legionnaires would immedi-
ately paste anyone foolish enough to insult them; tiny
Hotbolt, however, must cope by pretending not to hear
disparaging comments.

Hotbolt
Fifth Circle Windling Elementalist

Attributes
DEX: 5 STR: 4 TOU: 5
PER: 6 WIL: 6 CHA:5

“You should have seen the Horror we killed. I thrust
my spear right down its gullet and heaved it up through
the thing’s brain. You don’t know nothing until you've
smelled the hot breath of a Horror ... what do you mean,
how long ago did we kill it? What does it matter? We did it
before and we'll do it again—soon, real soon!”




TARPALIC PRESENCE

King Varulus’ informal representative in Haven is
Cleotha Splayfoot, the operator of a caravan business that
arranges trips between Throal and Haven. Torgak relies on
her service to maintain his supply line of goods from else-
where in Barsaive. To those who care about such things,
Cleotha advertises her strong connections to the Throalic
royal family, and most people in Haven suspect that she
works for Throal as well as for herself, though they do not
know to what extent. In fact, the Throalic government
underwrites Cleotha’s business in exchange for her efforts
to maintain a positive image for Throal among the people
of Haven. King Varulus believes that overweening arro-
gance will one day lead the Therans to attempt to occupy
Haven, and he wants the townspeople on his side when
that day comes.

Cleotha spends a great deal of time at The Restless
Troll, buying drinks for newcomers and old-timers alike.
Her naturally warm personality and clearly expressed
sympathy for Throal come off as sensible talk rather than
official propaganda. She has made an effort to befriend the
leaders of both of the town’s explorer societies without
alienating either of them, a monumentally difficult task.

Cleotha often spends time in the company of known
Throalic agents, but no one considers this unusual or
unseemly. More often than not, people assume the agents
are negotiating for her caravan service. Omag Bastabus, the
resident Theran toady, spends a great deal of time and
effort trying to prove that Throal is paying Cleotha directly
in order to paint her as a spy rather than simply a Throalic
sympathizer. Cleotha’s hidden her financial dependence
on Throal, if revealed, might cost her most of her carefully
cultivated friendships.

Because Throal underwrites Cleotha’s caravans, she
can insure any merchandise she agrees to transport. She
pays 25 percent of the resale value of any item lost or
stolen en route to its destination. Her competitors rarely
can afford to pay more than 5 percent because of the sheer
danger of travel across Barsaive. Cleotha also keeps her
prices competitive; she charges 75 silver pieces for each fif-
teen pounds of goods carried from Haven to Throal, while
most caravaneers charge 105 to 110 silver pieces for a trip
of similar length. The only disadvantage to traveling with
Cleotha’s caravans is that they travel only one route.
Adventurers wishing to transport goods to other cities
must hire the more expensive, less reliable caravaneers.
Because Cleotha runs such an efficient and cost-effective
operation, many adventurers choose to ship items for sale
exclusively to Throal. By underwriting Cleotha, Throal
keeps magical treasures flowing to the dwarf kingdom
rather than to the Therans and Blood Wood. King Varulus

considers this a selling point well worth the expense to the
royal treasury.

Cheerful and competent, Cleotha truly believes in her
mission. A passionate foe of slavery, she feels that Barsaive
deserves the benevolent rule of King Varulus, whether all
Barsaivians know it or not. If she keeps certain aspects of
her role in Haven private, she does so for the ultimate
good of its people. She believes they will thank her once
Haven officially becomes a principality of Throal.



Cleotha Splayfoot
Dwarf Caravaneer

Attributes
DEX: 5 STR: 4 TOU: 4
PER: 6 WIL: 6 CHA:7

“Of course it's important to be a proud Barsaivian.
King Varulus wants us all to stand proudly together under
the banner of freedom and justice. I can’t understand those
who fear Throal. If we do not stand together, we shall all
buckle under Thera’s yoke. What price your pride then?”

TACRAN PRESENCE

Though Thera claims no official representative in
Haven, the independently wealthy Omag Bastabus serves
as Thera's top spy. Ostensibly in Haven as a private Theran
citizen surveying the ruins of Parlainth, Bastabus acts as a
liaison officer for the many Theran agents sent to Haven
incognito. He offers them financial aid from the imperial
coffers and canny advice on local conditions. Bastabus’
involvement with Theran spies is an open secret; none of
the town’s adventurers are naive enough to believe he has
no relationship with the many hooded figures who skulk
through the city whispering to one another in thick Theran
accents. No one can prove any criminal act against him,
however, so he remains free to act as he will.

Though Bastabus presents himself as a man of great
importance, the citizens of Haven only tolerate his presence
because they have yet to catch him doing anything directly
against Haven's interests. Torgak keeps a sharp eye on
Bastabus but never acts directly against him, reasoning that
the Therans will only send another spymaster more difficult
to keep tabs on if Bastabus becomes less useful.

Privately a frustrated man, Omag Bastabus found
himself shunted off to a dead-end position in the Theran
bureaucracy because he took the wrong side in an argu-
ment and offended the First Governor’s third cousin.
Bastabus possesses great skill at performing his secret job,
and it makes him angry to realize that his distant masters
will never notice. He wants to find a way to build his per-
sonal power in Haven, but so far any useful long-range
plans elude him.

Omag Bastabus speaks the diplomatic language of
Thera, flowery and full of flattery. The rough-hewn explor-
ers of Haven often find his phrasing laughable, but it
arouses loyalty in fellow Therans and Theran sympathiz-
ers. Bastabus keeps his emotions tightly capped under an
air of glacial calm. If excited beyond measure, he might for-
get himself so far as to raise an eyebrow.

Omag Bastabus
Human Diplomat

Attributes
DEX: 5 STR: 4 TOU: 4
PER: 7 WIL: 5 CHA:7

“T am afraid, my dear and illustrious friend, that
your accusation appears to have been formulated with-
out complete awareness of the facts of the case. I am cer-
tain that if you take into account the reliability of the wit-
nesses in question, you will see that the evidence for
your claim is unfortunately of a questionable nature. I
understand well the strain you have been under recently,
my most gracious friend—I will not allow one slight,




somewhat ill-considered imputation to dampen the spirit
of friendship that exists between us.”

BL29D WARDERS

No Blood Warders live in Haven, they only come to
the town to pursue specific missions. Tension in Haven
always ratchets up a notch when the blood elves appear.
They look creepy and menacing, and bad things tend to
happen around them. Many of Haven's residents want
Torgak to bar them from town, but he refuses the request
each time, claiming he’d sooner have them in plain sight
than sneaking around, and that refusing them entry
would surely get several of his deputies killed. He has
managed to prevent the blood elves from buying any
property in town, however, so Blood Warders must
always stay at The Restless Troll where Torgak can keep
an eye on them.

The Blood Warders crave magical lore and treasures,
with which they hope to one day wipe all Horror-taint
from Barsaive. The Blood Warders oppose the ambitions
of Thera and Throal, but prefer to do so covertly for now.
Often, the Blood Warders contrive to set agents of their
two rival powers at one another’s throats, then take the
opportunity to slip in and seize the prize for which all
three are contending.

Most often when the Blood Warders come to Haven,
an elf named Fafedriel leads them, accompanied by a
small force of high-Circle blood elves that includes other
magicians as well as adepts of other Disciplines.
Confident of their safety by virtue of their immense
power, members of this group enjoy throwing their
weight around.

Fafedriel speaks unusually loudly for an elf, and uses
his vicious sense of humor like a weapon. He takes delight
in openly mocking others, and cannot speak for more than
a few minutes without giving a piercing, maniacal giggle.
The gruesome reputation of the Blood Warders and tales of
Fafedriel’s personal power force even Torgak to grit his
teeth and take the elf’s unpleasant jests. Though other
blood elves sometimes appear to regret their corrupted
state, Fafedriel revels in the discomfort he arouses in oth-
ers. He goes out of his way to make sure that his enemies
hate him, because such strong emotions will lead them to
make mistakes in their dealings with him.

Less dour than many of his colleagues, Fafedriel loves
music and fine wine. On occasion, he even dances in The
Restless Troll’s tavern. This fondness for common plea-
sures appears to be his only redeeming trait. In general,
Haven's residents think of Fafedriel as an utterly black-
hearted villain.

Fafedriel
Twelfth Circle Elven Nethermancer

Attributes
DEX: 6 STR: 5 TOU: 5
PER:7 | WIL: 7 CHA: 6

“Do not feel shame that you are stupid, foul-smelling,
humorless, cowardly, lacking in scruples, displeasing to
the eye, incompetent, and without civilized manners. After
all, adventurer, these are your good points.”




dventures in Parlainth suggests ways to design adventures,
including an outline format to help gamemasters organize the ele-
ments of their adventures. Three sample adventure outlines illus-
trate this method. This section also offers specific suggestions for
running adventures in Parlainth, including how to get the charac-
ters involved, and researching, entering, and exploring the ruins.
The final part of this section provides information on Vardeghul's
Lore Exchange, including her price list; rules for betting on the
falsemen wars; and considerations for selling booty.

DESIGNING ADVENTURES

Now that you know the secrets of Parlainth, you can create adventures that
will immerse the player characters in the wonders and dangers of the Forgotten
City. The earlier sections of Parlainth GM and the Ruins of Parlainth book pro-
vide many plot hooks. Whether you choose to base your adventures on these
hooks or create plots uniquely your own, you must spend a certain amount of time
setting the stage for adventures in the ruins.

Setting up adventures in Parlainth or in any ruin complex can be done many

ways, but we suggest either hard-keying or soft-keying. Gamemasters may “hard-
key” a section of the complex for the player characters to explore, mapping the
portion of the ruins the adventurers express an interest in and marking the loca-
tions of any traps, creatures, and treasures you want to place in the area. During
the adventure, simply check your notes to determine what happens when the play-
ers enter a new room, building, or chamber. The player characters control the pace
of the adventure by deciding which areas to explore. The traditional way of run-
ning fantasy adventures set in dungeon complexes, hard-keying has been popular
since the advent of roleplaying games.

To soft-key an adventure, devise a series of encounters you wish the player
characters to experience, but do not tie them to specific locations on the map. The
encounters occur wherever the players send their characters. Arrange the encoun-
ters to form a rising action, with minor encounters leading to major ones which, in
turn, lead to a climactic scene. Or mix trap encounters with creature encounters,
combat scenes with character interaction, and so vary the pace of the adventure,
Though soft-keying still requires advance preparation, you can prepare far fewer
encounters than for a hard-keyed adventure. The main advantage of soft-keying is
that it allows you to weave a story that builds on a structured plot line rather than a
series of unconnected meetings between adventurers and creatures. The risk of soft-
keying is that a too-strongly structured story may feel unbelievable to the players,
and they will feel manipulated if deprived entirely of choice, even blind choice, in
directing the adventure. Just as the best writers of fiction disguise their narrative
tricks, gamemasters may need to disguise a soft-keyed adventure as hard-keyed.

ADVENTURL FRAMEWORKS

No two gamemasters design adventures in the same way. Some prefer to
plan for every possibility they can foresee, leaving as little as possible to







chance. This style is similar to hard-keying an adven-
ture. Others prefer a looser style, where they plan the
most significant events in the adventure but improvise
the rest. This second approach more closely resembles
soft-keying,.

To help gamemasters prepare adventures in Parlainth
(or anywhere in Barsaive), we suggest they use an “adven-
ture framework.” The adventure framework offers a
method of outlining adventures that enables gamemasters
to plan out the events of an adventure and, at the same
time, maintain as much flexibility as they need. Rather
than producing a fully detailed adventure, the adventure
framework format serves as a shorthand method of prepar-
ing an adventure.

FORMAT

The adventure framework uses a five-part format that
consists of the Premise, Setup, Events, Climax, and
Sequels.

Premise

The Premise briefly summarizes the adventure and
should incorporate any major sources of conflict or drama
you wish to include in the adventure.

Setup

The Setup describes how the adventure begins and
how the characters become involved in its events. This sec-
tion may also include details of the adventure background,
events that led to the adventure, and other ideas in the
Premise. This section may be the longest and most detailed
in the framework.

Events

Events describe the encounters, situations, and cir-
cumstances that occur during the course of the adventure.
These may include situations that pose problems for the
characters, actions by the adventure’s antagonists, creature
encounters, or simply happenings the characters did not
anticipate. Most basically, events represent the obstacles or
problems the player characters must overcome to complete
the adventure successfully. Generally, adventures contain
numerous events, as illustrated in the three fleshed-out
frameworks that follow.

Climax

The Climax is the conclusion or resolution of the
adventure. It describes the anticipated resolution, which
may differ considerably from the way the adventure actu-
ally ends. Because player groups often take unexpected
actions, we suggest the gamemaster plan for more than one
possible climax to an adventure.

Sequels
The adventure framework refers to stories that
might happen after the adventure or as a result of the

* adventure as sequels. Sequels may be adventures that

feature the same non-player characters or include a mag-
ical item discovered in the first adventure. A theme,
character, or item that carries over from one adventure
to another helps create a sense of continuity in a cam-
paign. See pp. 15-17 of the Gamemastering Earthdawn
book in the Earthdawn Gamemaster Pack for more
information about creating Earthdawn campaigns and
maintaining campaign continuity.

SAMPLE FRAMEWRRKS

As an example of how to expand each of the frame-
work elements into a working adventure outline, we used
the adventure framework format to create three typical
Parlainth adventures. These adventures should provide the
flexibility needed to integrate different player character
groups into the action and previously established
gamemaster character rivals and allies into the storyline.
Determine appropriate game statistics for characters and
creatures not described elsewhere in this book.

RACE FOR TREASURL X

Premise

Competing groups of explorers learn that a legendary
magical treasure can be found at a particular point in the
ruins. Each group sets out to find the treasure first.

Setup

At The Restless Troll, the player characters meet a
group of explorers who are new in town. Like most new-
comers, these explorers still dream of striking it rich. If the
player characters do not bother to try to set them straight,
other veteran adventurers in the bar make the effort. But
these explorers have no interest in hearing bad news:
they’re sure they're about to cash in big.

The next day, one of the explorers—a t'skrang named
Turamba—returns to The Restless Troll. She babbles nearly
incoherently and her crest is now a shocking white. She
tells everyone who will listen that her group followed an
accurate map to a point in a section of the ruins of the
gamemasters’ choice. While telling her story, she drops
several good clues for finding this spot where rests a fabu-
lous magical treasure (either one of those listed in Magical
Treasures, an item described in another Earthdawn prod-
uct, or one of the gamemaster’s own invention). Make the
treasure something your players will not pass up. Turamba
saw the treasure with her own eyes just before something
she cannot even talk about slew her comrades.




The adventurers immediately realize that everyone in
town will head out to search for this fabulous item. A veter-
an of the scene leans over, chuckling, and says, “The last
time I saw a rush like this was when everybody thought
Bashor found the sword Purifier in the Western Catacombs.
Eight people died and there wasn't a creature in sight. All
over what turned out to be a rusty length of pipe.”

Most groups give up in disappointment when they
realize how many others intend to search for the treasure.
This leaves our heroes with three groups of rivals. Possible
rivals include the Therans, agents of Throal, agents of
Justice for All, mad questors, Blood Warders, bandits—the
usual suspects. Choose rivals who provide maximum con-
trast to the player characters, or bring back villains from a
previous adventure.

Event 1

The adventurers come upon a street fight in Haven
between the rival group they hate the most and another
group of explorers. The explorers are taking a severe beat-
ing, and if the player characters do not intervene, several of
the explorers die. If the player characters choose to inter-
vene, the bad guys withdraw. After the fight, the injured
explorers explain that the bad guys attacked them to elimi-
nate some competition for the treasure.

Event 2

The player characters enter the relevant area of the
ruins, and a pack of its typical inhabitants attack them. For
example, if the players enter the Vaults, they face members
of the Unforgivables, in the Twists they meet ghouls, and
so on.

Event 3

It turns out that Turamba’s descriptions of the land-
marks she passed lacked a certain degree of accuracy. The
player characters become lost and must do some problem
solving to connect her account to the actual landscape.

Event 4

The player characters encounter the rival group they
find least loathsome. The rivals propose an alliance and
offer to feed the adventurers. They then try to slip the
player characters drugged drinks. The Name-giver
pulling the switch uses the Fast Hand talent at a rank
equal to the highest ranked player character talent. They
intend the poison only to sicken the Characters, not kill
them. Use a step number for the poison that the charac-
ters have a good chance of resisting. The poison instantly
causes nausea and dizziness that reduces all of an affect-
ed character’s step numbers by 3. If the player characters

catch their rivals in this sneaky ploy, the rivals try to
withdraw without combat.

Event 5

The player characters stumble across the third rival
group, gleefully parading about with the magical treasure!
They‘ve found it already—or so they want their competi-
tion to believe. Several of the rival group’s members
appear to be injured, though this is just a ruse to get the
adventurers to let their guards down. If attacked, the
group “accidentally” drops the item while retreating.
Actually, the “treasure” is a cleverly crafted decoy, meant
to deceive their adversaries into returning to Haven in “tri-
umph” while they recover the real item.

Event 6

The player characters near their destination and suffer
an attack from Turamba’s cohorts, now unnaturally alive
(see Unnatural Life, p. 299, ED).

Climax A

The player characters burst into the chamber that con-
tains the treasure. At the same moment, the three rival
groups smash their way in from other entrances. A gigan-
tic Horror stands in the middle of the chamber, a beast
powerful enough to give all of the treasure-seekers togeth-
er a tough fight. The thing lured the adventurers here
deliberately for its own sport and roars in glee when it sees
the assembled explorers.

Climax B

Assuming some or all of the player characters survive
the battle with the Horror, they must still contrive to come
away with the treasure. Some of the rival treasure-seekers
are probably dead, others seriously wounded, but some
will still be able to fight for the prize. Our heroes must
either summon up their last reserves of fighting ability to
claim it or fool the others with a convincing bluff or some
other ploy.

Sequels

None of the groups who lost out feel happy about the
affair. If the player characters keep the item, some of these
groups launch periodic assaults against them in attempts
to steal the item.

BLADE 2F DECEPTION

Premise
The player characters find themselves defending a foe
framed for murder.




Setup

The player characters receive a summons to a pri-
vate meeting with a prominent Haven resident with
whom they have an antagonistic relationship. (This
means someone who periodically or even regularly
causes trouble for the player characters, not a blood foe
who has vowed to slay them on sight.) The identity of
this foe varies depending on the situation. If the player
characters speak out on their anti-Theran sentiments, it's
Omag Bastabus (p. 36). If they're vehemently anti-
Throal, they meet Cleotha Splayfoot (p. 35). If
the player characters have butted heads
with Torgak’s justice system, the meeting
is an attempt by Torgak (p. 24) to
smooth the waters. If our heroes have
taken up rabble-rousing for one of
the competing adventurer’s guilds,
the rival organization’s leader
requests the meeting. If the
group got itself in trouble with
the bookie Pagmor Gilt-Throat
(p. 27) the meeting is with him,
and so on. For the rest of this
adventure description, we
refer to the character as “the
suspect.”

During the meeting, the
suspect happens to look down
and notice that his dagger is
missing. He shows genuine frus-
tration and sorrow at having lost
it; the weapon is a family heir-
loom with valuable gems embed-
ded in the hilt.

Later, Torgak’s forces arrest the
suspect—including Torgak himself, if
appropriate—for the murder of a low-
level member of a group that opposes the
suspect. For example, if the suspect is Omag
Bastabus, the victim is a minor agent of Throal.
If they arrest Cleotha Splayfoot, the victim is a
Theran lackey, and so on.

The crucial clue is the suspect’s dagger, buried deep in
the victim’s back. But based on when witnesses last saw
the victim alive and when he or she was discovered dead,
the player characters know the suspect can’t be guilty,
because he or she was meeting secretly with them the
whole time.

Event 1
If the adventurers conduct themselves less than
scrupulously, they may be happy to see the suspect framed

for a capital offense. In this case, a well-muscled troop of
the suspect’s supporters lean on the adventurers to per-
suade them to testify on the suspect’s behalf. Do not let this
turn into a pitched battle, even if the gamemaster decides
to jump the gun and let the muscle lean on the players
regardless of whether or not they plan to testify.

Event 2
Torgak or his deputies brush off the adventurers’
testimony, because one of the deputies saw the sus-
pect’s persuasion force leaning on them. It
looks like the player characters must solve
the mystery.

Event 3
Word gets around that the play-
er characters testified on the sus-
pect’s behalf, and now the muscle
of a rival group comes to lean on
them. The rival group takes
issue with interfering do-good-
ers threatening this opportuni-
ty to get their enemy out of the
way. Allow this encounter to
escalate into a fight if some
action seems necessary.

Event 4

The player characters
assume the rival group framed
the suspect and start to investi-
gate them. This leads the player
characters into even more trouble
and gets them nowhere—the rival

group is not involved.

Event 5
A low-ranking member of a third
group turns up murdered, and clues point
to the leader of a fourth group. When this
leader comes to them to profess his or her inno-
cence, the player characters should begin to discern a
pattern.

Event 6

The player characters now possess a few more clues.
Reward any sensible avenue of investigation with addi-
tional clues. For example, if the player characters investi-
gate the backgrounds of the two very different victims,
they may learn the victims had a mutual friend named
Gildiza, a dwarf who makes her living selling gear sal-
vaged from the ruins.




Event 7

Enraged partisans of the various accused or accusing
groups refuse to believe that their enemies are innocent.
Fighting breaks out in the streets and the player characters
come under attack during the chaos.

Event 8

The player characters begin looking for Gildiza only to
discover she has fled into the ruins. Fortunately, they can
follow her trail.

Event 9

The player characters track Gildiza to the Vaults,
where Charcoalgrin’s forces—the Unforgivables—attack
them. The Unforgivables attempt to capture rather than
slay the player characters, then drag them to Charcoalgrin.

Event 10

The player characters find Gildiza by Charcoalgrin’s
side. The dwarf asks them if the town is in chaos yet. It turns
out that Gildiza belongs to the Unforgivables and went to
Haven specifically to foment unrest in preparation for a
sneak raid on Torgak’s Supplies and Goods. The player
characters see Charcoalgrin’s forces preparing for the attack.

Event 11

The dragon tosses the captured adventurers into a pit
containing either a very big, very hungry carnivorous crea-
ture or some fiendish mechanical trap.

Climax

Assuming they escape, the player characters reach
Haven ahead of Charcoalgrin’s raiding force and convince
the people to stop fighting and prepare to repel the attack.
Charcoalgrin ordered the Unforgivables to abort the attack
if the townspeople recover their senses and prepare to do
battle. If the player characters arrive too late, they find
themselves in the middle of a pitched street battle between
the townspeople and members of the Unforgivables. The
street battle may end with serious consequences—perhaps
The Restless Troll or Torgak’s Supplies is set ablaze, for
example.

Sequels
Torgak might hire the player characters to organize a
punitive raid against Charcoalgrin.

ASSAULT N AAVEN

Premise
Every so often, the creatures of Parlainth rise en masse
to attack the people of Haven. No one knows why, or can

predict these attacks more than a few days in advance. The
adventurers find themselves in Haven on the occasion of
just such an assault.

Setup

Dread omens begin to appear throughout Haven. A
terrible rainstorm hangs over the town for days, dump-
ing sheets of water on buildings and turning the streets
into a river of mud. A dog that roams around The
Restless Troll gives birth to a litter of two-headed pup-
pies. The corpse at a funeral sits up in its coffin, tune-
lessly sings a nursery rhyme and falls back into its eter-
nal slumber. People begin to suffer disturbingly vivid
nightmares filled with images of war and death. To
determine if player characters suffer these dreams,
secretly roll a Perception Test for each character against
a Difficulty Number of 5. The old-timers know what all
this means. They've seen omens like this before.
Parlainth’s creatures will soon attack Haven.

Event 1

The player characters must decide what they will do
when the assault begins. Do they barricade themselves
inside their homes and hope the creatures can’t get
through? Will they join the many residents who plan to
barricade themselves inside The Restless Troll? Or do they
choose to act heroic and position themselves on the town
walls to try to hold the creatures back?

One thing is certain—if they flee the city, the towns-
people brand them as cowards. On their return, the atti-
tudes of all gamemaster characters in Haven toward the
player characters will drop a notch—Neutral characters
become Unfriendly, Friendly characters become Neutral,
and so on.

Event 2

Hysteria hits the city. A group of angry troll explorers
accuses the player characters of spying on behalf of the
Horrors who plan to engulf the town. The trolls saw the
player characters in their dreams and are convinced they’re
foul folk. A fight seems imminent, and other townsfolk
gather around to see the outcome. If the player characters
try to solve the problem with force, the other townsfolk
begin to believe the trolls’ tale. The Restless Troll manage-
ment bans the player characters from the tavern for their
“suspicious behavior,” and the players must somehow win
back the townspeople’s trust and respect.

Event 3

Madness strikes. Several veteran explorers crack
under the strain and assault the nearest targets: the player
characters.




Event 4
A gamemaster character with a Friendly attitude
toward the adventurers is caught sabotaging the defens-
es of The Restless Troll by removing the locks from the
cellar door. The glassy-eyed character clearly seems pos-
sessed to the player characters, but hysterical townspeo-
ple—perhaps led by the trolls in Event 2—decide to
lynch the poor fellow. The player characters must either
sway the crowd or dispel the possession effect. The char-
acter attempting the Dispel Test must achieve a Good
result to succeed. This possession is a side effect
of the same force that causes the creatures to
attack—see Event 6. Perhaps more towns-
people and even some of the R
player characters begin to -
feel the tug of its influence.

Event 5

The rain suddenly
stops. The sun shines, birds 2
chirp, and the feeling of /@ 4
dread hanging over Haven !
evaporates. Newer members
of the community relax and
even begin what threatens
to become a drunken cele- Ly
bration. The old-timers rec- W
ognize these signs, too, and
urge the player characters to rally
the carousers to vigilance. The trolls
cause trouble yet again: they were the
first ones to start drinking and they're ¥
sick of being lectured. They start a fight ", ¢
with the player characters. CQ"’

Event 6

As soon as the brawl with the trolls gets into full
swing, the alarm goes out. Watchers at the wall report a
swarm of creatures headed toward Haven. All residents
begin racing frantically for shelters, walls, and barricades.

Event 7a

If the player characters decided to defend the walls,
they fight a wave of determined creatures who outnumber
them but possess only minor powers.

Event 7b

If the player characters barricaded themselves in
somewhere, they hear the howl of creatures racing through
the area. Then they see the young child of one of Haven's
merchants wandering about looking lost. If the players
want to save her, they have to leave the safety of their

retreat to scoop her up, fight off the creatures, and get back
inside their barricade without letting any creatures in.

In either 7a or 7b, the gamemaster may decide to allow
a long-time enemy or rival of the adventurers to rescue them
from a sticky situation. Our heroes then find themselves in
the strange and probably uncomfortable position of owing
the enemy or rival their lives. This option will not work if all
the player characters’ worst enemies are corrupt.

Climax

The final wave of creatures arrives and faces the
2 _adventurers. The intelligent creatures
- wear a peculiar glazed look in
= their eyes; the baser creatures
seem positively rabid,
screeching and foaming
at the mouth. These
tough creatures pos-

sess at least as
%, much power as
the characters
assembled to
\\ defend against
" them. If the
adventurers barri-
caded themselves in
somewhere, the crea-
tures smash their way
through the barricades
and into their midst. If
the player characters are
defending the wall, the final
force of monsters comes stream-
ing over it.

At the height of the creatures’
frenzy, a spectre materializes over the sky-

line of Parlainth, seeming to rise from the
Screaming Fountain. This transparent image looks like a
giant snake with gray flesh, tattered dragon wings, and a
single enormous eyeball mounted in the center of its face.
When the image vanishes, the creatures scatter. The intelli-
gent ones retreat as quickly as they can to their respective
lairs, while the mundane creatures simply scatter in ran-
dom directions. For days afterwards, the residents of
Haven find strange creatures hiding in their cellars and
gardens.

Those player characters who behaved heroically or
slew many tough creatures earn the respect of the commu-
nity and find it much easier to elicit favors and gain other
concessions and boons from their fellow Havenites. Those
who behaved selfishly or fought poorly earn scathing scorn

and pity.




Sequels

The ghostly, one-eyed, snakey monster also appears
in A Letter Found in the Catacombs, in Vardeghul’s
Trove of Lore. If sharp-eyed adventurers notice the con-
nection, they might decide to head into the Vaults to
investigate what causes the thing to manifest. Perhaps
what passed for the soul of this long-dead Horror
became trapped in a weird Parlainthian magic item, a
gem, for example. Destroying the gem frees the Horror’s
spirit, which ends the periodic attack of creatures on
Haven but may lead to other complications and other
adventures.

OTHER ADVENTURE IDEAS

Pattern items, the lingering results of Theran magical
experimentation, and any of the adventure ideas offered in
Ruins of Parlainth also lend themselves to the adventure
framework method of creating adventures.

Pattern Items

Ever since the return of Parlainth to Barsaive, explor-
ers of the ruins and residents of Haven took it upon them-
selves to Name areas of the Forgotten City, Names which
have been accepted.

This Naming created true patterns and pattern items
for each area, and the parties that control certain areas of
the ruins hold some of these pattern items. Twiceborn
probably holds two or three of the pattern items of the
Eastern Catacombs, and Charcoalgrin is said to possess all
the pattern items of the Vaults.

These pattern items can serve as the focus for many
adventures. For example, acquiring various pattern items
offers the key to successfully cleansing any given area of
the ruins of its Horrors and assorted other creatures, a goal
worthy of any organization within Haven. Inhabitants of
Parlainth may seek to obtain pattern items of areas con-
trolled by rival beings. The Theran Empire might offer a
great deal to acquire these pattern items as a step toward
reclaiming its city from Barsaive.

Theran Magical Research

Before the Scourge, some of Thera’s most powerful
magicians lived in Parlainth, and their research may still
await rediscovery in vaults inside the Western Catacombs.
These valuable documents could inspire any number of
adventures. The scrolls that explain the ritual used to take
Parlainth away from this world might still exist, or the
secret of the spell that erased all references to Parlainth
from books and minds all over Barsaive and Thera. Of
course, many extremely powerful people and groups
would go to virtually any lengths to acquire these and less-

er magical treasures.

RUNNING ADVENTURES
IN PARLAINTH

Whether you use the adventure framework method to
create an adventure or design the events some other way,
once you complete your preparations for a Parlainth adven-
ture you must still perform three tasks: get your player char-
acters involved in the adventure, allow them to research the
ruins if they choose to prepare for their adventure, then find
out how they plan to enter and explore the ruins.

GETTING INVOLVED

The nature of your adventure dictates the best ways to
get the player characters involved. If a group or individual
hires the players to seek a treasure in the ruins, their
involvement begins when they are hired. However, charac-
ters rarely get paid by someone else for adventures in and
around Parlainth.

The most common and interesting way to draw char-
acters into Parlainth is through legends that tell of magical
treasure, countless riches, horrible monsters, and amazing
magics. Ancient myths concerning all of Barsaive reverber-
ate through the centuries, giving its people comfort and
inspiring the boldest, most courageous, greediest, and
luckiest to create legends to inspire future generations.

Legends are what people share across tables in taverns
and inns and around campfires. These provide the stories
of treasure and adventure that lure Name-givers of all
races and genders and ages to re-explore their world. And
in the years since Parlainth’s return to Barsaive, legends of
the Forgotten City have spread like wildfire. Many of these
legends tell the tale of another place or time, or offer noth-
ing more than wishful thinking, but as many others truly
hold the secrets of Parlainth’s past. Tales and stories of
Parlainth particularly abound in Haven, where every
evening someone spins a story of the Forgotten City in the
common rooms of The Restless Troll and other local estab-
lishments.

These tales represent the most colorful way to get
players involved in adventures in Parlainth. Because many
player characters come to Haven and Parlainth specifically
to seize a chance at striking it rich in the city’s ruins, they
should jump at carefully worded hints or clues about pos-
sible treasures. And allowing the players to choose, from
several legends, which adventures their characters get
involved in lets them feel they are in charge of their charac-
ters” lives, which is as it should be.

RESEARCHING THE RUINS

Any player group that enters Parlainth’s ruins without
first researching its route and destination deserves all the




trouble that it finds. Countless dangers await all who ven-
ture into the Forgotten City. Hungry creatures, foul folk,
and working traps fill Parlainth’s ruins. Characters must
find a way to anticipate the perils into which they travel
and determine exactly what they hope to find.

Player characters can research the ruins several ways.
They may purchase information from the various peddlers
who sell fact and fancy about Parlainth to interested par-
ties. The best known of these is Vardeghul (see
Vardeghul’s Lore Exchange, p. 47, for guidelines on pur-
chasing information from Vardeghul). Others also make a
living selling information, but Vardeghul has proved to be
the most consistent source of reliable information regard-
ing Parlainth, and she deserves her reputation.

Characters may also gather research on the ruins by
talking with the locals. Nearly every resident of Haven can
tell numerous stories of the treasures Parlainth holds, as
well as the dangers. While many of these tales are tall
indeed, each one contains some truth about the ruins or
appropriate advice for adventuring there.

Some might consider the two explorer guilds based in
Haven the most reliable sources of information about the
ruins of Parlainth. Both the Loyal Order of Delvers and the
Association of Unaffiliated Explorers include members
who have ventured into Parlainth many times and
returned. For the right price, many of these individuals
would willingly share their “trade secrets.” Naturally,
members of these associations are more likely to be friend-
ly, open, and honest with other members of their respec-
tive guilds, but for enough silver they will talk to almost
anyone.

ENTERING AND EXPLRING THE RUINS

Once the characters decide on an adventure and per-
form any research they feel necessary, they must enter the
ruins. This simple statement belies the significance of that
act, which deserves careful consideration of at least two
important points: traveling through the ruins, and surviv-
ing obstacles on the way.

Traveling the Ruins

The player characters will discover that they can
reach any part of the ruins several different ways, and
each route offers unique dangers and difficulties. For
example, reaching the Smalls or the Twists can be relative-
ly easy because both areas border the southwest laneway
just outside Haven'’s gates. If the characters need to reach
the far sides of those areas, the task immediately becomes
more complicated. Characters might also find it relatively
easy to enter the catacombs, because numerous entrances
to the undercity exist, some in Haven. Again, if the charac-
ters must travel to the part of the catacombs farthest from

Haven, such as the Western Catacombs, their task imme-
diately becomes more difficult.

Most experienced explorers consider the laneways
the quickest, most dangerous route between the above-
ground areas of the ruins. The wide-open laneways
allow fairly easy passage, but they also offer the dangers
of ambush by rival groups or monsters, manmade traps,
and uncertain footing. Player characters can also reach
aboveground areas by traveling around the wall sur-
rounding the ruins and entering at one of the frequent
breaks or holes in the wall, a somewhat safer route but
plagued by the nasty creatures that live in the forests
surrounding the city.

The player characters may find reaching the under-
ground areas of Parlainth even more treacherous. By far
the safest way to reach a specific part of the catacombs is to
travel to the aboveground area over the desired catacombs
and find an entrance down from there. Though this option
forces the characters to face the perils of the laneways, their
only alternative is to go into the catacombs at the nearest
entrance and travel through the underground areas to their
chosen destination. The near-impossibility of navigating
underground and the fearsome creatures that dwell in
these subterranean chambers make this route even more
dangerous than the aboveground paths.

Known Obstacles

The moment the player characters enter the ruins, they
expose themselves to the true dangers of exploring
Parlainth: the creatures, inhabitants, and conditions of the
ruins themselves.

The abundant creatures that make their homes in the
ruins of the Forgotten City present the foremost obstacle to
exploring the city. These include mundane and magical
creatures, Horrors, Horror constructs, and even certain
types of hazardous plants (see Creatures, p. 71).

More intelligent inhabitants of many of the areas do
not take kindly to explorers. For example, adventurers
traveling through the War Zone must deal with many
types of falsemen, while those entering the Eastern
Catacombs must eventually face cadaver men en masse.
For more information on these inhabitants and how they
react to trespassers, see the Ruins of Parlainth.

Player characters may also meet rival explorers in
their journeying. These other adventurers may be search-
ing for the same treasure or pursuing the truth of the same
secrets as the player characters. Just as often, rival explor-
ers have their own agendas and may simply ignore the
characters rather than attack them on sight. A group of
rivals may choose to join forces with the player characters
to achieve a goal, or trail and ambush them after the player
characters find the loot they were seeking.




Finally, the poor physical condition of the ruins them-
selves creates dangerous obstacles. The civil war that devas-
tated Parlainth and the infestation of the Horrors destroyed
much of the city and replaced its beautiful streets and
imposing buildings with debris and rubble. Though some
areas took less damage than others, in general, most areas
of the ruins make travel difficult. Characters will find many
blocked roadways and gaping holes and pits leading to the
undercity. Numerous traps set by Name-givers and
Horrors lie poised to capture the unwary, many built by the
original inhabitants and some by current inhabitants. The
Horrors known as scurriers devote all their time and energy
to resetting, repairing, and rehabbing traps throughout the
Ruins. For more information about various common traps,
see the Exploration sections in the Ruins of Parlainth.

WHILE IN HAVEN

For information, supplies, and other adventuring
amenities, Haven is the only game in town. The characters
will likely use the town as a base from which to launch
their various expeditions into the Ruins, and while in
Haven, most explorers do two things: visit Vardeghul’s
Lore Exchange and bet on the falsemen wars. This section
also provides some guidelines for how characters can
exhange their hard-won treasure for silver.

VARDEGHUL'S LORE EXCHANGE

The documents that make up Vardeghul’s Trove of
Lore represent only a fraction of her entire collection,
essentially her top-selling scrolls. Feel free to create addi-
tional documents tailored to your adventure needs.

Vardeghul's shop is a simple, one-room store. The sin-
gle entrance leads to a counter behind which Vardeghul
sits at a desk and scratches out copies of her scrolls. Rows
of old wine racks stacked with scrolls fill the space behind
her desk.

Only Vardeghul knows the secret of her filing system:
she keeps track of everything in her head, refusing to write
anything down. Her system isn't perfect; sometimes she
may spend up to half an hour finding a specific document.
In such cases, she invites her customers to sit on the plain
wooden bench in the store and wait. She answers com-
plaints about her lack of speed with muttered t’skrang
curses. Sometimes Vardeghul knows information she does
not have or can't locate in document form. She offers to
prepare a written version within twenty-four hours if
clients insist on a document instead of a verbal account.

Intellectual Property Rights
Vardeghul takes care to ensure her documents remain
exclusively hers. First, she requires every customer to sign

an agreement when purchasing her scrolls. (Vardeghul’s
Trove of Lore contains a copy of this agreement.) The sign-
ers grant Vardeghul or her agents the right to visit on them
the physical punishment of her choice if they sell, rent, or
give away any of her scrolls without her written permis-
sion. This section of the agreement allows Vardeghul to
operate with impunity when signers violate her non-distri-
bution agreement. Very early in their association, Torgak
ruled that Vardeghul’s agreements were inviolable, and his
deputies do not intervene on behalf of adventurers under
attack from Vardeghul's muscle.

If they prefer, Vardeghul allows customers to take a
blood magic oath in place of signing the formal agreement.
This oath causes 1 point of damage that cannot be healed
for 1 week. After that time, the character can heal the dam-
age as normal, but if the character ever violates the oath,
the blood magic causes a permanent Wound that can never
be healed. (For further information on blood magic, see the
Blood Magic section, pp. 44-50, of the Gamemastering
Earthdawn book in the ED GM Pack.)

Vardeghul does not retain a regular staff of henchfolk
to enforce these agreements; her reputation for ruthlessly
punishing violators guarantees that no long-time residents
of Haven will buy one of her documents from a third
party. In fact, they warn would-be sellers that they're risk-
ing a severe beating or worse by their actions.

On those rare occasions when Vardeghul must punish
a violator, she hires ruffians from the tavern of The Restless
Troll. Like any town on the edge of civilization, Haven
supports many unsavory adepts who remain in the city
despite having failed to find treasure in the ruins. These
types would willingly form a mob at the slightest provoca-
tion, and Vardeghul pays them well to confront and pun-
ish those who violate her purchase agreement. She consid-
ers any fees paid to ruffians well-spent in the long run,
because her strict enforcement policy keeps her informa-
tion exclusive and therefore valuable. She usually hires a
dozen enforcers at a time, more if the erring clients appear
to be particularly powerful. Even high-Circle adventurers
think twice before crossing her because of the sheer nui-
sance value of being pursued by such a gang.

Selling Information to Vardeghul

Vardeghul constantly seeks to increase and update her
stock of information and so allows adventurers to barter
information for scrolls as well as purchasing documents
outright. However, Vardeghul drives a hard bargain. She
places a low value on the verbal accounts of explorers of
the ruins as she considers them a notoriously unreliable
bunch, which makes sorting the truth from the tall tales a
difficult, unrewarding task. In general, Vardeghul offers no
more than five silver pieces worth of credit for any verbal




report or adventurer-drawn map of the ruins. She may
open her purse wider for information such as political or
trade gossip, provided she feels confident in the reliability
of the source.

Vardeghul prefers recovered documents above any
others. She considers these far more useful than contempo-
rary accounts of the ruins because these records often con-
tain valuable clues and seem less biased. Vardeghul can
distinguish genuine antiques from fakes and adds her rank

ed in silver pieces. Characters cannot preview copies of
documents. We also provide a copy of this price list in
Vardeghul's Trove of Lore as a handout for the players.

BLTTING ©N THE FALSEMEN

Characters may pass the time in Haven or try to beef
up their funds by betting on the falsemen wars fought per-
petually in the War Zone (for background on falsemen, see
Creatures, p. 66, and The War Zone, p. 24 in Ruins of

in the Research skill to
her Social Defense
when characters try to
sell her forgeries.
Determine the
price Vardeghul will
offer for a recovered
text by comparing the
document to similar
samples in Varde-
ghul’s Trove of Lore.
Vardeghul wants infor-
mation she can sell
repeatedly to avari-
cious treasure-seekers,
and so the more direct-
ly the information per-
tains to great finds
within Parlainth, the
more she’'ll pay for it.
Vardeghul’s purchase
price for a document
roughly equals her
selling price for a copy
of that document.
Remember, she intends
to sell many duplicates
of each purchase, and
over time her profit
becomes quite impres-
sive. Player characters
can haggle for a better
deal in trade as well.
For example, Varde-
ghul may offer to

VARDLGHUL'S PRICE LIST

Parlainth). Pagmor
Gilt-Throat (p. 27) runs
the most profitable bet-
ting scheme in town,

and anyone betting on
Dociiment Price the falsemen wars with
An Adventurer’s Lament 25 Eagmor{ T;St ohsérs
A Fragmentary History of Parlainth 25 R
= : Player characters
A Fragment Concerning the Ruins 25 :
, can place bets with
A Questor’s Tale 25 .
s Pagmor by making
A Visit to Haven 25 o h
b i arsboberronation 35 propositions or choos-
leanscr{pto SEV DS ing a side and wager-
Disturbing V\:’Dndermcr.lts of the Western Catacombs 45 ing on its progress. To
From a Wal.l in The Twists 45 make a proposition, for
A Tract against Falsemen 50 example, a bettor may
Testimony Regarding the Horror Hunter 75 propose that one false-
Treasures of the Forgotten City 75 men army will be
On the Architecture of Parlainth 100 pushed beyond a cer-
An Encounter with Twiceborn, Queen of the Dead 100 tain point or that one
An Intercepted Theran Message 100 general’s forces will
A Letter Found in the Catacombs 125 split into splinter
A Lost Theran War Machine 145 groups. The bettors
A Plan to Rob the Theran Treasury 175 also name a time frame
for their prediction, the
Various Detail Maps end of the week or
Eastern Catacombs 35 month, for example.
The Smalls 40 Pagmor considers the
The Tiwists 40 proposition and gives
The Vaults 40 the bettors odds..
Northern Catacombs 50 Determine the
Western Catacombs 50 Odd_s F’agmor se.ts b.y
deciding the likeli-

hood of the proposi-
tion’s outcome or the

exchange a copy of a document with a selling price of 50
silver pieces for an original she considers worth 40.

Price List

Vardeghul offers thousands of documents.
Vardeghul’s Price List shows prices for those documents
provided in Vardeghul’s Trove of Lore. All prices are list-

difficulty of the goal. Pagmor pays off according to
Pagmor’s Odds Table.

Determine whether the conditions of a proposition are
met by making an appropriate test for the leader of the
group that must satisfy the conditions of the bet. For exam-
ple, if a bettor proposes that Guile will persuade Breakage,
a lieutenant in Smasher’s army, to switch allegiance, make




a Charisma Test for
Guile against Break-

FAGMOR’S @DDS TABLE

the player characters,
then consult Pagmor’s

age’s Social Defense. Payoffs Table to
Breakage, who is slight- e e determine the odds
ly more charismgtic Doy ot Task Pifticalty Number Odds and pay the characters
than the average cor- Easy =% Nio et or take their money.
rupted stoneman, has a Kncrage e R Keep in mind that on
Social Defense of 7. Hard 13-18 2:1 average, only a few
Therefore, Pagmor VerylHard 1542 31 landmarks should
offers the bettor even Hesoie e el change hands in the
odds. Modify the course of a week and

Difficulty Number of

the test to reflect additional factors. For example, if the bet-
tor proposes that Guile will turn Breakage very quickly,
increase the Difficulty Number. If the bettor predicts the
switch will take a month, reduce the Difficulty Number.
Most bettors choose the second method of wagering,

in which the bettor chooses a side
in the fighting and bets on its
progress on a weekly basis. Pagmor
uses a dozen major landmarks of
the War Zone that the falsemen
seem to contest most fiercely as
benchmarks to measure each
army’s progress. At the end of each
week, the bettors either receive a
payoff or lose to “the house,”
depending on how many of these
landmarks changed hands in their
favor during the week. Bettors may
wager any amount of money. The
payoff depends on the net number
of landmarks taken by the bettor’s
army (Pagmor subtracts lost land-
marks from those won by the
army) per Pagmor’s Payoffs Table.

For example, if Guile’s army captures three landmarks but
loses two during the course of a week, Pagmor’s system
counts Guile’s army as having won only one landmark.

The easiest way to
determine each army’s
progress is for the
gamemaster to simply

FAGMOR'S

PAYOFTS TABLL

Number of
Landmarks Taken Payoff
1 or less None
2 Even Odds
3 2:1
45 4:1
6-7 8:1
89 15:1
10-11 30:1
12 100:1

been awarded.

FALSCMEN SUCCESS TABLE

pasign to eac.h AFRY Success Level Landmarks Captured
what he considers an Poor 0
appropriate number of Average 1
landmarks won or Cood "

lost, depending on Excel]ent ]54

how he wants the out- Extraordinary D6

come of the betting to

affect his story and/or

that an army that

starts to do extremely well will probably fall apart.

To determine how many landmarks change hands by
rolling dice, decide what percentage of the total falseman
population belongs to each army, then set a step number
for each army, assigning 1 step for every 5 percent of the

population belonging to that
army.

To determine the outcome of
the wars each week, make a test
using the step number for each
army against a Difficulty Number
of 8. The number of landmarks
each force takes depends on the
success level of the test.

If the armies achieve high lev-
els of success or the gamemaster
rolls bonus dice, the number of
landmarks captured by all three
sides may exceed the 12 designaf-
ed by Pagmor. In this case, award
the earned number of landmarks
to the force with the highest result,
then the earned number off'}and—
marks to the army with the sec-

ond-highest level of success, and so on, until all 12 have

To determine which opponent each landmark was

taken from, flip a coin
or roll odds/evens on a
die. Keep track of the
number of landmarks
controlled by each
group each week,
because you may need
to fudge the results at
some point to serve the
story.

Remember that
Pagmor chose these




landmarks—the falsemen may not measure their success
by this yardstick. However, successfully capturing land-
marks does correspond to general success in the battles. In
the example below, Never Surrender showed a remarkable
surge of success in the second week. Dramatic turns like
this tend to shake up the falsemen leadership. Never
Surrender’s underlings, sensing victory, might well split
into factions in an attempt to seize power, allowing Guile
or Smasher or both to stage comebacks against these split
forces.

Though Pagmor resents the fact that he loses
money from adventurers placing side bets on which
army will have the highest number of landmarks at the
end of any given week, he doesn’t offer odds for this
sort of betting because the combatants change so quick-
ly. He considers this type of wager a sucker’s bet he
can’t control, whereas his system offers fairly consis-
tent odds in his favor regardless of who is on the rise or
fall in the War Zone.

On a fine, sunny day early in the month of
Mawag, the troll adventurers Piwt and Nawrf decide
to place bets on the falsemen wars with Pagmor Gilt-
Throat.

At this point in their perpetual struggle, Guile
and Smasher each control 40 percent of the total false-
men population, giving each leader Step 8. Never
Surrender controls the remaining 20 percent of the
falsemen, for a Step Number of 4. Smasher and Guile
each claim five landmarks and Never Surrender claims
two.

The gamemaster rolls dice to determine the num-
ber of landmarks each force takes.

Smasher’s roll is 7, a Poor result. It takes no land-
marks. Guile's roll produces an Average result, and so
the falseman's army takes one landmark; a coin toss
determines that the landmark is taken from Smasher.

Never Surrender’s roll is a 6, with a bonus die roll of 6,
and another bonus die roll of 5 for a total of 17—an
Excellent result. The gamemaster consults the
Falsemen Success Table and rolls D4 to determine the
number of landmarks taken. The result is 1, and a coin
toss determines that Never Surrender captures its
landmark from Smasher.

The end result: Smasher is down two landmarks,
and Guile and Never Surrender are each up one. None
of the bets pay off, and Pagmior cleans up.

Guile now controls a total of six landmarks, and
Smasher and Never Surrender claim three each.

The next week's results defy the odds. Due to
bonus dice, Smasher gets an Excellent result of 16
while Guile and Never Surrender both get
Extraordinary results of 22 and 20, respectively. The
gamemaster rolls 104 for Smasher’s landmarks and
gets a bonus die, for a total of 6 landmarks. The
gamemaster rolls 1D6 for Guile's landmarks, getting 2.
Never Surrender gets a bonus die on its 1D6 roll for a
total of 8.

The total number of landmarks, 16, is greater
than the 12 available for capture. Guile had the high-
est initial roll, so its army receives the 2 landmarks
indicated by its 1D6 roll, one from each of the other
two armies. Never Surrender had the next highest roll
at 20 and so gets its 8 landmarks, taking all of Guile’s
initial holdings for the week and two of Smasher’s ini-
tial holdings. This leaves only 2 landmarks available
for the lowest roller, Smasher, who takes them from
Never Surrender.

In this case, all the landmarks changed hands.
Smasher is down to 2 from 3, a net loss of 1. Smasher’s
backers lose their bets. Guile is down to 2 from 6, a net
loss of 4. Also a bad bet. But those with money on the
long shot, Never Surrender, win because its landmarks
increased from 3 to 8, a net gain of 5.

LANDMARK AQLDINGS

Smasher
Net
Won/Lost Gain/Loss Final Won/Lost
Starting 5
Week 1 0/2 -2 3 1/0
Week 2 2/3 -1 2 2/6

Guile
Net

Gain/Loss Final

+1

Never Surrender
Net

Won/Lost Gain/Loss Final
5 2
6 1/0 +1 3




EXCHANGING BROTY FOR SILVER

When adventurers find a valuable piece of jewelry,
a famous tapestry, or some similar treasure in the ruins,
they cannot expect to immediately convert it to cash in
Haven. Unless they have a specific buyer in mind, they
must arrange (and pay for) the item’s transport to a
likely market. If they send their treasure by caravan,
they can only hope that the caravaneer is honest or does
not get robbed en route to his destination. They must
also find a trustworthy, competent person to sell the
item once it arrives at its intended market, which
involves giving up a hefty percentage of the item’s
eventual sale price. Some items may take a long time to
sell, leaving the adventurers waiting months or more
before they see a cash profit. Finally, adventurers’ por-
tions of the proceeds from the sale may be stolen on the

road back to Haven or appropriated by a dishonest car-
avaneer.
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The only way to avoid all this potential trouble is to
risk other, equally serious problems; the adventurers may
choose to personally travel with their find through miles of
dangerous territory in the hope of selling it themselves
once they reach civilization.

Though he publicly states that he has no interest in
buying treasure found in the Forgotten City, Torgak will
buy valuables whose resale value exceeds 2,000 silver
pieces. He pays 10 percent of an item’s resale value, cash
up front, and argues that his 90 percent profit margin fairly
reflects the risk and difficulty inherent in selling such
items. In addition to Torgak, small-time treasure dealers
periodically come to Haven and offer to buy valuables at
15-25 percent of their resale value, though they may or
may not produce silver up front. Some of these dealers
may be nothing more than clever swindlers. Certain cara-
vaneers also may prove willing to buy less valuable items
for up to 30 percent of their resale value.
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his section describes legendary, magical treasures that gamemas-
ters may place in the ruins of Parlainth. Many of these treasures
possess properties that make them more likely to appear in the
Forgotten City than elsewhere in Barsaive. Naturally, gamemas-
ters may choose not to introduce the items in this section into
their versions of Parlainth or Barsaive, or may design other,
unique magical treasures for their own use (for more information
on creating magical items, see Magical Items, p. 55-73, ED
Companion). If they wish to use items in their game mentioned in the document
titled Treasures of the Forgotten City (part of Vardeghul’s Trove of Lore),
gamemasters may create game statistics for those treasures.

This section does not assign these treasures to specific locations in the
ruins. Gamemasters should use these treasures in the same way as all other
treasures published for Earthdawn, placing them wherever in Parlainth or
Barsaive that best suits their story line. Gamemasters should feel free to ignore
the claims of historians such as the author of Treasures of the Forgotten City,
who place most known or rumored treasures in Parlainth.

The simplest and most enduring plot hook for fantasy adventure remains
the old favorite, “find the magic item.” Gamemasters may found an entire
campaign on the merest rumor of a magical treasure lost in the Forgotten
City. In Earthdawn, the adventure doesn’t stop when the characters find the
treasure. After surviving peril after peril in search of a legendary item, a
search they undertook to satisfy their own interests or at the behest of an
employer, the player characters must learn the Key Knowledges of their
magic item and perform Deeds to unlock its secrets. Only then does it
become more than simply a treasure to sell for monetary gain.

Over time, even the most alluring find-the-treasure plot line may bore your
players; when that time comes, try exploring variations on the theme. For exam-
ple, emphasize the struggle between the competing factions seeking to claim the
treasure more than the item itself, making the dangers inherent in acquiring the
treasure a mere prelude to the real trouble. To help gamemasters design inter-
esting, unique, treasure-related adventures, most of the descriptions of magical
treasures in this section include a plot hook for incorporating the item into an
ongoing story line.

As with anything else found in the ruins, there must be an explanation for
magical treasures found in Parlainth. For example, most unique magical items
left in the ruins were either manufactured in Thera and shipped to Parlainth or
designed by the unorthodox magical researchers working in the ancient city.
Those manufactured in Thera, such as the Horse of Battle and Diadem of
Overlordship, often connect the user of the item to the Theran Empire in some
way, typically requiring the user to swear an oath of loyalty. Those treasures
designed by the magicians of Parlainth, such as the Mirror of Turnaround, tend
to be very strange and disturbing and are sometimes still connected in some
way to the Horrors the magicians sought to combat. A few legendary items,
such as the Butterspider Box, belonged to residents of Parlainth at the time the
city disappeared from Barsaive.







ASTRAL SEXTANT
Maximum Threads: 2
Spell Defense: 15

A globe-shaped copper device about a foot and a
half in diameter, the astral sextant contains several gears
and wheels, all of which spin in a dizzying, mechanical
dance when the user activates the machine by pulling a
lever mounted on the sextant’s side. Opposite the lever is
something that might be a directional pointer, but its sig-
nificance remains unknown unless the user attaches a
thread to the sextant, as does the meaning of the
whirring, whirling circles within circles.

The astral sextant is one of many magical instru-
ments developed by the Parlainthian
sorcerers in their quest for defenses
against the approaching Horrors. The
gamemaster may choose to use one of the
following options when deciding how
many of these magical wonders exist.

Option 1

Parlainth’s magical researchers
built only one astral sextant in the
last days of the pre-exile period, in
order to devote most of their efforts
to the magics of exile.

Option 2

Several astral sextants survive in the ruins.
Parlainth’s magicians made many of these
useful devices, but the Horrors
destroyed most of them during the
Scourge. The Horrors hate these devices
and go out of their way to smash them to
bits.

Thread Ranks

Rank 1 Cost: 300

Key Knowledge: The user must learn that this device is
called an astral sextant.

Effect: When the user pulls the lever, he or she hears a
voice as clearly as if someone were speaking a bit too
loudly into his or her ear. Any other character with a
thread attached to the sextant will also hear the voice.
The voice tells the thread holders the location of the
nearest Horror in the direction that the device is point-
ing, including its distance in a straight line away from
the sextant’s pointer. A difference of even a few degrees
will result in a different reading; the sextant cannot
detect a Horror even slightly to one side of the straight
line from the pointer.

Rank 2 Cost: 500
Effect: The voice reveals the type of Horror in question.

Rank 3 Cost: 800

Key Knowledge: The user must learn the precise location
of the chamber in which the astral sextant was built.
Effect: The voice also reveals the Name of the Horror in
question and whether the Horror senses the user’s pres-
ence.

Rank 4 Cost: 1,300
Effect: The device detects Horrors, Horror-marked individ-
uals, and Horror constructs. The voice reveals the distance
between these threats and the user,
their names, whether or not they
sense the user’s presence, and,
if constructs, what type.

Rank 5
Cost: 2,100
Key Knowledge: The
user must learn how many
gears the astral sextant con-
tains.
Effect: The device reveals
Horror powers, talents, and spells
possessed by any Horror-touched
creatures it detects. It also tells the
user roughly how much damage
the Horror can take relative to the
amount the user can take. For
example, if the Horror has Death
Rating 98 and the user has Death
Rating 42, the voice says, “It is twice as
tough as you.”

Plot Hook

A band of wanderers accuses one of the player char-
acters’ friends, newly arrived in Haven, of being a
Horror in disguise. Despite the adventurers’ defense of
their friend, the wanderers’ story seems convincing to
enough people that Torgak imprisons the friend in the
interests of keeping order. A retired explorer sympathet-
ic to the adventurers tells them he once heard a tale of a
magical device that can detect Horrors, and that it lies
somewhere in Parlainth (in a specific location deter-
mined by the gamemaster). In order to clear their friend,
the player characters must find the sextant before the
people of Haven resort to mob justice. When the adven-
turers return to Haven with the astral sextant and acti-
vate it, they discover that the wanderers are the true
Horrors in disguise.




BUTTERSPIDER BOX

Maximum Threads: 1
Spell Defense: 12

This treasure consists of two parts: a rusted tin box
and the Healing Butterspider inside. The Butterspider is a
fist-sized piece of lard (not butter, as its common name
indicates) sculpted into the shape of a wolf spider with a
remarkable degree of fine detail. Though the Butterspider
can heal, the magic allowing it to do so actually comes
from the rusted tin box.

When first discovered, the tin box contains an intact
Butterspider. Player characters can use this Butterspider to
speed the healing of an injury. When the spider is touched
to the injury, the victim gets a free Recovery Test. Each
such use partially melts the Butterspider, and it may not be
used again unless replaced within the tin box, where it
reforms. The healing magic does not work unless the user
of the item has at least one thread attached to the box.

Thread Ranks

Rank 1 Cost: 200

Key Knowledge: The character must learn that the box is
Named the Butterspider Box, and must know to attach the
thread to the decrepit box rather than the lard sculpture.
Effect: The Butterspider gives a free Recovery Test to any
victim whose injury it touches. This power can only be
used once per day per person. Also, if a character with a
thread woven to the empty box puts a fistful of lard in it, a
new spider forms if that character sacrifices a Recovery
Test.

Rank 2 Cost: 300

Effect: The Butterspider adds 3 steps to the free Recovery
Test it gives to any victim whose injury it touches. This
effect may be combined with the effects of other magics,
but may only be used once per day per person.

Rank 3 Cost: 500

Key Knowledge: The user must compose and memorize a
short verse explaining why the spider is a symbol of life
and healing. The poem must be recited without error when
sacrificing a Recovery Test to re-form the Butterspider; an
error in the recitation means that the Butterspider produces
only the Rank 2 effect. The user must recite the poem each
time he or she re-forms the Butterspider.

Effect: The Butterspider adds 6 steps to the free Recovery
Test it gives to any victim whose injury it touches. The
Butterspider also adds the same number of steps to any
effort to dispel lingering negative magic, including Horror
powers. This power can only be used once per day per per-
son.

Rank 4 Cost: 800

Effect: Same as Rank 3, but the spider adds 9 steps to the
free Recovery Test and Dispel Magic Test, if applicable.
This power can only be used once per day per person.

Rank 5 Cost: 1,300

Deed: The user must vow to never knowingly harm a spi-
der, even in self-defense. Should the character break this
vow, the tin box and Butterspider vanish, reappearing in a
random location in Barsaive. Though the user may not
know it, the vow does not include jehuthra because they
are not spiders (despite their strong resemblance to arach-
nids). This Deed is worth 500 Legend Points.

Effect: Same as Rank 3, but the spider adds 10 steps to the
free Recovery Test and Dispel Magic Test, if applicable.
The user may attempt to regenerate a destroyed or severed
appendage or organ, such as a limb withered by the Wither
Limb spell (p. 180, ED), no matter how long it has been
damaged. This power can only be used once per day per
person.

Rank 6 Cost: 2,100

Effect: Same as Rank 5, but the spider adds 11 steps to the
free Recovery Test and Dispel Magic Test, if applicable.
This power can only be used once per day per person.

Rank 7 Cost: 3,400

Key Knowledge: The character must learn that the Passion
Garlen created the Butterspider, and must hear the
Butterspider’s Name from Garlen’s own lips. In exchange
for the name, Garlen will most likely send the character on
a quest or exact vows from him or her, or both.

Effect: A touch of the Butterspider may restore life to
undead creatures such as cadaver men and spectral
dancers or to those unnaturally alive. The step number for
the test used in this process is equivalent to the user’s
Recovery Test step number plus 11 steps, made against the




undead being’s Spell Defense. An Excellent or better suc-
cess cures the insanity caused by the victim’s experiences
as an undead monster.

Plot Hook

Queen Twiceborn of the cadaver men (see Eastern
Catacombs, p. 63, Ruins of Parlainth) wants very much for a
Name-giver to use the Butterspider on her and return her to
a normal life after so many centuries of undeath. In fact, she
would pay any price to achieve this goal. Her subjects, how-
ever, and possibly the gharmhek (see Eastern Catacombs),
would do just about anything to stop the adventurers from
reclaiming their great leader for the land of the living.

DIADEM @F QVERIPRDSHIP
Maximum Threads: 1
Spell Defense: 24

The Diadem of Overlordship is a delicate, gold filigree
crown encrusted with rubies, diamonds, and emeralds. Its
gold looks tarnished and its gems cloudy until a character
attaches a thread to it, at which point it shines brilliantly.
Theran magicians created the Diadem in 443 TH to help
the provincial governor awe his Barsaivian subjects.

Thread Ranks

Rank 1 Cost: 500

Key Knowledge: The user must discover the item'’s true
Name. Its popular name, the Diadem of Exceeding Dignity,
is useless.

Effect: When worn, the Diadem boosts the user’s Charisma
step by 1 and adds 2 points to his Social Defense.

Rank 2 Cost: 800
Effect: When worn, the Diadem boosts the user’s Charisma
step by 2 and adds 3 points to his Social Defense.

Rank 3 Cost: 1,300

Key Knowledge: The user must discover the date of the
Diadem'’s manufacture (443 TH) and the name of its first
user (Kern Fallo).

Effect: When worn, the Diadem boosts the user’s Charisma
step by 3 and adds 4 points to his Social Defense.

Rank 4 Cost: 2,100

Deed: The user must be appointed Overlord of Barsaive by
the First Governor of Thera in an official ceremony. This
Deed is worth 1,300 Legend Points.

Effect: When worn, the Diadem boosts the user’s Charisma
step by 5 and adds 5 points to his Social Defense.

Rank 5 Cost: 3,400

Deed: Without the aid of the Diadem, the user must win
allegiance to Thera from a community leader among each
of Barsaive’s Name-giver races. This Deed is worth 2,100
Legend Points.

Effect: When worn, the Diadem boosts the user’s Charisma
step by 6 and adds 6 points to his Social Defense.

Rank 6 Cost: 5,500

Effect: The Diadem boosts the user’s Charisma step by 7
and adds 7 points to his Social Defense. It also allows the
user to overwhelm with awe any intelligent creature in his
or her line of sight by making a successful Charisma Test
against the target’s Spell Defense. The awed individual
may do nothing but genuflect to the user for a number of
rounds equal to the Diadem's thread rank. The victim
regards the user with an Awestruck attitude until the user
does something to break that trust.

Plot Hook

Throalic agents in Haven hire the adventurers for an
unusual mission. Instead of finding a great magical trea-
sure in the ruins of Parlainth and bringing it out, they must
take the Diadem of Overlordship, which has been in Throal
since just before the Scourge, into the ruins and hide it
from the Therans, who are actively searching for it. The
Throalic agents thought they had safely hidden the dia-
dem, brought to the dwarf kingdom by Overlord Ersh
Wearg, in one of Throal’s underground cities, but recently
a team of high-Circle Theran infiltrators killed many citi-
zens of Throal in a nearly successful attempt to recover the
Diadem. Only luck and skill allowed Throalic agents to
spirit the Diadem out of Throal, and they galloped for
Haven with the Therans in hot pursuit. Throal’s only hope
is to let some unknown adventurers (the player characters)
hide this powerful artifact in ruined Parlainth where they
hope it will be lost forever. The player characters must find
the most dangerous, inaccessible place in the ruins and




leave the Diadem there. If they try to use the Diadem
themselves, the Throalic agents teach them a fatal lesson. If
they are too slow in finding a hiding place, an equally dan-
gerous group of Therans catches up to them.

APRSE OF BATTLE
Maximum Threads: 1
Spell Defense: 23

The Horse of Battle is a crude, stylized clay figurine
small enough to fit in the palm of a human hand. A charac-
ter who sees it and makes a successful Knowledge Skill
Test with a relevant skill (such as Theran History) would
recognize it as an example of early Theran art.

Thread Ranks

Rank 1 Cost: 500

Key Knowledge: Twelve Horses of Battle exist, each with a
different Name. The user must learn that this Horse’s name
is Far Lands Strider.

Effect: At a cost of 1 point of Strain, the user may trigger
the magic in the Horse of Battle so that it becomes a full-
sized mount made of clay. It has the game statistics of a
war horse (p. 304, ED), with an Armor Rating and Mystic
Armor Rating of 4, and cannot be knocked unconscious.
When the damage it suffers equals or exceeds its Death
Rating, the Horse of Battle automatically returns to its
smaller form, and the user must spend a Recovery Test to
activate its magic again. If the user wills the Horse of Battle
to return to its smaller form, the character recovers the
point of Strain he originally spent.

Rank 2 Cost: 800

Effect: The magical mount increases its Initiative, Attack,
Damage, and Knockdown by 1 step, gains 1 point for all of
its Defenses, and adds 2 points each to its Armor and
Mystic Armor Ratings. Its Combat Movement becomes
100, Full Movement 120.

Rank 3 Cost: 1,300

Key Knowledge: The user must discover the nature of the
Deeds required to attain Thread Rank 3 and higher ranks.
He must learn that all of these deeds require some form of
allegiance to the Theran Empire.

Deed: The user must seek out and swear allegiance to
the current Theran Overlord of Barsaive. If the user
breaks his vow, either by disobeying an order of the
Overlord or by knowingly acting against Theran inter-
ests, the Horse of Battle vanishes after severing all
threads between it and the user, reappearing somewhere
in Theran-controlled territory. This Deed is worth 800
Legend Points.

Effect: The mount increases its Initiative, Attack, Damage,
and Knockdown by 2 steps, adds 2 points to each of its
Defenses, and ‘increases both its Armor and Mystic Armor
Ratings to 8. Its Combat Movement becomes 120, Full
Movement 140. The Horse's Perception step increases to 7;
it gains the ability to understand the user’s native tongue,
and so can carry out the user’s instructions. To determine
whether the horse understands a given set of instructions,
assign the instructions a Difficulty Number based on their
complexity and make the Horse’s Perception Test against
that number.

Rank 4 Cost: 2,100

Effect: The mount adds 3 steps to its Initiative, Attack,
Damage, and Knockdown, 3 points to each of its Defenses,
and increases both its Armor and Mystic Armor Rating to
10 each. Its Combat Movement becomes 140, Full
Movement 160. The Horse’s Perception step increases to

10.

Rank 5 Cost: 3,400

Deed: The user must seek out and swear allegiance to the
First Governor of Thera. If the user disobeys an order of
the First Governor or knowingly acts against the gover-
nor’s or Thera's interests, the Horse of Battle vanishes and
severs all threads between it and the user, reappearing
elsewhere in the Theran Empire. The user may disobey
orders of the Overlord of Barsaive without penalty if they
directly conflict with an order from the First Governor, or
if they obviously harm the First Governor’s personal inter-
ests. This Deed is worth 1,300 Legend Points.

Effect: The mount adds 4 steps to its Initiative, Attack,
Damage, and Knockdown, 4 points to each of its Defenses,
and increases both its Armor and Mystic Armor Rating to
12. Its Combat Movement becomes 160, Full Movement
180. The Horse’s Perception step increases to 13, and it can
speak in the user’s native tongue.




Rank 6 Cost: 5,500

Deed: The user must vow in the presence of the First
Governor of Thera to seek out and slay at least one active
enemy of the Theran Empire per year. At his discretion, the
First Governor may select the enemies the user must pur-
sue, though this enemy may not be of a lower Circle than
the user’s. The user must fight the final battle with the
enemy in a heroic fashion that will honor the name of
Thera (no backstabbing or skullduggery) and in such a
manner that knowledge of this Deed will spread. The best
way to fulfill this latter requirement is to ensure that either
a large number of people or a popular troubadour witness
the user’s great moment. Should the user fail to confront
the enemy in the proper fashion, the Horse of Battle van-
ishes and severs all threads between it and the user, reap-
pearing elsewhere in the Empire. This Deed is worth 3,400
Legend Points.

Effect: The mount adds 6 steps to its Initiative, Attack,
Damage, and Knockdown, 6 points to each of its Defenses,
and increases both its Armor and Mystic Armor Rating to
18. Its Combat Movement becomes 200, Full Movement
220, and the Horse may also fly at those speeds. The
Horse's Perception step increases to 20, and it gains the
knowledge skills of Theran History and Theran Politics at
Rank 1 each.

Plot Hook

One of the player characters, preferably a cavalry-
man, experiences recurring dreams of a marvelous clay
mount. In the dreams, the mount speaks to the character,
saying that its current owner will soon lose the mount
and that it will then appear in an area of Parlainth’s ruins
chosen by the gamemaster. Soon afterward, a Theran
champion rides into town. He or she has orders to slay
an explorer loyal to the Kingdom of Throal, but has
begun to have doubts about the rightness of this action.
Nevertheless, the champion attacks the explorer in the
middle of Haven, with the player characters and many
others looking on. The champion easily bests the explorer
with the help of his wondrous mount, but rather than
strike the fatal blow against his target, the champion
throws down his sword and renounces his loyalty to
Thera. The magical horse disappears. That same night,
the player character dreams of the horse, and the beast
names the specific chamber in the ruins where the char-
acter can find it. Upon setting out to claim the horse, the
character discovers that dozens of local adventurers have
dreamed the same dream and all set out for the same
spot simultaneously.

MIRRPR 2F TURNAR?UND
Maximum Threads: 2
Spell Defense: 27

The magicians of Parlainth created the Mirror of
Turnaround during their search for ways to fight the
Horrors. They hoped to manufacture several such mirrors,
but only had the time to make one. A perfectly circular
mirror in a silver frame with rugged hand grips on each
side, the Mirror will not reflect anything until a character
attaches a thread to it.

Thread Ranks

Rank 1 Cost: 800

Key Knowledge: The user must discover the item’s Name.
Effect: The Mirror of Turnaround resists the effects of the
Horror powers Animate Dead and Corrupt Karma with a
Spell Defense of 9. If the user interposes the Mirror
between a Horror using a power and the victim of the
attack, the Horror must overcome the Mirror’s Spell
Defense before it can attack its target. If the Horror’s attack
fails to defeat the Mirror’s Spell Defense, the power’s effect
rebounds onto the Horror.

Rank 2 Cost: 1,300

Effect: Same as Rank 1, but the Mirror’s Spell Defense
increases to 11. The Mirror also resists the effects of Cursed
Luck and Unnatural Life.

Rank 3 Cost: 2,100

Key Knowledge: The user must learn the name of the
Mirror’s designer, Garaduga the Omnivorous.

Effect: Same as Rank 1, but the Mirror’s Spell Defense
increases to 13. The Mirror also resists the effects of
Damage Shift and Thought Worm.

Rank 4 Cost: 3,400

Effect: Same as Rank 1, but the Mirror’s Spell Defense
increases to 14. The Mirror also resists the effects of Terror
and Karma Tap.




Rank 5 Cost: 5,500

Key Knowledge: Garaduga the Omnivorous killed a cap-
tured Horror to make the Mirror. The user must learn the
Horror’s Name, Phaargmaasz.

Effect: Same as Rank 1, but the Mirror’s Spell Defense
increases to 15. The Mirror also resists the effects of Horror
Mark, Skin Shift, and any unique Horror powers not men-
tioned on pp. 297-299, ED.

Plot Hook

A haunted-looking stranger calling himself Gemseeker
comes to Haven and hires the player characters to escort
him into the ruins. Gemseeker claims to be looking for a
jeweled pendant lost by his father, the troll explorer
Lebaru. In fact, he is following the suggestions of a
Thought Worm planted in his mind by a Horror. The
Horror wants him to find the Mirror of Turnaround and
destroy it. Someone using the Mirror almost killed this par-
ticular Horror during the Parlainth Civil War, and the
Horror swore revenge against it despite the fact that the
Mirror is an inanimate object. As soon as they find the
Mirror, the Horror appears to claim its prize, and the play-
er characters may be its next victims unless they have fig-
ured out enough clues to use the Mirror’s powers against
the Horror.

STRIKEBACK, SHIELD @F L9RA EVERTHQUGHT
Maximum Threads: 2
Spell Defense: 19
The 'Shield of Lora Everthought is a bronze,
oval shield, roughly 3 feet long and 18 inches
wide, decorated with an elaborate knot design.
The knot was the symbol of the Theran Army
stationed in Parlainth before the Scourge.
Without a thread, the shield carries a +2
Armor Bonus and has no Initiative Penalty.
Lora Everthought was an ork sword-
master and a lieutenant in the Theran
Army assigned to Parlainth in 575 TE.
When the Horrors provoked the civil war
in Parlainth, Lora Everthought stood
among the first to battle the Horrors direct-
ly and also to die at their hands.

Thread Ranks

Rank 1 Cost: 500
Key Knowledge: The user must discover that the
shield is Named Strikeback.

Effect: The shield’s Armor Bonus increases to +3. The
shield also grants the wielder a +1 Mystic Armor Bonus.

Rank 2 Cost: 800
Effect: Armor Bonus increases +4, Mystic Armor Bonus +2.

Rank 3 Cost: 1,300

Key Knowledge: The user must learn that the shield once
belonged to Lora Everthought.

Effect: The shield adds 2 points to the wielder’s Spell
Defense. This bonus increases to +3 against Horror powers
or spells cast by Horrors.

Rank 4 Cost: 2,100
Effect: Armor Bonus increases +5, Mystic Armor Bonus +3.

Rank 5 Cost: 3,400

Key Knowledge: The user must learn where and when
Lora Everthought fell to the Horrors.

Effect: The shield adds 3 points to the wielder’s Spell
Defense. This bonus rises to +4 against Horror powers or
spells cast by Horrors.

Rank 6 Cost: 5,500
Key Knowledge: The user must learn the Name of the
Horror that killed Lora Everthought.
Deed: The Horror that killed Lora Everthought still
lives in the ruins of Parlainth. The wielder must travel
to the place where Lora died, confront the Horror, and
slay it. This deed is worth 3,400 Legend Points in
addition to those normally earned for killing
Horrors of the same type.
Effect: The shield’s Armor Bonus increases to
+6, its Mystic Armor Bonus to +4. The shield
also adds 4 points to the wielder’s Spell
Defense. This bonus rises to +5 against
Horror powers or spells cast by Horrors.
At a cost of 2 points of Strain, the user
may turn attacks back upon an assailant
using the shield’s Strikeback ability. Once
per round after the wielder is attacked, he
may make a Strikeback Test, using his
Perception step plus the shield’s thread
rank as the step number for this test. If
the test result equals or exceeds the
attacker’s Spell Defense, the attack
rebounds on the attacker. The attacker
takes all damage from the attack, including
Armor-Defeating Hits.
Note that the wielder may only use the
Strikeback ability if an attack hits the shield. A
successful maneuver to go inside a shield (see p.
201, ED) keeps the user from taking advantage of
the shield’s Strikeback ability.




reatures of all shapes and sizes inhabit the ruins of Parlainth.
From krilworms and shadowmants to espagra and even Horrors,
the ruins of the Forgotten City teem with creatures, most of which

pose a serious threat to explorers and adventurers.

Though all creatures described in the Earthdawn rulebook and in
other Earthdawn products may be found in the ruins of Parlainth,
many of the creatures described in this section live only in
Parlainth or possess some special connection to the ruins. This
section describes the creatures characters are most likely to encounter in Parlainth
and offers guidelines for planning creature encounters in the Forgotten City.

CREATURE ENCRUNTERS

In most published Earthdawn adventures, creature encounters serve as an ele-
ment to advance the main story line rather than occurring as random events. In
adventures set in Parlainth, however, we encourage the gamemaster to inundate
his player characters with creature encounters and make a large percentage of them
completely unrelated to the main plot. The multitude of creatures inhabiting
Parlainth are part of what makes it such a dangerous place; without such creatures
and Horrors, Parlainth would simply be one more ruined city plagued by a few
traps here and there. By adding frequent creature encounters to his adventures in
Parlainth, the gamemaster creates the atmosphere of constant threat appropriate to
the Forgotten City. Throw as many wandering creatures at the characters as you
like; after all, they knew what they were getting into!

The only important consideration in deciding how many and what kind of
creatures to throw at the adventurers is to link the area in which the adventure
takes place to the types of creatures usually found in that area. Most creature
encounters in the War Zone, for example, should somehow involve falsemen, while
encounters in the Northern Catacombs most often involve subterranean creatures
such as krilworms or shadowmants.

LEGEND PRINT AWARDS

The Gamemastering Earthdawn section of the Earthdawn rulebook provided
a system for balancing the Total Legend Award for a game between four elements:
completing session goals, completing the adventure goal, defeating creatures or
opponents, and acquiring treasure. The number of creature encounters we recom-
mend you use in Parlainth clearly has the potential to seriously unbalance the
Legend Awards system.

Gamemasters can avoid overbalancing the Legend Award system by adjusting
the Total Legend Award to compensate for the unusual number of creatures in the
ruins, or simply treating the extra earned Legend Points as an additional Legend
Award.

The gamemaster may choose to adjust his adventure’s Total Legend Awards to
reflect higher creature awards. The Earthdawn rulebook suggests that each game
session should provide about a Legend Award’s worth of Creature Legend Points
per character. Depending on how many creatures the characters face and the level of
danger they present, when designing adventures in Parlainth the gamemaster can







increase that to one and a half, two, or even three Legend
Awards’ worth of Creature Legend Points per character.

Instead, the gamemaster may determine Legend Point
Awards for his adventure according to the guidelines in
Gamemastering Earthdawn, pp. 228-247, ED, and simply
group together any extra points for defeating creatures in
encounters unrelated to the main story line as a separate
award. The characters receive the Legend Points their
actions earn, but the total number of Creature Legend
Points the characters earn overall runs higher than normal.
Again, gamemasters should still avoid awarding a dispro-
portionately high number of Creature Legend Points, as
excessive awards for any one element may unbalance the
game. In general, the number of additional Creature
Legend Points each character earns should not exceed two
to three times the overall Creature Legend Award for the
adventure.

CMMON CREATURES

Many creatures previously described in the
Earthdawn rulebook or in other Earthdawn products
commonly appear in the ruins of Parlainth. For players’
and gamemasters’ convenience, statistics for common
creatures previously described in the Earthdawn rule-
book and in the adventure Terror in the Skies appear in
the following section.

BLACK MANTIS

Attributes

DEX: 8 STR: 16 TOU: 10

PER: 8 WIL: 7 CHA: 2

Initiative: 10 Physical Defense: 10

Number of Attacks: 4 Spell Defense: 5

Attack: 10 Social Defense: 15
Damage: 17 Armor: 8

Number of Spells: NA Mystic Armor: 2

Spellcasting: NA Knockdown: 16
Effect: NA Recovery Tests: 4

Death Rating: 51
Wound Threshold: 16
Unconsciousness Rating: 44

Combat Movement: 45
Full Movement: 90

Karma Points: 5 Karma Step: 10

Legend Points: 550

Equipment: None

Loot: Eggs worth 150 silver pieces each. The eggs also
count as treasure worth Legend Points.

Commentary

The black mantis is a huge insect with a thick, black
carapace that acts as natural armor and eight arms, each
ending in a barbed spike. The mantis uses these spikes to
spear its prey, then carries the prey to its mandibles and
devours it. Six legs support the mantis’ 15-inch thorax, and
also help it climb most rough surfaces.

The Horror Rasper-Nor created the black mantises and
used them as soldiers when it attacked Talon Kaer (see the
Earthdawn adventure Terror in the Skies). The horrible
creatures climbed the kaer’s walls using tangled fronds of
glow-moss and other natural handholds, and ravaged the
kaer more swiftly than even Rasper-Nor had thought pos-
sible. After destroying Talon Kaer, the black mantises
spread across much of Barsaive. When Parlainth returned
to the physical plane, several black mantises in the sur-
rounding area made nests in the ruins; now the creatures
infest many areas of the city.

BL2?D BEES

Attributes

DEX: 7 STR: 2 TOU: 5
PER: 5 WIL: 4 CHA: 2

Initiative: 7
Number of Attacks: 1

Physical Defense: 9
Spell Defense: 6

Attack: 9 Social Defense: 6
Damage: 8 Armor: 2
(+ Step 5 per round) Mystic Armor: 0

Number of Spells: NA

Spellcasting: NA Knockdown: 2
Effect: NA Recovery Tests: 2

Death Rating: 31
Wound Threshold: 8
Unconsciousness Rating: 22

Combat Movement: 45
Full Movement: 90

Legend Points: 75
Equipment: None
Loot: None

Commentary

Blood bees resemble 2-foot wasps with an accordion-
like sac flapping from the thorax. When attacking, the bees
fly backward, strike their prey with the sticky sac, and then
fly forward. The forward motion extrudes a hollow spine
from within the sac, which punctures the victim’s skin and
drains his blood. Once filled, the bag becomes heavy
enough for the bee to pull free. The laden insect then flies
back to its nest to feast on the blood of its victim.
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If a blood bee
achieves an Armor-
Defeating Hit in its
initial attack, loss of
blood causes the tar-

get additional
% damage in each
" round equal to

the result of a
Step 5 Damage
Test. A blood bee’s sac can
hold nearly half a gallon of

blood, so this blood loss

can prove fatal. To
remove the bee, the target
character must knock it down
by inflicting at least 8 points of damage on it. If the character
succeeds in inflicting the necessary damage and the bee fails
its Strength Test (see Combat, p. 195, ED), the bee is knocked
down. Knocking down the bee may look easy, but keep in
mind that the creatures always attack in swarms.

A blood bee’s sac is terribly susceptible to salt. If a bee
touches salt, it sustains Step 3 damage. A character who
coats himself in salt enrages the bees, but the buzzing
swarms rarely gather the courage to attack. There is a one-
in-ten chance per Combat Round that the bees will attack a
salt-covered character.

BONE-SHAMBLER

Attribute

DEX: 10 STR: 15 TOU: 20
PER: 7 WIL: 7 CHA:2

Initiative: 10
Number of Attacks: 2
Attack: 12
Damage: 15
Number of Spells: NA
Spellcasting: NA
Effect: NA

Physical Defense: 7
Spell Defense: 5
Social Defense: 15
Armor: 10

Mystic Armor: 5
Knockdown: 20  =2#
Recovery Tests: 3

Combat Movement: 20
Full Movement: 40

Death Rating: 75
Wound Threshold: 15
Unconsciousness Rating: 50

Karma Points: 5 Karma Step: 10
Legend Points: 700

Equipment: None

Loot: None

Commentary

Bone-shamblers are a horrible form of undead
Horror construct built from the thousands of bones that
litter the ruins of Parlainth. Many, though not all, bone-
shamblers also consist of gold and silver pieces incorpo-
rated into their bodies. Bone-shamblers move by rolling,
the bones and their former owners’ armor and weapons
rattling with a sound guaranteed to set teeth on edge.
When a bone-shambler attacks, jagged bones and broken
weapons protrude from its “arms” like giant spikes. A
bone-shambler sees through “eyes” made of smaller
bones, and can ambush a target from behind. If it takes
damage equal to its Death Rating, a bone-shambler shat-
ters into hundreds of bone fragments. Unless these frag-
ments are scattered or destroyed, a bone-shambler can
re-form itself in 1 to 4 hours.
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DEMIWRAITH

Attributes
DEX: 7 STR: 6 TOU: 6
PER: 6 WIL: 8 CHA: 5
Initiative: 9 Physical Defense: 7
Number of Attacks: 1 Spell Defense: 9 (14)
Attack: 7 Social Defense: 13
Damage: 9 Armor: 6
Number of Spells: (1) Mystic Armor: 4
Spellcasting: 12 Knockdown: 7
Effect: Chilling Touch Recovery Tests: 1
Death Rating: 38 Combat Movement: 60
Wound Threshold: 10 Full Movement: 120

Unconsciousness Rating: Inmune

Legend Points: 225
Equipment: None
Loot: 5D6 x 10 silver pieces

Note: Because a demiwraith is not a true undead being, its
Spell Defense against spells targeting the undead rises

from 9 to 14. Demiwraiths also use a magical effect called
CADAVIR MEN Chilling Touch; to inflict it, a demiwraith must touch the
target and make a Spellcasting Test against the target's

Attributes Spell Defense. If the test is successful, the victim takes 1
DEX: 4 STR: 6 TOU:7 point of damage per Combat Round and remains frozen in
PER: 3 WIL: 6 CHA: 4 his tracks until the effect is dispelled or the character
makes a successful Willpower Test with a result of 9 or bet-

Initiative: 4 Physical Defense: 5 ter. For dispelling purposes, treat Chilling Touch as a
Number of Attacks: 1 (4) Spell Defense: 6 Circle 2 spell. For a complete description of demiwraiths,
Attack: 7 Social Defense: 11 see p. 290, ED.

Damage: 9 Armor: (
Number of Spells: NA Mystic Armor: 0
Spellcasting: NA Knockdown: 7

Effect: NA Recovery Tests: 2
Death Rating: 36 Combat Movement: 25
Wound Threshold: 9 Full Movement: 50

Unconsciousness Rating: Immune

Legend Points: 110
Equipment: None
Loot: None

Note: Cadaver men fly into a rage if Wounded,
and may make 4 attacks per round until the
character who Wounded them is dead or 10
rounds have passed, whichever comes first. For a
complete description of cadaver men, see p. 288, ED.




GHOULS

Attributes

DEX: 5 STR: 4 TOU: 6

PER: 3 WIL: 3 CHA: 5

Initiative: 5 Physical Defense: 7

Number of Attacks: 1 Spell Defense: 5

Attack: 7 Social Defense: 7
Damage: 8 Armor: 4

Number of Spells: 1 Mystic Armor: 0

Knockdown: 5
Recovery Tests: 1 (7)

Spellcasting: 8
Effect: Poison

Combat Movement: 50
Full Movement: 100

Death Rating: 36
Wound Threshold: 10
Unconsciousness Rating: Immune

Legend Points: 90
Equipment: None
Loot: 3D6 silver pieces

Note: Ghouls produce a magical toxin called cacofian that
remains inert until activated by a ghoul’s Spellcasting abili-
ty. The ghoul must strike the victim with a successful
Attack Test to release the poison, then make a successful
Spellcasting Test in the same round to activate the cacofian.
The poison affects its victim for 6 rounds, or until dispelled
or resisted. For dispelling the toxin, treat it as a Circle 2
spell. Resisting the toxin requires the victim to make a
Toughness Test against a Difficulty Number of 10. This test
counts as the resisting character’s action for that Combat
Round. The poison does progressive damage per round
that armor cannot reduce, for every round in which it
remains active. In the first round it does 1 point of damage.
In the successive 5 rounds, it does 4, 5, 10, 15, and 20 points
of damage, respectively.

QGRES

Attributes

DEX: 7 STR: 11 TOU: 9
PER: 4 WIL: 5 CHA: 3

Physical Defense: 7
Spell Defense: 8
Social Defense: 6
Armor: 7

Mystic Armor: 1
Knockdown: 9
Recovery Tests: 3

Initiative: 4
Number of Attacks: 1
Attack: 12
Damage: 16
Number of Spells: NA
Spellcasting: NA
Effect: NA

Combat Movement: 35
Full Movement: 70

Death Rating: 50
Wound Threshold: 12
Unconsciousness Rating: 45

Legend Points: 110
Equipment: Ogre club, chain mail
Loot: 1D6 x 10 silver pieces

Note: All ogres wield huge lengths of wood imbued with
ogre magic. In the hands of an ogre, they add 5 steps to the
user’s Strength step. An ogre club that remains out of contact
with an ogre for more than 24 hours becomes an ordinary
club. For a complete description of ogres, see p. 307, ED.



NEW CREATURES

The creatures described below are new to Earthdawn.
All may appear in Parlainth, and some may be found only
in Parlainth.

FALSCMEN

Falsemen are servitors animated from various inani-
mate substances by the powerful Theran magicians.
Initially constructed to carry out tasks deemed too sensi-
tive for slaves, falsemen eventually became a status symbol
in Parlainth. Several magicians founded wealthy merchant
houses using profits from the manufacture of falsemen (see
A Tract Concerning the Falsemen in Vardeghul's Trove
of Lore). The faddish demand for falsemen explains the
wide variety of materials, some of dubious practicality,
from which they were fashioned.

In general, falsemen lack an independent conscious-
ness, instead responding unthinkingly to those magically
attuned to it. A character who wishes to give a falseman
orders must first weave a thread to it using the falseman’s
Spell Defense as the Difficulty Number. Because falsemen
possess a limited capacity to understand instructions, the
character who successfully weaves such a thread must
make a Charisma Test to issue an order to a falseman
against a Difficulty Number based on the complexity of the
order. The simpler the order, the lower the Difficulty
Number. The sample orders below indicate the levels of
difficulty common to various kinds of orders.

Easy (Difficulty Number 5): “Prevent anyone from
entering this room.”

Average (Difficulty Number 9): “Prevent anyone but
me from entering this room.”

Hard (Difficulty Number 15): “Prevent anyone from
entering this room unless they wear a brooch identical to
the one I hold before me.”

Very Hard (Difficulty Number 21): “Prevent anyone
from entering this room unless they wear a brooch identi-
cal to the one I hold before me, except for orks. Orks may
not pass even if they have a brooch.”

Heroic (Difficulty Number 25): “Prevent anyone from
entering this room who seems untrustworthy or of hostile
intent.”

Note that orders requiring falsemen to exercise judgment
are the most difficult for them to follow. Also, successfully
issuing an order does not mean that the falseman will carry
it out as the character wishes. In the case of the final exam-
ple, the falseman may understand the order, but may decide
who seems hostile in an arbitrary way.

However, most falsemen cannot be controlled by player
characters. Endowed by the Horrors with rudimentary
consciousness and exposed to those powerful beings’ evil

for centuries, these falsemen grew beyond blank-minded
constructs. They have minds of their own of a sort, and
pose a serious threat to hapless explorers.

After destroying the population of Parlainth, the
Horrors trapped in the city nearly went mad from bore-
dom until some of them thought to stage war games
against each other using falsemen as pieces. The Horrors
gave the falsemen minimal awareness and aggressive
instincts in order to add spice to the games, which the
falsemen still play. Some attack anything that moves;
others have spent centuries honing a blind instinct for
torture and cruelty. A select few may have evolved to a
level of self-awareness greater than the Horrors ever
intended, but these rare individuals seem viciously
insane by civilized standards.

A character weaving a thread to a Horror-corrupted
falseman faces unimaginable danger. If the Horror who
corrupted the falseman maintains an active link to the con-
struct, the Horror may attempt to Horror-mark the adven-
turer attempting to weave such a thread, whether or not
that character is in the Horror’s line of sight. Also, the char-
acter must use the Horror’s Spell Defense as the Difficulty
Number for his or her thread weaving attempt, not the
falseman’s. Some Horrors set traps for unwary adventurers
by corrupting falsemen and ordering them to act
untouched, hoping that some foolish adventurer will try
his luck at controlling the falseman.

A few corrupted falsemen may also have Karma
Points, granted to them by their controlling Horror. Such a
falseman usually has the same Karma step number as the
Horror, but sometimes has lower Karma.

In the following game statistics, numbers separated
by slashes reflect the different values of untouched and
corrupted falsemen. The values for the untouched false-
men appear to the left of the slash, those for corrupted
falsemen to the right of the slash. Player characters may
meet either type of falseman in the ruins, as a few
untouched falsemen still serve as guards for various
rooms and vaults. Regard the statistics for corrupted
falsemen as a guideline rather than an absolute; not all
corrupted falsemen have exactly the same statistics. For
more information about some of Parlainth’s more famous
corrupted falsemen, see The War Zone, pp. 28-29 in
Ruins of Parlainth. Armor-Defeating Hits are not possi-
ble against falsemen.




STRAWMEN

Attributes

DEX: 5 STR: 5 TOU: 5

PER:2/6 WIL: 2/6 CHA:2/6

Initiative: 6 Physical Defense: 6

Number of Attacks: 1 Spell Defense: 3/7

Attack: 7 Social Defense: 3/7
Damage: 8 Armor: 0

Number of Spells: NA Mystic Armor: 0/2

Spellcasting: NA Knockdown: 5
Effect: NA Recovery Tests: 0

I
Death Rating: 23 Combat Movement: 18
Wound Threshold: 5 Full Movement: 35

Unconsciousness Rating: Immune

i Legend Points: 35/45
Equipment: Knife (+1 step to Strength step)
Loot: None

Commentary

Strawmen, animated wicker mannequins, are quite
common in the ruins of Parlainth. The Horrors construct-
ed strawmen in great quantities and few of the originals,
simple servitors created by the magicians of Parlainth to
perform non-strenuous physical tasks or serve as conver-
sation pieces at parties, survived to the present.
Adventurers should assume that any strawmen they meet
are extremely hostile. Fortunately, the flimsiness of their
component material makes them more of a nuisance than
a threat. Since Parlainth’s return to Barsaive, the word
“strawman” has slipped into the Throalic language to
mean a weakling or an easily defeated opponent. When
debaters use arguments they know are without merit in
order to draw out their rivals, they are said to be building
astrawman.

Strawmen are especially vulnerable to fire. Once set
alight, they take progressively doubled damage from fire
each Combat Round until completely consumed. The
gamemaster may choose one of the following options for
running strawmen in his game.
| Option 1: Gamemasters may use strawmen to give the
players a satisfying victory over a mass of opponents.

Option 2: Other, more powerful falsemen may conceal
themselves inside a straw exterior, giving characters
expecting an easy victory a nasty shock. Horror magic
might have created a few tough strawmen capable of slay-
ing the overconfident.




Attributes

DEX: 6 STR: 6 TOU: 6

PER:4/7 WIL: 4/7 CHA:4/7

Initiative: 6 Physical Defense: 6

Number of Attacks: 1 Spell Defense: 6/9

Attack: 8 Social Defense: 6,/9
Damage: 9 Armor: 0

Number of Spells: NA Mystic Armor: 0/3

Spellcasting: NA Knockdown: 6
Effect: NA Recovery Tests: ()

Death Rating: 26 Combat Movement: 18

Wound Threshold: 6 Full Movement: 35

Unconsciousness Rating: Immune

Legend Points: 55/65
Equipment: Dwarf Sword (+3 steps to Strength step)
Loot: None

Commentary

Like strawmen, waxmen performed
menial labor in areas vulnerable to sabotage,
spying, or betrayal. These
crude, humanoid wax
shapes are much rarer
than other falsemen
because the Horrors did
not make any during their
imprisonment in Parlainth,
and because most of the
originals were not durable
enough to survive. The
remaining waxmen tend to be
found in rooms that have
remained untouched both by
Horrors and explorers.

Like strawmen, waxmen
take progressively doubled damage
from attacks with
fire or heat, un-
til completely
melted.
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STONEMEN

Attributes
DEX: 6 STR: 10
PER:4/10 WIL:4/10

Initiative: 6
Number of Attacks: 2
Attack: 11

Damage: 22
Number of Spells: NA
Spellcasting: NA

TOU: 12
CHA: 4/10

Physical Defense: 12
Spell Defense: 6/13
Social Defense: 6/13
Armor: 13

Mystic Armor: 0/5
Knockdown: 18

STEELMEN

Attributes
DEX: 8 STR: 20
PER:4/14  WIL:4/14

Initiative: 6
Number of Attacks: 2
Attack: 13

TOU: 18
CHA: 4/14

Physical Defense: 11
Spell Defense: 6/19
Social Defense: 6/19

Effect: NA Recovery Tests: 5

Combat Movement: 25
Full Movement: 50

Death Rating: 55
Wound Threshold: 13
Unconsciousness Rating: Immune

Legend Points: 500/600

Equipment: None

Loot: Any reasonably intact pieces of a shattered stoneman
can be sold as sculpture and count as treasure worth
Legend Points. Depending on the quality of the workman-
ship, an intact head is worth Dé X 100 gold pieces; an intact
head and torso might be double that value. Intact pieces of
those rare stonemen sculpted from semiprecious stone
such as jade or turquoise may bring quintuple that value.

Commentary

The Horrors made no stonemen of their own, so all
stonemen remaining in Parlainth survived from before the
Scourge. Constructed to serve as guards for sensitive sites,
each one was carved holding a stone weapon. Because
Parlainthians considered stonemen to be status symbols as
well as sentries, their intricate ornamentation and classical
grace of form make them attractive statues. Stonemen used
in the Horrors’ war games may show chips in their orna-
mentation. Slightly damaged stonemen remain formidable
adversaries, and are more likely to have become homicidal
under the Horrors’ influence.

Damage: 25 Armor: 16
Number of Spells: NA Mystic Armor: 0/9
Spellcasting: NA Knockdown: 20

Effect: NA Recovery Tests: 6

Combat Movement: 25
Full Movement: 50

Death Rating: 70
Wound Threshold: 15
Unconsciousness Rating: Immune

Legend Points: 650/750

Equipment: None

Loot: Player characters may sell reasonably intact pieces of
a broken steelman as sculpture. Such pieces also count as
treasure worth Legend Points. Depending on the quality of
the workmanship, an intact head is worth D6 X 100 gold
pieces; an intact head and torso might be double that value.
The few steelmen sculpted from precious metals are worth
even more: any part of a copper steelman is worth five
times the same part of a standard one, silver steelmen are
worth ten times copper, and gold are worth ten times silver.

Commentary

Rarer and more durable than stonemen, steelmen once
fulfilled the same purpose as their stone counterparts. Like
the stonemen, many of them make dazzling art objects as
well as potentially deadly foes. Steelmen reacted well to
the rudimentary consciousness that the Horrors gave to
some falsemen, and therefore tend to be somewhat more
intelligent than other falsemen so endowed. Steelmen
untouched by Horrors usually continue to perform their
original duties, guarding a place or item of value to the
long-dead Theran rulers of Parlainth.




FOUL FOLK

Attributes

DEX: 5 STR: 5 TOU: 5

PER: 5 WIL: 5 CHA:5

Initiative: 6 Physical Defense: 6

Number of Attacks: 1 Spell Defense: 6

Attack: 7 Social Defense: 6
Damage: 8 Armor: 0 (2)

Number of Spells: NA Mystic Armor: 0

Spellcasting: NA Knockdown: 5
Effect: NA Recovery Tests: 2

Death Rating: 31 Combat Movement: 25

Wound Threshold: 8 Full Movement: 50

Unconsciousness Rating: 22

Legend Points: 35
Equipment: Dwarf Sword
Loot: None

Commentary

Foul folk offers a catchall term to describe Name-
givers corrupted by the Horrors. Though foul folk may
exist anywhere in Barsaive, some unknown force draws
many of them to Parlainth (see Inhabitants, p. 51 of
Northern Catacombs in Ruins of Parlainth). Some stories
recently accorded the status of legends say that the tainting
of Parlainth by the Horror Hunter Buualgathor attracts the
foul folk, but many Name-givers doubt such tales.

Most foul folk look very much like normal Name-
givers, except for a slightly crazed, somehow evil look in
their eyes. Their corruption robbed them of the last remnant
of good, and only those foul folk with extremely high
Charisma can convincingly mimic positive emotions such as
love or joy. The statistics above represent an average human
member of the foul folk. Foul folk exist among all the Name-
giver races, and their statistics vary according to their race.
To create foul folk of other races, gamemasters should con-
sult the Average Racial Attribute Value and Average
Racial Step tables, p. 56 of the Earthdawn Gamemaster
Pack, and alter the Foul Folk game statistics as appropriate.

A few of the foul folk are adepts. For appropriate
game statistics, use the Discipline archetypes listed in
Disciplines, pp. 67-91, ED.




PLANT LIFE

The Scourge corrupted many things in Barsaive,
including plant life. In certain plants, such as the three
examples given below, the corruption of the Horrors awak-
ened in them rudimentary, animal-level intelligence and
turned harmless foliage into potentially deadly adver-
saries. In addition to the following three plants most often
encountered in Parlainth, we encourage gamemasters to
mutate existing plants or create new, equally deadly plants
to keep players on their toes.

Characters with the Wilderness Survival Skill or
knowledge skills in areas such as Botany or Natural
Sciences can tell the difference between normal plants and
their dangerous counterparts, usually by making a success-
ful test using the appropriate skill against a Difficulty
Number of 8 or 9. Where appropriate, the Difficulty
Number for detecting dangerous types of plants appears in
the plant’s description.

CREEPING VINES

Attributes
DEX: 7 STR: 6 TOU: 6
PER: 6 WIL: 8 CHA:5

Initiative: 9 Physical Defense: 7

attacks per Combat Round, using their sharp leaves and
thorns. In some rare cases, creeping vines can move into
attack range instead of waiting for a victim to venture close
enough. Most of the vines intelligent enough to do this
grow within the ruins of Parlainth. In addition to a stan-
dard assault, creeping vines can also grapple characters
within their reach (pp. 197-98, ED). Once they attack a tar-
get, creeping vines continue to attack until the target
moves beyond their attack range, the vines are destroyed,
or the target dies. Large and tough, creeping vines have an
unusually high Death Rating for a plant. Though possessed
of an animal-level intelligence, that mind is not smart
enough to recognize or react to social interactions and any
spells that affect the victim’s mind, and so those types of
attacks have no effect on creeping vines.

PRISON VINES

Attributes
DEX: 0 STR: 0 TOU: 2
PER: 0 WIL: 0 CHA: 0

Initiative: NA
Number of Attacks: 1

Physical Defense: 2
Spell Defense: 2

Attack: 7 Social Defense: NA
Damage: 9 Armor: 0
Number of Spells: 1 Mystic Armor: 0

Spellcasting: 12 Knockdown: NA

Number of Attacks: 4
Attack: 7

Damage: 9
Number of Spells: NA
Spellcasting: NA

Spell Defense: 9
Social Defense: NA
Armor: 6

Mystic Armor: 4
Knockdown: NA

Effect: Poison

Death Rating: 38
Wound Threshold: 10

Recovery Tests: 0

Combat Movement: NA
Full Movement: NA

Effect: NA Recovery Tests: NA

Death Rating: 150
Wound Threshold: 20
Unconsciousness Rating: Immune

Combat Movement: 15
Full Movement: 30

Legend Points: 225
Equipment: None
Loot: None

Commentary

Creeping vines possess a malign, animal-level intelli-
gence and will attack any animal or player character within
the vines’ five-foot reach. Like many dangerous plants in
Barsaive, creeping vines look like ordinary vines.
Characters with such knowledge skills as Botany or
Natural Sciences may detect creeping vines by making a
successful Knowledge Skill Test using the appropriate skill
against a Difficulty Number of 12. Creeping vines make 4
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Unconsciousness Rating: Immune

Legend Points: 20
Equipment: None
Loot: Poison sap, worth D10 x 4 silver pieces

Commentary

Poison vines look very much like the ordinary, harm-
less vines that grow over most of Parlainth’s ruined build-
ings. Few visible marks distinguish poison vines from their
harmless counterparts, but characters with knowledge
skills such as Botany or Natural Sciences may detect poison
vines by making a successful, appropriate Knowledge Skill
Test against a Difficulty Number of 7.

Poison vines contain a toxic sap; the oil that coats the
vines’ razor-sharp leaves contains the same toxin. A char-
acter who brushes past these leaves may suffer cuts with-
out realizing it, allowing the poison to affect him. The poi-
son causes an extremely irritating rash that reduces all of
the target’s step numbers by 1. This effect lasts until the




character applies a poultice or poison antidote, or for 7
days (whichever comes first). The healing powers of a
questor of Garlen or any questor of Jaspree can also neu-
tralize the poison.

If characters attempt to hack down a poison vine, use
the statistics listed above for the vine. Because poison vines
cannot fight back, they are easy to kill.

ROLLING M55

Attributes

DEX: 0 STR: 0 TOU: 1

PER: 0 WIL: 0 CHA: 0

Initiative: 1 Physical Defense: 2

Number of Attacks: 1 Spell Defense: 2

Attack: 25 Social Defense: NA
Damage: 4 Armor: 0
Number of Spells: (1) Mystic Armor: 0

Knockdown: NA
Recovery Tests: (

Spellcasting: 12
Effect: Sleep

Death Rating: 10
Wound Threshold: NA
Unconsciousness Rating: Immune

Combat Movement: NA
Full Movement: NA

Legend Points: 10
Equipment: None
Loot: None

Commentary

Rolling moss, deep green in color with dark roots,
grows in subterranean areas as well as outdoors. Its abil-
ity to grow swiftly over anything in its path gave rolling
moss its name (though even rolling moss cannot grow
on a rolling stone). Rolling moss can, however, grow fast
enough to cover an animal or character within two
hours.

Though swift when compared to the growth rate of
normal plants, rolling moss moves slowly enough that a
character or creature may notice it creeping over his body,
even in his sleep. To become aware of the moss, a sleeping
target must make a successful Perception Test against a
Difficulty Number of 21.

Because it possesses only rudimentary intelligence,
rolling moss attacks solely for food, and will attempt to
cover conscious as well as unconscious victims. Any char-
acter remaining motionless for 1-2 hours may be covered
in rolling moss, unless the character makes a successful
Perception Test to notice it. When the moss begins to creep
toward the target but does not yet cover any portion of the

character, the Difficulty Number for the Perception Test is
11. Once the moss begins its attack by growing over a hand
or foot, the Difficulty Number drops to 5.

Rolling moss produces an aromatic pollen that acts
like a paralytic poison, putting the target character or
animal to sleep. Once the moss has covered 95 percent
of its target, the gamemaster must make a Spellcasting
Test for the moss against the target’s Spell Defense. If
the test is successful, the pollen induces a sleep-like,
paralytic state. To awaken from this effect, the affected
character must make a Toughness Test against a
Difficulty Number of 9 plus the number of minutes
since the pollen took effect. For characters attempting
to wake up without aid, the gamemaster should allow
the character to make a Toughness Test against a
Difficulty Number of 14 after 5 minutes. Any aid a
character receives in waking drops the Difficulty
Number for the Toughness Test to 5. Using any radical
method to wake a character, such as splashing water in
his face, attacking him, and so on, automatically wakes
the victim.

If a character or animal does not wake from the
paralysis within 4 hours, the moss begins to take root in
the victim’s body. The gamemaster must make an Attack
Test for the moss against the victim’s Physical Defense.
Armor offers no protection against rolling moss, because
it creeps along the body beneath a character’s armor. If
the Attack Test succeeds, the gamemaster then makes a
Step 4 Damage Test for the moss to determine the dam-
age done by the moss’ roots digging into the victim. The
moss can only attack its victim once per day; this limit
allows characters a chance to wake up and stop further
attacks.

If a victim wakes up after the moss makes a successful
first attack, the victim must remove the roots that have
burrowed into his or her body. The difficulty of this task
depends on how much damage the character has taken
from the moss. If the total damage is less than the victim’s
Wound Threshold, the victim may simply pull the moss
out, taking Step 2 damage in the process. If the total dam-
age done to the character exceeds his Wound Threshold,
the moss has dug so deeply into his or her body that only
the elementalist sterilize-object spell can remove it (p. 160,
ED). Note that an awakened victim takes no additional
damage from the moss, no matter how long it takes him or
her to get rid of it.

Unless the victim can free himself from the moss, it
will eventually kill him. Many of the explorers and animals
whose corpses litter Parlainth’s tunnels and streets met
their deaths this way.




HORRORS

Parlainth must claim the
dubious distinction of host-

ing Barsaive’s densest popu-
lation of Horrors. The
Horrors caught in Parlainth
when it left the physical world to
escape the Scourge attracted other
Horrors, shining through astral
space like a beacon of corruption.
In that age, the city became the
Horrors’ playground; since
Parlainth’s return, the ruins have
attracted many of the Horrors capable

of remaining in Barsaive.

We have described the following
Horrors as lairing near or in Parlainth
and its environs, and consider that envi-
ronment particularly suited to their type of
corruption. Gamemasters may feel free to
locate these Horrors anywhere within
Parlainth or elsewhere in Barsaive.

BUUALGATHOR
J:
Attributes f/
DEX: 24 STR: 16 TOU: 16 '
PER: 24 WIL: 23 CHA: 19
Initiative: 22 Physical Defense: 20
Number of Attacks: 7 Spell Defense: 21
Attack: 22 Social Defense: 21
Damage: 28 Armor: 30

Number of Spells: 2
Spellcasting: 23
Effect: See text

Mystic Armor: 32
Knockdown: 18
Recovery Tests: 10

Combat Movement: 100
Full Movement: 200

Death Rating: 230
Wound Threshold: 25
Unconsciousness Rating: 190

Karma Points: 35 Karma Step: 18

Legend Points: 150,000
Equipment: None
Loot: None

Powers: Damage Shift 15, Detect Horror 15, Mark Trace 19
(see below), Spells: (Circle 8 Nethermancer spells) Silent
Walk 15, Terror 10

A Commentary
Buualgathor, also called the
Horror Hunter, considers
Name-givers to be very unsat-
isfying prey. It finds greater
satisfaction in feeding on the ter-
ror and pain of other Horrors,
‘#! and so was the bane of its fellow
f j Horrors in Parlainth for all the
g/ centuries in which the city
ﬂ)’ remained outside the material
) = realm. Buualgathor finds bloat-
: _.,.,.%’"3 forms and despairthoughts particu-
' ‘1 larly tasty, both of which are common
i{ in Parlainth.
’ The dread that Buualgathor inspired
in other Horrors permeates Parlainth’s
very stones, and those who spend time
in the ruins often sense Buualgathor’s
presence, though they cannot identify it as
such. Usually, this sensitivity manifests as a
series of dreams or a strong tendency to
believe without question rumors or legends
of the Horror Hunter. Many long-time resi-
dents of Haven, for example, insist that their
, parents or grandparents told them tales of
» Buualgathor as children, though in truth their
knowledge of the Horror Hunter comes from the
memories of the Horrors living in the ruins. For several
perspectives on the Legend of Buualgathor, see Testimony
Regarding the Horror Hunter in Vardeghul’s Trove of
Lore. Other Horror Hunters may exist, but Buualgathor is
the only one known to exist in Barsaive.

Buualgathor appears as a humanoid figure, usually of
the same race as the person seeing it, wearing a dark cloak
that seems to move with an eerie life of its own. On closer
inspection, those who behold this Horror can see that the
“cloak” is an appendage made of the same ropy tissue as
the rest of the Horror Hunter’s body. When Buualgathor
engages in physical combat, it throws back the “cloak” to
reveal seven blade-like arms, each of which may attack
during a Combat Round. Buualgathor also has two stunt-
ed, weak arms with normal hands.

Buualgathor finds most of its prey by following the
link between a Horror-marked Name-giver and his or her
tormentor to the Horror’s lair. Buualgathor tries to catch
Horrors in the act of tormenting their victims, because the
sudden change from tormentor to victim makes the
Horror’s terror more acute. To hunt in this manner,
Buualgathor uses the special Horror powers of Mark Trace
and Detect Horror, described below.

j
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Detect Horror: The Detect Horror ability allows the
Horror Hunter to notice the presence of Horrors, Horror-
marked characters, and Horror-cursed items. To use this
power, Buualgathor makes a Detect Horror Test against
the Spell Defense of the Horror it wishes to hunt (which
may be physically present, or responsible for a mark or
curse). A successful test means the Horror Hunter locates
the Horror, marked victim, or cursed item, and knows
what type of Horror it is hunting. If more than one
Horror, Horror-marked victim, or Horror-cursed item
lies within the Horror Hunter's view, compare the result
of the Detect Horror Test to the Spell Defense of each
Horror, marked victim, or cursed item. Buualgathor
detects all those whose Spell Defenses do not exceed the
test result.

Mark Trace: In order to trace a Horror through its
Horror-marked victim, the Horror Hunter must touch
the victim’s forehead. Though Buualgathor prefers to use
its withered hands to make this link, its blade
appendages work just as well. The Horror Hunter then
makes a Spellcasting Test against the victim’s Spell
Defense. If the test is successful, the thread of magical
energy between the victim and the Horror becomes
briefly visible. The Horror Hunter rides this thread to the
Horror’s physical location; to outside observers, it
appears as though the Horror Hunter turns to visible
energy and shoots along the glowing thread. Though
allowing Buualgathor to destroy the Horror tormenting
them may seem appealing to Horror-marked characters,
only the suicidal hope for Buualgathor to use its Mark
Trace power on them, because the Horror-marked indi-
vidual suffers damage in the process equal to the result
of the Horror Hunter’s Spellcasting Test. Mystic Armor
reduces this damage.

One of the following options may represent the truth
of Buualgathor’s current activities.

Option 1

Buualgathor left Parlainth long ago, but fear of the
Horror Hunter remains. Remembered terror pervades
the dreams and memories of the residents of Haven
strongly enough to make the Horrors remaining in
Parlainth think twice before marking victims they
encounter in the ruins.

Option 2

Buualgathor feels a nostalgic fondness for its most
fruitful hunting ground and returns to Parlainth every
decade or so to pick off a few old enemies. Whenever it
returns, Haven experiences an upsurge of false sightings of
Buualgathor’s cloaked form, as well as an epidemic of
nightmares centered on the Horror Hunter.

Option 3

Though Buualgathor is too fearsome a foe for most
adventuring groups to face, the gamemaster may use the
Horror Hunter to dispatch a Horror-marked gamemaster
character before the adventurers’ eyes. Buualgathor can
provide an appropriately gruesome way to get rid of a
character that the gamemaster needs to dispose of for plot

purposes.

DECEIVERS

Attributes
DEX: 13 STR: 6
PER: 14 WIL: 11

Initiative: 15
Number of Attacks: (2)
Attack: 10

Damage: 12
Number of Spells: 6
Spellcasting: 22

Effect: See below

Death Rating: 28
Wound Threshold: 7

TOU: 8
CHA: 15

Physical Defense: 7
Spell Defense: 8
Social Defense: 9
Armor: 0

Mystic Armor: 10
Knockdown: 3
Recovery Tests: 4

Combat Movement: 50
Full Movement: 100

Unconsciousness Rating: Immune

Karma Points: 20 Karma Step: 8

Powers: Animate Dead 12, Corrupt Karma 12, Cursed
Luck 12, Damage Shift 12, Empathy Net 20, False Form 20,
Thought Mirror 20 (see below), Spells: (Circle 1 Wizard
spells)

Legend Points: 1,000
Equipment: None
Loot: None

Commentary

Few people know what deceivers really look like, for
they almost always appear cloaked in illusion. Even in
death they assume a false form. According to a few reports
from powerful illusionists who have beheld deceivers with
true sight, they appear humanoid in shape, no more than
four feet tall, covered from head to toe in gray, lumpy skin
that resembles writhing brain matter. These illusionists
saw no sensory organs or other visible features.

Deceivers usually roam in packs of 6 to 8. They
delight in using trickery to lure victims to their destruc-
tion, either physical or mental. Deceivers use their
Empathy Net power (see below) to mentally scan an
unsuspecting victim from a distance and determine his or




her most noble instincts. Then the deceivers use the
Thought Mirror power (see below) to create a large-scale
illusion meant to appeal to those instincts. Finally, they
use their False Form power (see below) to fit themselves
seamlessly into the illusion. When the victim comes to
investigate, the deceivers reveal themselves and
attack. This element of surprise makes for an effective
ambush, but the deceivers seem to enjoy the victim’s
feelings of shock and betrayal as much as any physi-
cal damage they might inflict. Deceivers get their
thrills from punishing those who act unselfishly.
Given a choice, they prefer to leave their vic-
tims barely alive rather than killing them, most
likely in hopes that the victim will refuse the
next opportunity to act heroically once he or
she recovers. Deceivers revel in the knowl-
edge of having stained a shining soul with fear
and self-doubt.

In combat, deceivers combine their Empathy Net
and False Form powers to identify and mimic the
appearance of their opponent’s loved ones. This nasty
trick unsettles the opponent by forcing him or her to
hack away at those he or she cares for most in the
world. If its opponent succeeds in killing a
deceiver, the Horror plays one final trick:
it shapeshifts into a precise copy of its
slayer as a child between the ages of six
and ten. More than one hero has been
attacked in the act of disposing of a deceiver
corpse by righteous assailants who believe
they have caught a child-murderer.

Of all the Horrors, deceivers are among
the easiest to kill despite the ferocity with
which they defend themselves. They rarely
flee from fights, and many scholars believe that
they care more about inflicting mental trauma on
others than their own survival. To a deceiver,
death at the hands of a Name-giver simply affords
the Horror another opportunity to cause its killer
harm.

Empathy Net: Once a deceiver selects a spot it believes
will attract the right kind of victim, it expends a Karma
Point and performs a brief ritual during which it dashes
out the brain of a living creature against a rock. After this
gruesome rite, the deceiver waits until a Name-giver
approaches to within 500 yards of it, at which point the
power of the ritual mentally alerts the deceiver to its vic-
tim’s presence. The deceiver then makes a Spellcasting Test
against the highest Spell Defense of any Name-givers with-
in the 500-yard range. If the test is successful, the Empathy
Net power fills the deceiver's mind with images from the
Name-givers’ minds. From this telepathic flow, the deceiv-
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er can determine what situations would most likely trigger
a self-sacrificing response from the targets, what their past
and present loved ones look like, and what they looked
like as young children.

False Form: The False Form power allows the deceiver
to mimic anything it sees in an Empathy Net scan. This
power works in three ways, depending on which of the
victim’s thoughts the deceiver is using to inspire the false
form. The deceiver can, for example, become part of a
complex illusion created by its Thought Mirror power.
As part of the thought mirror, the deceiver’s false
form shares the thought mirror's Sensing
Difficulty (40) and Disbelief Difficulty (26).

The deceiver can also assume the form of an
opponent’s loved one by making a False Form

Test against the victim’s Spell Defense. If the
test is successful, the victim suffers a reduc-
tion of 2 steps to all actions for a number of
rounds equal to the difference between the

test result and the victim’s Spell Defense.

When the effect wears off, the deceiver can

attempt to adopt the form of yet another
loved one. Because the deceiver changes its
shape while its opponent watches, the vic-
tim knows he or she is fighting an illusion.

In this case, however, disbelief does not

negate the 2-step reduction. Even though

a victim knows he is not really chopping

up his mother, he still finds the act emo-

tionally difficult to perform.

If mortally wounded in combat, the
deceiver makes a final False Form Test
against its killer’s Spell Defense. On a suc-

cessful result, the deceiver transforms into
a replica of its opponent as a child. Oddly
enough, this change is not an illusion. The
deceiver actually becomes a dead child of
the relevant Name-giver race, matching
its opponent at that age down to the
last freckle.

Thought Mirror: The Thought
Mirror power allows the deceiver to
use images gleaned from an

Empathy Net scan to create a complex illu-
sion that appeals to the victim’s sense of heroism.
Examples include a mother and baby trapped in a burning
building, a drowning child being swept down a river, or a
kitten being stalked by a rabid dog. The illusion covers 5
square yards for every 1 of the deceiver’s Spellcasting
steps. The Step Number for most thought mirrors is 20,
giving the illusion a Sensing Difficulty of 40 and Disbelief
Difficulty of 26.




GRARMALK

Attributes

DEX: 4 STR: 4
PER: 20 WIL: 20

Initiative: 4
Number of Attacks: 1
Attack: 9
Damage: 11
Number of Spells: 1
Spellcasting: See text
Effect: See text

Death Rating: 58
Wound Threshold: 17

Unconsciousness Rating: 51

Karma Points: 15

TOU: 30
CHA: 4

Physical Defense: 4

Spell Defense: 10

Social Defense: 4

Armor: 10 (head)/0 (body)
Mystic Armor: 10
Knockdown: See text
Recovery Tests: 5

Combat Movement: 8
Full Movement: 16

Karma Step: 12

Powers: Animate Dead 15%, Damage Shift 10, Horror Mark

10, Terror 10

Legend Points: 400
Equipment: None
Loot: None

*Unlike most other Horrors, the gharmhek can use their
Animate Dead power within 100 feet of the victim, and need

not touch the victim.

Commentary

These loathsome Horrors feed on Name-giver feelings
of distaste and revulsion. Less robust than many of their
kind, they skulk in safe burrows waiting for dead Name-
givers to be brought near them. They prefer to live near
graveyards, catacombs, field hospitals, and other such
places where the dead abound. The gharmhek use their
Animate Dead power to make cadaver men of the corpses,
then wait for Name-givers to approach and react with dis-
gust to the sight of the walking dead. Living Name-givers
react especially strongly to the unlife of those walking
dead they knew personally; the specific, negative emotions
of these Name-givers is a rare delicacy to the gharmhek,
who quiver in pleasure when they detect it. A brief shot of
such personal revulsion can sustain them for months.
When forced to do without it entirely, the gharmhek hiber-
nate, surviving in sleep for centuries.

The gharmhek resemble bizarre reptiles, with frills of
heavy bone behind their armored heads and sharp, fear-
some-looking beaks for mouths. Their tiny, dark eyes
burn with cruel intelligence. Their flabby, snakelike bod-
ies extend roughly three feet behind their heads and are
encrusted with scabs and sores that often leak a milky,
greenish fluid. The gharmhek protect their weak bodies
by burrowing into the ground or into earthen walls,
exposing only their armored heads. A gharmhek is at a
great disadvantage out of its burrow. Those experienced
in fighting them usually try to pry them loose in order to
expose their pulpy posteriors. To force a gharmhek from
its burrow requires a successful Strength or other appro-
priate test against the gharmhek’s Physical Defense, as
well as a pole or some similar implement with which to
pry out the Horror. Though gharmhek are immune to
normal Knockdown, those pried from their burrows may
only strike at floor-level targets (such as
an enemy'’s feet).

Characters can converse with
gharmhek if they wish, though
these Horrors display an
unpleasant preoccupation with

decomposition and other bio-
logical processes usually
avoided in polite society.

Gharmhek occasionally

make deals with Name-
givers or other hostile crea-
tures in order to ensure their
own survival, but honor such
deals only as long as they
benefit from them.




SCURRIERS

Attributes
DEX: 9 STR: 5
PER: 9 WIL: 9

Initiative: 10
Number of Attacks: 1
Attack: 9
Damage: 11
Number of Spells: 1
Spellcasting: NA
Effect: NA

Death Rating: 47
Wound Threshold: 13

Unconsciousness Rating: 40

Karma Points: 15

Powers: Cursed Luck 13, Repair 25 (see text)

Legend Points: 350
Equipment: None
Loot: None

Commentary

Rarely seen elsewhere in Barsaive, scurriers are regret-
tably common in the ruins of Parlainth. Most Name-givers
find the sight of these small, humanoid Horrors disturbing.
Exposed bits of living brain bulge out from their skulls, their
saucer-shaped eyes glow with a pale, sickly color, and
coarse, insect-like hair covers their bodies. Weak and cow-
ardly by nature, scurriers prefer to harm their victims from a
distance. They scurry through the rubble, using their
Repair power to restore the Forgotten City’s many .
damaged and deteriorating traps in hopes of catching
hapless explorers. The scurriers feed on the pain and
suffering of their trapped victims. Though scurriers
usually flee when threatened, they fight ferociously

when cornered.

Repair: The Horror power of Repair allows scur-
riers to use elemental force to fuse together the broken
pieces of a trap. A scurrier using this ability makes a
Repair Test against a Difficulty Number determined by
the gamemaster, based on the condition of the item in
question. For example, a trap that needed only a single part
replaced would be an Easy task (Difficulty Number
6); restoring a trap corroded into a pile of rust would 4=
be Heroic (Difficulty Number 23). For more informa-
tion on determining Difficulty Numbers, see

TOU: 11
CHA: 4

Physical Defense: 7
Spell Defense: 8
Social Defense: 8
Armor: 6

Mystic Armor: 10
Knockdown: 8
Recovery Tests: 4

Combat Movement: 30
Full Movement: 60

Karma Step: 12

i

Gamemastering Earthdawn, p. 244, ED.







BO9K 2: RUINS @F PARLAINTH



he ruins of the Forgotten City of Parlainth can be divided roughly
into nine areas, popularly known as the Laneways, the Twists,
Southern Catacombs, the War Zone, the Western Catacombs, the
Vaults, the Northern Catacombs, the Smalls, and the Eastern.
Catacombs. This book provides a brief overview of the ruins of
Parlainth, then describes each area in more detail, covering the
physical surroundings and pertinent information about each:
area’s contents and inhabitants. This information is designed fo.
allow the gamemaster to tailor each area of the ruins to his game. See Area
Descriptions, p. 6, for an explanation of the elements of each description.

OVIRVIEW

Parlainth is a vast city, roughly diamond-shaped, with the long axis of the dia-
mond pointing toward Thera (see map). Each side of the city is about 5 miles long;
within Parlainth’s shattered walls lies more than 25 square miles of ruined build-
ings, shadowed streets, and crumbling catacombs infested with Horrors and other
fearsome creatures. .

When Parlainth reappeared in Barsaive, it returned to a land blighted by the
centuries-long Scourge. In the generation since the city’s return, the Barsaivian
wilderness encroached on much of the surrounding area. Parlainth currently lies
between a vast forest to the north and west, and plains and mountains to the south
and east.

The Therans conceived of and built Parlainth as two cities: the area above:
ground, surrounded by a huge wall, and the underground catacombs.

SURFACC ATY

Parlainth’s builders intended their provincial capital to inspire awe and fear
among the native population and so they constructed it on a grand scale, designing
every structure that could be considered a public building at least half again as
large as actually necessary in order to make those visiting the city feel small in
comparison to the greatness of Theran achievement. In its ruined state, Parlainth
serves as a gigantic monument to the folly of mortal arrogance, its size and
grandeur mocking the hollow boasts of braggarts.

Most buildings are made of limestone, badly weathered by time and the
depredations of the Horrors, the once sharp, clean lines of the limestone blocks
rounded, chipped off, or eaten away. The ornamentation so beloved by the Theran
artisans who built the city in ancient times is scarcely recognizable, and the stone
looks unnaturally colorless, the shade of dead flesh.

Parlainth’s monumental style of Theran architecture favored ziggurats, four
sided stepped pyramids, for public buildings. Ornamental fluted pillars adom
even the simplest structures; the buildings’ true purpose often giving the lie to the
air of importance implied. Only rarely do they actually support the buildings to
which they are attached. Domes and thin, pointed, minaret-like towers also found
their way into Parlainth. Encouraged to experiment with their designs in order to
stun the eye, Parlainth’s architects produced a cityscape that its critics calleda’
gaudy profusion of incompatible shapes fighting each other for the viewer’s atten-
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tion, Now that civil war, nature, and the Horrors have top- A wide variety of creatures live in the ruins, ranging

pled or demolished most of the taller structures, the crazy- from small rodents and larger mundane animals such as
quilt look is less obvious, but the amazing variety of build- lions and wolves to magical creatures such as gargoyles and
ings makes the work of historians and explorers alike espagra. Parlainth also claims the dubious distinction of
extremely complicated. being the most densely Horror-infested area left in

Barsaive, and so counts large numbers of the
so-called Horror constructs such as

Local Flora and Fauna
The surrounding jungle began
to take over the ruins of Parlainth
soon after the city reappeared in g
Barsaive. Massive vines and 0%
creepers, some as thick as a
troll’s arm, wind their way
up most buildings, pro-
viding a convenient
means of scaling walls

jehuthras, black mantises, and several
species of invae among its inhabi-
tants. For more information about
the wildlife that plagues the ruins
of Parlainth, see Running
Adventures in Parlainth and
Creatures in the Parlainth
Gamemasters Book
(Parlainth GM).

THE CITY WALL
When the Therans in
Parlainth decided to
escape the Scourge by
sending the city
away from the
" world, they commis-
sioned the dwarf
stoneworkers  of
Throal to build a lime-
stone-and-granite wall
around the city.
Because the Therans
intended the wall to be
part of the ritual that
would  eventually
bring Parlainth back to
Barsaive, Parlainth’s
magicians created
unique specifications for
the stones used in build-
ing the wall. The stones
held within their structure the
phrase to be spoken in order to

for those proficient at
climbing. Many Barsai-

vian plants can survive

in scant soil; even a
thin ridge of dirt
on a shelf or terrace
may support any
number of broad-
leaved varieties, and
tall, flowering weeds
poke their way
up between
shattered paving
stones all over Par-
lainth’s streets.
Some plants bear
edible fruit for
the hungry adven-
turer to pluck and
eat, but many more are
poisonous. Player char-
acters who lack the advan-
tage of Plant Lore or similar
knowledge skills should
avoid eating anything they
find growing wild in the city.
Many plants developed defenses
against predators (and impatient
adventurers hacking their way
through dense growth); knife-edged
leaves and needle-sharp spines on tree bark

fo* in the Library of Throal contained
diagrams of the stones, but the
spell that sequestered Parlainth also
erased from writings and memory all
mention of the stones” purpose (for the story of

await the unwary. Other plants spread their Parlainth’s return to Barsaive, see the Earthdawn
seeds by clinging to animals and adventurers who brush novel, The Longing Ring).

against them; explorers resignedly picking burrs out of their Parlainth’s wall is three feet thick and once stood 20 feet
clothing and the manes of their mounts are a common sight high, surrounding the ruins at a distance of roughly 50 feet

in the adventurers’ enclave of Haven. from the outermost buildings. The once-white stones are




gray with age and stained with the blood of those slain in the slaves. By the time Parlainth escaped the physical world, the

Horror-driven wars fought in the city during the Scourge. undercity barely resembled the architect’s original design.
Reduced to little more than a series of scattered piles of rub- Many of these dramatic changes took place without regard
ble, more than half of the wall crumbled to pieces during to structural safety, and during the Horrors’ reign

the Horrors’ reign in the city. The city’s current
occupants partially rebuilt the wall in cer-
tain places for safety, and to better con-
trol the area in which they live.

During the height of the Horrors’
rampage through Par-
lainth, many city resi-
dents desperate for
escape sought to
break through the
wall. The more
primitive Horrors
caught up with
these unfortunates
in the no man's
land between the
wall and the city
limits and
devoured them
where they fell.
The area became
a killing ground
for the Horrors
and their con-
structs; the first
explorers who set
foot in Parlainth
after the city's
return found the
no man’s land lit-
tered with skele-
tons.

DOWN IN TRE
CATACPMBS
Beneath the streets of
Parlainth lies the underci-
ty, a maze of underground
tunnels and chambers used by
the Therans to conceal aspects of
Theran life considered distasteful by
the provincials, such as the slave trade,
magical experimentation, and the machinery of

et of terror, much of the undercity collapsed,
(‘?) ~_} trapping and sometimes killing its residents.
] o The original underground only
' extended downward two
or three levels. Over time,
;f the Therans expanded parts
of the undercity to include
fourth, fifth, sixth, and
even seventh levels.
While most of the
original underground
areas were built of
limestone and granite,
the later expansions
held to less strict con-
struction methods
and used dirt floors
in nearly all of the
lowest levels. The
most unfortunate
explorers find those
floors that have
become thick mud
and even quicksand
the hard way. The
walls and ceilings of
many lower levels col-

lapsed long ago, mak-
ing passage through
them especially difficult.
The Therans built
most corridors as small
as possible in order to
maximize the space avail-
able underground, mak-
ing most passageways
only seven feet high and
five to six feet wide.

Flora and Fauna

Like the surface city, Parlainth’s
catacombs abound with plant and ani-
mal life. Many unusual types of fungus and

! "l".". A/ /\‘m h::w

death. Those who built the undercity included slave pens, " moss thrive underground. One particularly nasty
storage areas, magical experimentation chambers, burial moss, known as “rolling moss” by explorers, grows so
areas, and the Theran treasury in their plans. Over time, the quickly that it might even grow on a rolling stone (thus its
Therans moved many storage areas and even the treasury in name). Many times has rolling moss covered luckless,

order to create more space for the ever-larger number of sleeping adventurers in a mere few hours.




The startling variety of creatures that live in the undercity
make exploring it a risky proposition. Krilworms and shadow-
mants abound, and many other fearsome creatures are a com-
mon sight. Some creatures infest only certain areas of the cata-
combs; it's hard, for example, to walk more than a few feet in
the Eastern Catacombs without bumping into cadaver men.

ARCA DESCRIPTIONS

Each of the areas of Parlainth described in the follow-
ing sections begins with 0 0
a short, fictional D
journal entry
written by an
explorer who
traveled
through the
area in ques-
tion. Intended
primarily to
suggest an

—
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appropriate mood for each area, the gamemaster may also
use these as additional documents sold at Vardeghul's
Lore Exchange (see p. 20, Parlainth GM).

Following the journal entry, the information about the
area is organized into three parts: Overview, Exploration,
and Adventure Ideas.

Each part may contain Options. In most cases, these
suggestions simply provide the gamemaster with a few
ideas for events and creatures we consider typical for that
area, or alternate explanations for circumstances the player
characters may encounter. In those cases in which we pro-
vide specific rules, statistics, or other numbers, we believe
those options represent a way to introduce an element into
the game and still maintain game balance. As always, we
encourage the gamemaster to adjust these numbers to suit
his game and style of play.

QVERVIEW

The overview of each area includes the
area’s original name, used to describe the
area during Parlainth’s heyday; the area’s
location in relation to other areas of the ruins;
notes on each area’s connection to its under-
ground or aboveground counterpart; a physical
description of the area, including a map; and
brief descriptions of the area’s original and later
uses.

Map
Each map depicts a representative portion of a given
area. Gamemasters can use these maps as models for
designing their own ruins, or simply populate the given
maps with appropriate inhabitants and treasures on the
spur of the moment.

Uses
Gamemasters can use any area’s original use to logically
determine what that area now looks like by considering
the type of buildings that might have originally stood ina
given place.
This section also describes any changes an area might
have undergone since its construction, ranging from
rebuilding prior to the Scourge to changes wrought by

&8  Horrors or explorers. The gamemaster can use these details

to determine the current condition of the ruins.

EXPLORATION

This section describes who and what explorers might
encounter in a given area. Information in this section
falls into the categories of Inhabitants, Booty, Traps, and
Encounters.

s




Inhabitants

Inhabitants includes creatures or other Name-givers
that may live in a given section. In some cases, this section
includes profiles and game statistics of particularly impor-
tant characters or creatures.

Some areas of the ruins are no man’s lands, and specif-
ic entities or organizations claim other areas for their terri-
tory. Characters entering controlled areas may face imme-
diate opposition, depending on who governs the area. If
someone or something has organized the inhabitants of an
area, their organization appears in this section.

Booty

This section describes any valuable salvage to be
found in any given area, the nature of which depends
largely on the area’s original and later uses and the nature
of its current inhabitants.

Traps

This section describes the types of traps that explorers
might find in an area. Many traps in the city’s surface
areas, such as pits and holes that lead into the lower
areas, occur naturally.

Armor-Defeating Hits: If a character triggers a trap
and cannot avoid it (see Trap Initiative, p. 210, ED), the
character suffers the trap’s effects. Armor reduces the dam-
age done by most traps unless the gamemaster achieves an
Armor-Defeating Hit when making the trap’s Effect Test.
To determine whether or not the trap achieves an Armor-
Defeating Hit, find the character’s Armor Rating in the
Difficulty Number column of the Success Level Table (p.
246, ED), then compare the result of the Trap Effect Test to
the Armor Rating. If the Effect Test result is Excellent or
better, the trap has defeated the character’s armor.

To determine Armor-Defeating Hits for magical traps
that make Spellcasting Tests against the victim, use the
procedure given on p. 194, ED.

Current Condition: Many of the spike and blade traps
encountered in the ruins have rusted and corroded in the
centuries since their construction. In some cases, the corro-
sion weakens the spikes or blades so that they break or
cause less damage. The rust and corrosion might also infect
the wound the trap inflicts.

If damage inflicted by a rusty or corroded trap causes a
Wound, the gamemaster makes a Step 5 Damage Test
against the victim’s Toughness step. If the test is successful,
the Wound becomes infected. Treat an infected Wound as if
the victim were affected by a debilitating poison (p. 208,
ED). The infection has no effect on the victim until three
to five days after he receives the Wound; at that point,
fever, delirium, and nausea overcome the injured character.

The infected Wound heals only if it is

treated and the character rests for
at least three days, or if cured
by a magical healing aid.

Encounters

This section offers
encounters that might
occur in a given area.
The gamemaster
may run these
encounters as
he or she sees
fit, adjusting
the appro-
priate game

statistics to challenge or
merely inconvenience
the adventuring group
according to the needs of
the story. These encounters
may lead the characters into
a larger plot or just keep

them guessing.

ADVENTURE IDEAS

This section suggests
ideas for adventures based
on specific aspects, inhabi-
tants, or other features of

the area. The gamemas-
ter may use the
& t}'u'ec bljil;‘f f::-tD-
[l ries as inspira-
Y} ton for a com-
2y 7/ plete adventure,
7 as bait to lure the
adventurers into a
more complex story,

{

or as a springboard
for an adventure
of his own devising.




—TFrom the legend of the cavalryman Jor of Tlack

[ stood there watching the dwarf dance a little jig of excitement. Me, I just wanted to
clear out. | always say, you're nothing but a big target in the Laneways—no cover,
Especially from above. I hate flying critters. They spook me and Kronos, too. Kronos was
twitching his ears, stamping about. Bad sign, that. Kronos always knows when something
bad’s about to happen.

The dwarf kept chattering away. I tried to ignore him, to keep nry eyes peeled for sud-
den movement. No luck. He insisted on me paying attention. He was gloating. Almost
hugging himself. He spilled the whole story to me then and there. Or tried to, until [ threat-
ened to clout him across the face if he didn't shut up.

He'd bought this old diary some fool said he found in the ruins. Turned out to be writ-
ten by one of the craftsmen who'd laid the mortar in the Laneway walls. Man claimed he'd
stashed a great treasure inside a hollow brick, under the statue of Chavos Tallari (“Who?” [
said). So the dwarf went all the way to Throal, studied the books. Found some old document
that told him exactly which smashed-off stump of a statue used to be Chavos Tallari. So
Kronos and I sat out in the open Laneways for next to forever, watching the dwarf count
pairs of wrecked stone feet.

He finally found the right one, tapping the blocks till he heard the hollow sound he
wanted. Then he started to whack away at it.

Just then, Kronos whickered. I heard a rumbling noise. Looked "round. There they
were, galumphing down the road from the Screaming Fountain—four orks mounted on
thundra beasts. I'd heard the Unforgivables had recruited some renegade scorchers; now |
knew what for. Cleanup duty.

I grabbed the dwarf by the neck of his cloak, tried to haul him up onto Kronos' back.
He shrugged me off, grabbing for the stone he'd just cracked open. Something poked out
from inside—a little statue, it looked like. I booted the dwarf in the head, tossed him up on
Kronos, grabbed the treasure, and bolted.

Kronos didn’t need me to spur himt on. We rode as one, a single mass of forward-mov-
ing muscle, widening the distance between us and the scorchers. A sling stone sailed past
us, then another. The paving stones of the Laneways rumbled under the thundra beasts'
massive feet. [ swore. Kronos and I could outrun them, but they'd get plenty of shots at us.
Our best chance depended on them not knowing the lanes as well as we did.

We banked hard to the left to avoid a troll-sized termite nest. I snuck a quick look back
at the scorchers; they looked like good enough riders to miss the nest, even on their bigger
steeds. But would they know about the pit I'd just jumped Kronos over? And even if they
did, could they stop those ungainly mounts in time?

Kronos landed nimbly on the other side. The dwarf flopped around on my saddlebow,
He'd have a few good bruises—I1'd cry over them, sure. Behind me, [ heard a great crash,
and the pounding of thundra hooves stopped. I pulled up and whirled about, then had to
laugh. The thundra beasts” weight had collapsed a huge chunk of the lane and they'd all
plunged into the pit below. Good luck to the scorchers, getting their steeds up out of there.
Twiceborn's cadaver men would feast tonight.

There's a reason 1've always been a horse man.







VERVILW

Parlainth’s founders named the
laneways the Grand Boulevards. In the
city’s heyday, each boulevard also carried
an individual name; the southwest boule-
vard was called Thom Edro Way, the
southeast, Elianar Messias Way, the north-
east was Kearos Navarim Way, and the
northwest Carote Matru Way (after an early Theran poet).

The four laneways meet at the Screaming Fountain in
the middle of the ruins. From that central point, each
boulevard radiates diagonally out toward one of the four
corners of the city.

The original plans for the city intended the laneways
to separate the city into four quarters. From around 540 to
590 TE, those in charge of subterranean development
began to ignore the plan and expand their respective pas-
sages to run beneath the laneways themselves. They also
dug connecting passages between the underground quar-
ters, both approved and unofficial. As a result, explorers
entering an exposed section of underground passageway
from a laneway cannot be sure whether the passage
belongs to the righthand quarter, the lefthand one, or sim-
ply connects the two.

DESCRIPTION

Each of the four laneways is approximately twenty
feet wide, bordered on both sides by a containing wall
roughly 10 feet high. Gaps in the walls lead into side
streets. The statues that once lined the top of each contain-
ing wall have been reduced to disembodied stone feet or
lie in pieces across the lane; many vanished altogether long
ago. Though the remaining damaged pieces have no
worth, the statues’ exquisite workmanship shines through
even those fragments. (Explorers “salvaged” the few rela-
tively intact pieces in the early days of Parlainth’s return,
and these reminders of another era now adorn the galleries
of wealthy collectors and organizations.) Each statue stood
about twenty feet high and depicted a Theran notable of
the early sixth century TE.

Weather, time, and war broke the giant paving stones
of the laneways. Some now lie on top of others or wedged
into the ground at right angles (providing excellent cover
for ambushers), and thick weeds grow between the stones
everywhere the soil is exposed. Many grow far larger than
normal for their species, and others seem mutated, as if the
presence of the Horrors twisted their most basic nature.
Some plants are even carnivorous. Gaping holes in the
roads expose the tunnels far below.

Explorers who travel the laneways court danger. A
well placed spy or scout can see for miles along the

roads, spotting many a luckless band of adventurers long
before the adventurers see their enemy. Despite the dan-
gers, the laneways still offer the quickest route through
the ruins, a particularly important point for adventurers
intent on being first to reach a treasure spot or fleeing for
their lives.

USES

The laneways originally served as Parlainth’s main
thoroughfares, easing the passage of goods and people
through the city and at the same time overwhelming the
visitor with a wondrous tableau of light, air, and music.
The Singing Fountain, a huge fountain mounted on a mas-
sive, stepped pyramid at the point where the laneways
converged, piped music as occasion demanded and wove
complex patterns of water on command. The Therans sur-
rounded this awe-inspiring sight with the largest and most
finely wrought statuary in the city. So high was the foun-
tain’s pyramid base that those who stood on it could sur-
vey the entire city and the countryside for miles in all
directions.

During the Horror-driven civil wars that ravaged
Parlainth, the laneways became crucial strategic objectives.
Those who controlled them could move large numbers of
fighters or equipment quickly through the city. The many
battles to take and retake them, however, quickly
destroyed their usefulness by making them impassable to
armies.

The Singing Fountain, corrupted by Horror magic,
now emits a horrifying scream unsettling to anyone close
enough to touch the fountain’s base. The fountain mentally
assaults those who come too close to it; when this happens,
the gamemaster must make a test using the fountain’s
Mental Assault Step (see Mental Assault Options, follow-
ing) against the Spell Defense of the intended victim.

The corruption has drastically altered the fountain’s
appearance. The facial features of the three decorative stat-
ues whose heads remain intact—those of the Mad
Passions, naturally—are horribly contorted. The fountain
now runs with blood rather than water, rendering the deli-
cate patterns of its ever-changing streams extremely grue-
some.

The gamemaster must determine the range of the
fountain’s scream and the effectiveness of its mental
assault. The gamemaster may choose any of the options
listed below.

Mental Assault Options

1. The fountain has a Mental Assault Step of 20.

2. The fountain’s Mental Assault step waxes and
wanes from as low as 5 to as high as 25, following a cycle
that no one has yet figured out.




Range of Scream Options

1. The scream carries no further than the base of the
pyramid, a mystery of Horror magic that none of the
Forgotten City’s adventurers feel inclined to examine too
closely.

2. At times, the range of the scream increases. During
one of the periodic risings of the creatures in the ruins (see
Assault on Haven, p. 43 of Parlainth GM), the scream
might reach as far as Haven, causing an epidemic of mad-
ness. These episodes can only be stopped by some-
one traveling to the fountain and deciphering
its mystery.

3. The scream might reach Haven
independent of an attack. Either way,
the effect of the mental assault
varies according to the fountain’s
success level.

Average Success: The
victims feel compelled to
leave the area. In order to
conquer this compulsion,
they must make a Will-
power Test using the result
of the fountain’s Mental
Assault Test as the
Difficulty Number. Those
who fail the test and leave
find that the compulsion
fades in a number of min-
utes equal to the Difficulty
Number. Once those min-
utes have elapsed, the vic-
tims may attempt to return to
where they were, but must face a
second mental assault when they arrive
there.

Good Success: Victims pass out, remaining uncon-
scious for a number of minutes equal to the result of the
Mental Assault Test.

Excellent Success: Victims become temporarily
insane, behaving in a dangerously extreme manner for a
number of hours equal to the result of the Mental Assault
Test. The gamemaster determines the exact symptoms of
the madness, depending on the character of the victim.
For example, a quick-tempered and violence-prone char-
acter might become a homicidal maniac, assaulting
everyone in sight. A nervous character might roll up into
a ball and weep. The group joker might scamper and
caper about, giggling maniacally as he dances into the
hide-out of a pack of demiwraiths. When the duration of
the effect elapses, victims do not remember their actions
while insane.

Extraordinary Success: The victim becomes perma-
nently insane in the manner described above. Even if the
player is cured of this insanity in some miraculous way,
the victim loses a point of Perception. This loss reflects that
while the effects of the madness can be dispelled, the dire
emotional resonances of Parlainth’s ruins cannot be

removed by any known magical means.

EXPLORATION

Traveling along the laneways offers advantages
and disadvantages. Though the long, straight
roadways allow swift movement even in
their dilapidated state, they still must
be considered among the most dan-
gerous places in the ruins. Creatures
of all manner inhabit the areas near
to the laneways and frequently
venture onto them.
Rubble and broken paving
stones, traps, and other debris
obstruct the lanes, and so
attempting to move at any
speed faster than walking
increases the risk of the trav-
eler falling victim to acci-
dents and other misfortunes.
Characters who attempt to run
or make their horses gallop may
only move at half their normal
rate. Characters or riders running
or galloping along the laneways
must make Dexterity or Animal
Handling Tests against a Difficulty Number
of 9. If the test is unsuccessful, the character or
his mount trips and falls.

Some riding animals, like thundra beasts, are strong,
sturdy, and naturally armored, which makes them better
suited to traveling over the laneways’ rough ground. For
characters riding such beasts, reduce the Difficulty
Number of the Animal Handling Test to 5.

At the gamemaster’s discretion, explorers in the
laneways may run across any or all of the following.

INAABITANTS

Explorers may encounter any creature normally
found in Parlainth either traveling on a laneway or wait-
ing hungrily nearby in ambush. Explorers may also pass
others bent on looting the ruins who took to the road-
ways: old drinking buddies from the Restless Troll, foul
folk, Theran agents, followers of Mad Passions, and devo-
tees of the Hand of Corruption represent only a few of the




possibilities. Note that no organized band of creatures or
other inhabitants of the ruins currently consists of suffi-
cient numbers to consistently patrol or control any of the
roadways.

BOOTY

Because the laneways were the most accessible area
of the ruins, intrepid explorers cleaned out virtually all
the loot hidden there even before the founding of Haven.
A few treasure caches remain, but these remain very well
hidden. Adventurers might reasonably expect to stumble
across gear or swag belonging to explorers who met an
unfortunate and gruesome end on the roadway, pick up
valuable items dropped by fleeing adventurers, or steal a
few modest baubles from enemies who attempt to
ambush them.

TRAPS

Parlainth’s inhabitants set countless traps in the
laneways in an attempt to protect themselves from the
Scourge, to little avail. Horror-driven armies of madmen
tripped most of those traps during the city-wide civil war
of 607-611. The laneways of 1506 TH are littered with
sprung blade traps rusted beyond repair. A few working
models may remain, however, built into the containing
walls or hidden beneath the paving stones.

Intelligent Horrors reset some of the original blade
traps and built other traps. Creatures from the under-
ground passages beneath the laneways often camouflage
holes in the roadway to capture unsuspecting adventurers.

Blade Trap

Blade traps generally feature several sharp blades set
to slit a victim's throat or cut him across his legs. The
blades in most of Parlainth’s traps are centuries old and
rusted or corroded. These rusty blades can cause infected
Wounds (see Traps, p. 7 of this book), or may be so weak-
ened that they do less damage than a clean, new blade.

Use the following statistics for a typical blade trap.
Detection Difficulty: 7
Disarm Difficulty: 9
Trigger Condition: Pressure plate, trip wire, or moving a
specific stone.
Trap Initiative: 17
Trap Effect: Several blades spring from the ground
beneath the victim or from the walls. The blades do a total
of Step 13 damage. Most of the blades are rusted and may
break against armor. If armor prevents the trap from doing
damage to a character, the blades shatter.

ENCRUNTERS

The following three encounters represent typical
events and meetings the characters may experience as they
travel through the laneways.

Ghost Battle

As the characters travel along one of the laneways, the-
gamemaster secretly makes a Perception Test againsta
Difficulty Number of 9 for each character. For every success-
ful test, that character hears the scraping of boot soles
against paving stones and the whisper of blades bei
pulled from scabbards, and the sounds immediately
increase in volume so that all the characters hear arrows
whistling through the air, sword blades clanging, and shout-
ed curses in the dwarf and elf languages. Before long, cries
of pain and howls of grief rend the air. The sounds come
from all around—the explorers seem to be surrounded bya
fierce and bloody skirmish, but can see and feel nothing.

Unless the adventurers somehow learned of the phe-
nomenon previously, they have no way of knowing that
they have encountered the ghosts of battling Parlainthians
from the time of civil war soon after the disappearance of
the city. At the height of the phantom conflict, all the char-
acters must make Willpower Tests against a Difficulfy
Number of 10. A character who fails the test is overcome
with fear and runs at full speed in a randomly chosen
direction for a number of rounds equal to the difference
between the test result and the Difficulty Number. Talents
and spells used to dampen fear work normally.

Meeting the Hand of Corruption

As the characters travel along the southwest laneway,
the gamemaster makes a secret Perception Test againsta
Difficulty Number of 6 for each character. Any character
whose test is successful notices a group of Name-givers
hiding behind a pile of paving stones. This group is the lat-
est in a particularly unsavory set of recruits to the Hand of
Corruption, the band of fanatics dedicated to destroyingall
life because they believe the world to be irretrievably cor-
rupted by the Horrors.

If the characters sneak up on the Hand members or
attack them, they face a pitched battle with enemies much
like them. Each character fights a seedy looking, underfed
opponent of the same Circle and Discipline as his or her
own. The Hand members carry gear similar to that of the
adventurers, but only a handful of copper pieces in cash. If
improvising the encounter, use the player characters’ game
statistics for their enemies. The Hand members fight until
one of their number falls unconscious, then abandon their
fellow and escape down a hole in the roadway, landing in
an underground passageway.




If the adventurers approach the Hand members, the
lead member hails them with the complaint, “Took you
long enough!” This Hand of Corruption gang assumes
that the adventurers belong to the reinforcements their
superior told them to wait for before marching on the lair
of the dragon Charcoalgrin in the Imperial Palace (see
description of Charcoalgrin, p. 44 of this book). They have
orders to slay the dragon and claim its loot for the Hand of
Corruption. In fact, the Broker who commands this crew
considers them a pack of loose-lipped incompetents and
so sent them on a suicide mission.

Persuasive player characters can convince the Hand
members to lead them to their Broker. He turns out to be
the local head of the Hand of Corruption, Masahik the
Good-Humored. If the characters decide to participate in
the raid on Charcoalgrin’s lair, they discover that the Hand
members have no battle plan. If the player characters insist
on devising one, the Hand members obstruct them at every
turn, pointing out nonsensical flaws in any proposed
course of action. If the entire group actually manages to
assault the dragon’s forces, the Hand members abandon
the fight as soon as anyone in the group, including the
player characters, falls unconscious.

Sighting Scurriers

At any point the gamemaster deems appropriate, the
characters spy a trio of small, scurrying figures far ahead
on the laneway, fiddling with something on or in the con-
taining wall. As the player characters draw closer, they see
that the creatures seem to be repairing a blade trap. The
creatures resemble small humanoids covered in coarse
hair. Pulsing bulges of living brain matter protrude from
their skull cases; their saucer-sized eyes glow a dull, yel-
lowish-green. When they see the adventurers, they leap
over the containing wall and disappear.

These creatures are scurriers (see p. 77, Parlainth
GM). They always avoid a fight if possible, but attack
fiercely if cornered.

ADVENTURE IDEAS

The following adventure ideas represent typical rea-
sons characters might have for venturing into the laneways
and include optional explanations for the circumstances
and situations they discover there.

MAPPING THE LANEWAYS

A group of businessfolk sees fat profits in clearing and
maintaining the laneways of Parlainth. They hire the play-
er characters to map (in excruciating detail) every foot of
the southeast laneway and to judge what kind of patrol
force might be needed to keep the roads free from maraud-

ing creatures. The explorers discover firsthand the true
danger of the laneways, but must fulfill their deadly mis-
sion in order to get their hands on the healthy chunk of
coin they have been promised upon completion.

BOUNTY AUNTERS

The Loyal Order of Delvers (see p. 29, Parlainth GM)
recently placed a hefty bounty on the heads of a vicious
bandit gang in the habit of waylaying explorers on the
southeast laneway as they enter the ruins. The player char-
acters take the job in order to do something heroic and get
paid at the same time. Clever players may realize that the
bandits are behaving oddly—logically, they should wait to
ambush the explorers leaving the ruins with loot. After
defeating the bandits, the characters investigate their back-
grounds and discover that the Therans paid the brigands to
provide a diversion while Theran agents search the area for
a coveted, magical treasure.

SECRET @F TAC EASTERN CATACPMBS

A loud, repetitive, metallic clang echoes nightly from
the ruins, disturbing the sleep of the residents of Haven.
The player characters investigate, and discover minions of
Twiceborn the cadaver queen (see p. 63 of this book) hard
at work digging new passageways in the Eastern
Catacombs. Unfortunately for the adventurers, the cadaver
men prefer to keep their activities secret. If the player char-
acters survive the cadaver men'’s assault, they may attempt
to infiltrate Twiceborn’s court in order to discover the real
story behind this operation.

Option 1

Twiceborn has discovered a map with a secret vault
marked on it. The vault contains jewels that once belonged
to a prominent merchant’s family, and Twiceborn wishes
to add them to her collection.

Option 2

Twiceborn intends the new passageways as a defense
against intrusion by adventurers. In Twiceborn’s consid-
ered opinion, too many accurate maps of the entrances to
her realm are floating around Haven, and so she is build-
ing new tunnels and seeding the old ones with traps.

Option 3

At the behest of a supposed questor of Upandal,
Twiceborn has her cadaver men building useless passage-
ways as a tribute to that Passion. The questor promised
that Upandal will help Twiceborn and her people live
again. In fact, the questor is a disguised thief who hopes to
distract Twiceborn sufficiently to break into her vault of
riches uninterrupted.
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THE TWISTS

—An account of an event magically observed by Casmar Bundra
) To my amazement, the room looked precisely as it had when last I saw it so many years
ago, that sad day when Wariz died in her vain attempt to touch the soul of a spectral dancer,
The room had gathered more dust and grime, but remained otherwise unchanged. Considering L
the great value of the items contained within its walls, its untouched condition struck me as por-

tentous.
The room filled most of the first floor of a building in the Twists. Long ago, when
Parlainth lived, this shop catered to the wealthiest of its citizens. Miraculously, it sur-
vived unscathed all of the disasters that overtook the city. The shop sold fine porcelains and
other fancy containers, and I knew the ancient vases, jars, and amphoras lining the shelves
of the room would command great prices in the world outside. Years ago, when the Horror
that animated the spectral dancer oozed up from the floorboards and forced me to flee for
my life, I bitterly lamented the fact that we had been unable to snatch even a single jar. |
have since given myself to the service of Throal, and such petty concerns mean little to me.
Though perhaps back then, my regret simply masked my grief and shock over Wariz's
death. I had never witnessed a death, until hers. Now I have seen so many that I cannot
even number the victims.

I bade my followers stand back, and entered the shop alone. If no one had touched the
valuable porcelain jars in so many years, that meant something foul most likely awaited
within. | had a good idea what it was. Given the vastness of Parlainth’s ruins, it was cer-
tainly possible that no explorer had ventured to this shop since | had left it. But in the
Twists, one's bleakest imagining usually turns out to be the truth. And so it was for me.

No sooner had I stepped fully into the room than I heard a voice. Wariz's voice, as
clear and melodious as ever, coming from everywhere and nowhere at once.

“You have finally come back for me,” it said. “You left me behind."”

“Yes.”

“But you could not help it.”

“No."

“It overwhelmed you with fear so that it could have my dying corpse to itself. So that
it could change me, and keep me here forever.”

Suddenly, I wanted to cry. “I have come back for you, Wariz."

“It is too late.” :

I cleared my throat. “I serve Throal now. We need to know where you filed the infor-
mation on your old Theran informant, Honyptus. He has returned to Barsaive as advisor fo

Ouvergovernor Kypros.”

“Ah, he has risen within the ranks. Unsurprising.”

“Wariz, tell me for the sake of Throal. Then I shall leave you to rest undisturbed.”

“Rest? I get no rest here.”

“Tell me.” I was trembling.

“I cannot do good now. I have crossed the threshold.” {

“Wariz, show yourself.”

“You will regret it.”

The next moment I fell to the floor, a river of pain running through nty head.

h Huge, moist hands gripped my throat, half tearing at it and half squeezing. Then |
b saw an unmistakable pair of violet eyes floating in the air above me. Wariz's eyes ... f
4 I died that day. I, too, have crossed the threshold. Do not follow me, retainers of 1

Throal. Do not follow me.







Originally known as the Merchant
Quarter, the Twists cover the southern
quadrant of the ruined city.

Beneath the Twists lie the Southern
Catacombs, trap-laden passages and rooms
where the Therans once hid the treasures
of Parlainth.

DESCRIPTION

The Twists are so named because the streets of this
quarter wind around and twist back upon themselves.
Though this feature makes the Twists an easy place to get
lost in, the area is fairly easy to map because each street
possesses unique features. In the limestone buildings grac-
ing the streets of this quarter, gentle curves replaced
straight lines as the basic unit of design. Before the Horrors
came, the slopes and rounds in the area created a soothing,

reassuring feeling, as if the buildings grew naturally from -

Barsaivian soil.

Nowadays, an intangible sense of dread hangs over
the Twists. The sky overhead is perpetually overcast, even
when the rest of the city basks in sunlight. Explorers in the
Twists often hear distant thunder even on those rare days
of clear skies. When storms roll through Parlainth, light-
ning strikes the Twists. If drizzle soaks the rest of the ruins,
sheets of rain drench the Twists. The Twists always feel a
trifle cooler than the surrounding areas.

Despite its unnatural level of rainfall, the Twists
remains arid, largely devoid of the plants that flourish else-
where in Parlainth. A few stunted, brown vines cling to the
walls, and only the most hardy and determined weeds
poke through the cracks between the paving stones. The
most abundant plants in the Twists are fungus, molds, and
mosses. Fungus sometimes drapes entire buildings, giving
off nauseating odors and assaulting the eyes with sicken-
ingly bright colors.

In stark contrast to other areas of Parlainth, which suf-
fered widespread destruction, the Twists resembles a ghost
town. Explorers find most of its buildings intact, as though
its inhabitants abandoned it to the mushrooms and mosses
mere hours ago and may soon return to reclaim their
homes and businesses.

USES

Originally intended to serve as Parlainth’s commercial
quarter, the Twists was filled with shops for retailers and
craftsmen, open-air bazaars, inns, eating places, livery sta-
bles, banks, schools, and offices for services of all kinds.
The Theran architects designed its gently twisting walk-
ways to make strolling and browsing a pleasant experi-

ence, and constructed buildings pleasing to the eye in
order to relax the visitor and tempt him to stop and buy.

In spite of authorities’ atterupts to restrict all homes
to the city’s residential quarter, the better-heeled mer-
chants of the middle class bent the architectural laws in
order to set up housing closer to their places of business.
These merchants’ homes are less ostentatious than the
pyramidal monstrosities favored by the aristocracy,
which provided immense amusement to the more practi-
cal-minded businessmen and shopkeepers. The mer-
chants preferred more modest housing, in keeping with
what they considered their position as the hard working,
hardheaded Name-givers who represented the real back-
bone of the Theran Empire. They built houses almost
indistinguishable from their businesses, in many cases
combining the two. The public rooms of such buildings
faced the street, and the private rooms lay at the back. By
the sixth century, shortly before Parlainth’s disappear-
ance from Barsaive, fashions had changed. In buildings
dating from that time, shop space took up the bottom
floor and living space the upper stories.

Though left virtually untouched by the Horror-
induced civil war that engulfed Parlainth after its depar-
ture from Barsaive, the Twists later became the site of ter-
rible events that forever tainted and steeped it in an aura
of dread.

The Horrors in Parlainth manipulated the civil
wars to be an orgy of slaughter. Within a few years,
most of the city’s inhabitants lay dead. During that
time, the Horrors realized that they could not return to
Barsaive or to their own astral realm. They were
trapped in Parlainth, possibly for eternity. As many of
them needed mortal suffering the way natural crea-
tures need food, the more intelligent Horrors devised a
system of long-drawn-out torment for the remaining
Parlainthians, rounding up the beleaguered citizens
and imprisoning them in the Twists, the only area left
intact. Some of the buildings in this area still bear the
magical wards by which the Horrors imprisoned their
unfortunate victims.

The Horrors subjected the captured Name-givers to
slow, methodical torture, the details of which must be
left unspoken. But no matter how carefully the Horrors
tried to keep their victims clinging to painful life, the
captives eventually died. The death of the last
Parlainthian forced many of the Horrors into dormancy;
others starved to death. Still other, stronger Horrors sur-
vived by corrupting the falsemen, artificial constructs
built as servants by the people of Parlainth. These
Horrors pitted the falsemen against each other in war
games to amuse themselves while they waited for some-
one to call Parlainth back to Barsaive.
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The pain and terror felt by the Horrors’ captives per-
meates the Twists’ mundane and astral atmosphere with
suffering and death. The shades of the last citizens of
Parlainth still haunt the area, and any sound made in the
Twists echoes a faint undertone of their cries and wails.
The place now serves as a sanctuary for the undead and
other creatures of the night. Living beings find the Twists
emotionally oppressive and constantly feel that dozens of
unseen and hostile eyes watch them from all sides.

MAP

The map shows the tangled layout that gives the
Twists its name. The shaded areas mark the walkways of
the original commercial district; doors of buildings set
along these paths face the public walkways. Most build-
ings also offer smaller back exits.

[XPLORATION

The following inhabitants, booty, traps, and encoun-
ters are common among the Twists.

INFABITANTS

The pall of dread hanging over the Twists makes it
unappealing to all but Horrors, undead beings, and the
most vile of creatures. Any Name-givers who attempt to
set up permanent residence in this area gradually become
insane; most sensibly relocate before the place claims their
reason. Even the cadaver men who live here have less
intelligence than those elsewhere, too mindlessly crazed
and bestial even to join Twiceborn’s kingdom in the
Eastern Catacombs (see p. xx).

BOOTY

The city merchants accumulated considerable hoards
of coin and valuable luxury items as a natural result of
trade, but had little interest in magical treasure. The
Horrors took the choicest items as trophies for their war
games, but plenty of marketable loot remains to be sal-
vaged from the Twists. Many items soaked up the pre-
vailing air of dread and madness; gems are particularly
susceptible to this effect, and those found in the Twists
often reflect much less light than similar untainted jew-
els. Those who wear gems recovered from the Twists
often fall victim to fits of depression or nightmares of tor-
ture, or they may suffer from rashes of bad luck.
Beautiful (and expensive) paintings, tapestries, and other
works of art left in this part of the ruins changed subtly
over the years, so that the eyes of any Name-givers
depicted look sad or foreboding. China and silver often
give the food prepared or served on them the taste and
smell of rotting flesh.

Not all items are so cursed, but sorting the tainted
valuables from those untouched is a difficult task. Most
experienced collectors of fine wares avoid items retrieved
from the Twists; the sly seller or reseller learns to lie about
the background of such pieces. Note that minor or major
curses, rather than Horror curses, affect most cursed items
from the Twists (see pp. 211-12, ED).

TRAPS

To prevent the escape of the last Parlainthians, the
Horrors seeded the Twists with magical traps. Many of
these powerful, magical snares, as well as others set to pro-
tect valuables and treasures, remain in place. The owners
of many houses and shops also protected their valuables
with mechanical traps that still wait to be sprung.

Magical Trap

The Horrors blocked the doors of many shops and
buildings with magical traps, many of them triggered by
opening the door in a specific manner. Most of these traps
trigger mental assaults (see below).

Detection Difficulty: 21

Spell Defense: 13

Disarm Difficulty: 15

Trigger Condition: The gamemaster makes a Step 13
Spellcasting Test against anyone who opens a door in a
specific way—for example, by pushing rather than pulling
open the door of a shop. If the Spellcasting Test is success-
ful, the trap triggers its effect.

Trap Initiative: 25

Trap Effect: Step 15 mental assault

Characters may suffer a mental assault by triggering
a trap, or simply by approaching certain areas in the
Twists. In the latter case, the area’s atmosphere of
anguish functions as a giant magical trap of sorts. Certain
locations within the Twists carry a stronger negative
imprint than others; for example, a shop made into a tor-
ture pen that still contains the implements of pain and
skeletal remains of its victims exudes a greater degree of
dread than a candlemaker’s shop in the same area left
untouched since the Scourge. Like magical traps, places
with an especially powerful imprint of evil mentally
assault those who come near them.

In both cases, the gamemaster should make a Mental
Assault Test against the target’s Spell Defense. The step
number for this test varies according to the emotional
charge of the place; the aforementioned torture pen, for
example, might have a Step Number of 20. A place where
prisoners were kept but not harmed, by contrast, might
have a Step Number of 10. The effect of the attack varies
according to the success level achieved.
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Poor Success: Allows the victim to shrug off any seri-
ous effects of the attack. He or she simply feels uneasy, as
if someone “just walked over his grave.” Such a victim
becomes immune to mental assault in that particular loca-
tion.

Average Success: The victims feel compelled to leave
the area. In order to counter this compulsion, they must
make a Willpower Test using the result of the fountain’s
Mental Assault Test as the difficulty number. Those who
fail the test and leave find that the compulsion fades in a
number of minutes equal to the difficulty number. Once
those minutes have elapsed, the victims may attempt to
return, but face a second mental assault when they do.

Good Success: Victims pass out, remaining uncon-
scious for a number of minutes equal to the result of the
Mental Assault Test.

Excellent Success: Victims become temporarily
insane, behaving in a dangerously extreme manner for a
number of hours equal to the result of the Mental Assault
Test. The gamemaster determines the exact symptoms of
the madness, depending on the character of the victim. For
example, a quick-tempered and violence-prone character
might become a homicidal maniac, assaulting everyone in
sight. A nervous character might roll up into a ball and
weep. The group joker might scamper and caper about,
giggling maniacally as he dances into the hide-out of a
pack of demiwraiths. Once the duration of the effect has
elapsed, victims have no memories of their actions while
insane.

Extraordinary Success: The victim becomes perma-
nently insane in the manner described above. If the insani-
ty is cured in some miraculous way, the victim loses a
point of Perception. This loss reflects the fact that, while
the effects of the madness can be dispelled, the dire emo-
tional resonances of the ruins cannot be removed by any
known magical means.

Curse of the Twists

Another feature of the Twists” dread aura that the
gamemaster may use as a trap is the Curse of the Twists.
According to legends told among Haven's explorers, any
who die in the Twists suffer the unhappy fate of returning
as undead beings. The gamemaster may choose any of the
following options.

Option 1: Fortunately, the curse is merely a rumor.

Option 2: A rare few who die in the Twists return as
undead. The gamemaster makes a Step 4 Animate Undead
Test for the Twists against the deceased character’s Spell
Defense. If the test succeeds, the victim becomes an undead
being. Characters with a Charisma step of 8 or higher
become spectral dancers. For those with lower Charisma,
determine the type of undead creature they become using

the character’s Circle. Non-adepts and adepts of Circles
1-3 become cadaver men. Adepts of Circles 4-6 become
ghouls, and adepts of Circle 7 or higher become unnatural-
ly alive (see p. 299, ED).

Option 3: Many who die in the Twists return as
undead. The gamemaster makes a Step 9 Animate Undead
Test (see Option 2).

Option 4: Most who die in the Twists return as
undead. The gamemaster makes a Step 14 Animate
Undead Test (see Option 2).

Option 5: All who die in the Twists return as undead.
The effect described in Option 2 happens automatically.

ENCRUNTERS

The following three encounters represent typical
events and meetings the characters may experience as they
travel through the Twists.

Knowledge of Evil

The adventurers come upon a ragged explorer, his
clothing singed and torn, his face crisscrossed with scars
and cuts. They may have seen him before in better cir-
cumstances, perhaps back in Haven. He carries an olive-
colored, leather-bound book. Upon seeing them, he
screams, “You can’t take it! You can’t take it! You can't
take it!” and hides the book behind his back. If the player
characters attempt to take the book from him, he resists
to the death, even if hopelessly outnumbered. Use the
game statistics for the human nethermancer, p. 77, ED,
for this character.

The book contains a series of diagrams and notes
describing the most painful, nonlethal means of torturing
each of the different Name-giver races. Any character who
makes a successful Perception Test against a Difficulty
Number of 6 realizes that the book is bound in troll skin;
troll characters make this test against a Difficulty Number
of 4. A Horror compiled the book from its own observa-
tions of the last Parlainthians to be tortured and die. As
one might expect, the book carries a curse—an insanity-
inducing, Step 15 mental assault. Anyone rendered insane
(an Excellent or better result) by the book while holding it
suffers a mental compulsion to keep it from others, which
lasts for the duration of the insanity.

The characters may resolve this encounter peacefully.
The adventurers can let the néthermancer pass without try-
ing to get the book from him, or a wizard can use a Dispel
Magic spell to dispel the insanity effect and allow the
nethermancer to drop the book. The nethermancer has no
memory of anything since finding the book in a ruined
building in the Twists several months ago, but he warns
the player characters not to touch it. Destroying the book
earns each character 100 Legend Points.




Watch Out for Falling Rocks
The adventurers wish to explore a two-story building
in which ghouls have set a trap. The ghouls have weak-
ened the floor of the second story, hauled up several tons
of rock and paving stones, and hung the rocks in heavy
netting attached to the rafters. As soon as an adventurer
enters the house, the ghouls release the netting, sending
the rocks crashing through the unsound second floor onto
the adventurers. The falling stones do Step 16 damage to
each character on the first floor, and those who take more
than 22 points of damage (including those reduced by
armor that do not harm the character) are pinned
under the rocks. Having trapped their prey,
the ghouls leap down from the rafters to
attack. The house contains half as
many ghouls as adventurers, rounding
up. If the adventurers who
escaped being trapped outnumber
the ghouls, the creatures flee
through a second-story window.
For the ghouls’ game statis-
tics, see p. 295, ED, or p. 65,
Parlainth GM.
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Ghosts of Explorers Past

If the characters find themselves
in dire straits in the Twists, the
gamemaster may rescue them (if
he feels they deserve it) by send-
ing the ghost of a powerful, fid-
dle-playing troubadour to aid them.
The fiddler takes an action appropri-
ate to the situation: turns the tide of
battle in the adventurers” favor,
frees them from their chains, and so
on. He then demands the traditional fee
for playing the fiddle, a single silver piece. As
soon as they pay him, the fiddler fades into
nothingness.

ADVENTURE IDEAS

The following adventure ideas represent typical rea-
sons characters might have for venturing into the Twists.

SCPURGE SURVIVER

A troll adventurer named Berryblood returns to
Haven from Parlainth, claiming to have found a survivor
of the Scourge imprisoned in a building in the Twists.
Unable to free the survivor from a magically trapped
building, he returned to enlist the help of the adventurers.
Bérryblood convinces them to make the effort by pointing

out that the survivor’s memories of the Scourge represent a
gold mine of information. Her rescuers can cash in on her
knowledge and sell it to others anxious to understand
Parlainth then and now.

The survivor is an ancient elf named Ntoza, who
sustained herself for these many centuries by eating the
fungus growing all over the inside of her magically rein-
forced cell. If the adventurers help Berryblood rescue the
elf, they discover that the Horror’s torture scrambled her
memories. Berryblood, however, is determined to
squeeze valuable information from his potential gold
mine. Heroic player characters may decide to rescue
Ntoza from Berryblood as well as from
imprisonment in Parlainth.

BABBLINGS F A MADMAN

Haven’s village idiot, an ork named
Shanga, once traveled Barsaive earn-
ing a living as a renowned trouba-
dour. He ventured into the Twists
to find his lover, an explorer lost
on a salvage mission, and discov-
ered that his unfortunate darling
was now a ghoul. The shock of
that experience turned Shanga
into a harmless, drooling mad-
man who begs for coppers to
buy ale. If the adventurers
listen to him and decipher

his babblings, they learn that
Shanga apparently stumbled
across a great treasure in the
Twists. The gamemaster may

-

%)  use any treasure published in
?, previous Earthdawn products
il

or create one of his own.

AAUNTING DREAMS

Strange dreams trouble the sleep of one
or more player characters, dreams in which
they travel through the Twists to a particular
large building. The characters always wake up
before entering the place. Eventually, all members of the
group share this dream so many times that none of them
can sleep soundly. In order to banish the dream they must
enter the Twists, follow the dream path, and confront
whatever exists behind the building’s closed door. The
building happens to be inhabited by a unique and particu-
larly nasty Horror. If the adventurers succeed in slaying
the Horror, each of them dreams that a long-dead
Parlainthian thanks them for killing her long-ago torturer.




—From a tale told repeatedly by Derlan Kaot, one of Parlainth’s longest-sur-
viving explorers

Nobody believes me when I say | was inside the ancient treasury of Parlainth, but
it’s true. My fellow explorers and me had gone down to the Southern Catacombs, where
rumor said the treasury was all those years ago. We didn’t more than half believe the
rumors, of course. We were just giving the catacombs a good going over, just in case.
Slow and methodical, looking into every room, cataloguing it, searching it stone by stone.
Just in case. You should have seen Andultz search those rooms. No one can search a room
like Andultz.

Even the hallways we searched, careful as could be, though it got more and more
likely we'd die of some awful attack the longer we stayed down there. In fact, we'd just
managed to fend off a troop of ghouls when Glas leaned against the wall to rest and acci-
dentally hit a pressure plate or trip wire or something. We heard a scraping sound, and
then suddenly the chunk of wall next to Glas started to move. It slid down into the floor,
and showed us a corridor. We were so excited we barreled right through that opening,
caution be cursed!

Right away spikes shot out from the walls, impaling Tonbu. We tried to get him off,
but we couldn’t cut him down. The spikes were in too deep. Etrea figured the doorway
would raise back up again right quick, and if we didn’t keep going it would close up and
seal us in. We felt bad about it, but we left Tonbu there. He begged us to finish him, but
none of us could bear to do it

So we kept going. We let Andultz lead, figuring his thief ways would protect him from
traps. Within ten paces, he disappeared before our eyes, shimmering into nothing like the
air over a campfire.

5o we put the windling magicker in front, thinking she'd sense the next magical trap
using her astral skill. She went ahead for a little while, then turned around all of a sudden,
Her face was different—scaly, with big red eyes and fangs. She mind-daggered Glas to
death before I got off a shot with my bow and took her right out. And people say an archer
is no good underground!

That left Etrea and me. Ahead of us, we saw a door with a big, bronze lock smack in
the middle of it. Neither of us had a talent for picking locks, so Etrea jammied the tip of her
sword into the lock—I guess she thought she'd pry it off or something. Maybe what hap-
pened next was an illusion, but I'd swear something on the other side grabbed her sword
and pulled her through the lock! I heard thumping on the other side of the door for a while,
then it stopped.

Way behind me, | heard the screech of the door we'd first come through. Sure enough,
it was rising back into place, well on its way to locking me in forever. [ ran like the Hunter
of Great Dragons himself was behind me, and vaulted over the rising stone just before the
door slammed shut. The last thing I saw was Tonbu, bleeding to death by inches, still beg-
ging me to finish him with an arrow shot.

I've been back to that spot a dozen times since, but I can’t figure how Glas tripped that
opening. It was the treasury, though. All those traps? Must have been.
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VIRVILW

Originally named the Storage Center,
the Southern Catacombs are the quarter of
the undercity located beneath the Twists.

The Southern Catacombs lie beneath
the most haunted area of the aboveground
city, but because few of the Horrors’ atroci-
ties took place below ground, the pall of dread that curses
the Twists does not infect the Southern Catacombs.

DESCRIPTION

Greatly expanded downward over the years, the

Southern Catacombs consist of several levels.
Most of the upper levels follow the archi-
tects” original design; most lower levels
use rougher materials and look less
finished.

The upper passages of the cata-
combs are large, reasonably dry, and
finished with smooth blocks of stone.
Though they lack the distinctive dec-
oration of the Western Catacombs
(see p. 34), the careful workmanship
given to their creation remains obvi-
ous. Wide, high corridors lead to sev-
eral rectangular chambers whose ceil-
ings average 20 feet high. The cata-
combs follow a regular pattern, with a
few set arrangements of rooms and
hallways repeated several times. An
experienced mapper of the area can pre-
dict the layout of any part of the catacombs
based on previous exploration, but the inex-
perienced may easily confuse one portion of
the underground tunnels with another.

USES

The Southern Catacombs originally served as storerooms.
Parlainth’s officials rented the storerooms out to any who
could pay for them, mainly the merchants of the commercial
quarter above, who used them to store their goods and sup-
plies. As the increasing need for slave pens claimed more and
more space in the area now called the Northern Catacombs,
Parlainth’s city fathers moved the treasury reserves into empty
vaults in the Storage Center, reinforcing several rooms and
installing a plethora of traps, both mechanical and magical, to
deter thieves. After several intrepid individuals, whose names
were lost to history, attempted to break into this makeshift
treasury from rented storage chambers, the city stopped rent-
ing rooms to private individuals. Many of the storerooms
stood deserted for years even before the city fell to ruin.
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MAP

The right side of the map shows the catacomb’s origi-
nal construction. The left shows a section of the treasure
vaults built when Parlainth’s treasury moved from the
Northern Catacombs at the height of the city’s power.

The gamemaster decides how much treasure (if any)
remains in the vaults, and whether or not various creatures
now inhabit these rooms. If any of the vaults still contain
treasure, place locks on each of the many doors, at least
some of them magical. Needless to say, traps abound. If
organized inhabitants control this area of the catacombs,
they long ago disabled the original locks and put other

appropriate defenses in place.

EXPLORATION

The inhabitants, booty, and typical
encounters that explorers may face in the
Southern Catacombs are left to the
gamemaster’s discretion. The categories
below offer a few options.

INFABITANTS

Allowing the individual gamemaster to
populate the Southern Catacombs as he
sees fit lets the gamemaster more easily
tailor the area to work as part of his or her
pre-existing campaign. For example, if the

player characters struggled against the
plottings of a particular group of conspira-
tors prior to their arrival in Parlainth, the
Southern Catacombs makes an ideal loca-
tion for that group’s headquarters. If the
gamemaster feels that Parlainth needs more
uncontrolled areas inhabited by random crea-
tures, he can easily make the Southern
Catacombs a no-Name-giver’s land.
Depending on the gamemaster’s choice, the creatures
and other denizens in this area may vary greatly. If some
organized group controls the Southern Catacombs, for
example, it may have sufficient power to keep other crea-
tures out of the area. However, the group might just as
likely have taken over only a fraction of the area’s tunnels
and chambers, forcing group members to spend consider-
able time and energy erecting defenses against creature
attacks. (Needless to say, the player characters might be the
first to run afoul of those defenses ... )

Gamemasters may wish to begin setting adventures in
Parlainth before deciding who lives in the Southern
Catacombs. If so, simply keep the player characters out of
that area for a while, and their actions may provide hints
for creating interesting opposition.




The following options suggest groups that might con-
trol the Southern Catacombs.

Option 1

A few years ago, Theran agents established a secret
base in the catacombs in order to operate free of interfer-
ence by hostile Havenites. Both Agramen and Omag
Bastabus (see Haven, pp. 23 and 36 of Parlainth GM) regu-
larly send messengers to this base. If the player characters
happen to discover this base and make its presence known,
Haven would erupt in controversy over whether or not to
wipe it out.

Option 2

The secret base may belong to other groups, such as
Blood Warders; agents of Throal, the discovery of whose
presence might provoke a slightly less hostile reaction in
Haven than Therans or Blood Warders; questors of Mad
Passions; the Hand of Corruption; some group of foul folk
similar to but more sophisticated and intelligent than those
who inhabit the Northern Catacombs (see p. 51 of this book);
oran intelligent creature of the gamemaster’s own devising.

BooTY

The gamemaster may choose whether or not the play-
er characters find vast hoards of wealth in the vaulted
chambers, perhaps distributing it according to one of the
options listed below.

Option 1

The large quantities of loot in these catacombs all
belong to the opposing group of the gamemaster’s choice,
whose members seized it and are using it to fund their
operations.

Option 2
Vast treasure caches still exist, so heavily trapped that
no one has yet succeeded in stealing their contents,

Option 3

If the gamemaster decides that no one controls the
Southern Catacombs, most of the treasure left there was
likely pilfered during the early years of exploration,
Rumors still persist of piles of treasure hidden in secret
chambers; the rumors may or may not be true.

TRAPS

Vast numbers of sprung traps litter the catacomb’s
otherwise regular, featureless hallways. Wise adventurers
regard those few stretches of the tunnels that lack sprung
fraps with great trepidation, because it stands to reason
that several traps must still remain active.

Spike Trap

The spike trap, described in the journal entry at the
beginning of this section, appears to be the most popular
trap used in the Southern Catacombs. Their makers con-
cealed the traps along the tunnel walls, carefully hiding the
spikes in the spaces between the stones. A thin layer of
mortar completely conceals other spikes, making these
traps much more difficult to detect.

Detection Difficulty: 15

Disarm Difficulty: 15

Trigger Condition: Pressure plate or trip wire

Trap Initiative: 25

Trap Effect: Spikes shoot out from cracks in the
walls on both sides of the hall, striking the character
who tripped the trap. The spikes do Step 23 damage to
the victim. If the trap achieves an Armor-Defeating Hit
against the victim, and the character takes 20 or more
points of damage, he or she is impaled on the spikes.
Other characters may attempt to ease the victim off the
spikes; to do so requires a successful Dexterity Test
against a Difficulty Number of 18. If the test fails, the
gamemaster makes a Step 10 Damage Test against the
victim.

Once triggered, most spike traps block the corridor. To
push the spikes back into the walls, a player character must
make a successful Disarm Mechanical Trap or Dexterity
Test against a Difficulty Number of 15.

Option: If the gamemaster left the Southern
Catacombs open as a potential home to various creatures,
scurriers might well find it prime hunting ground. These
small humanoids fix and reset old traps to catch their vic-
tims, and so explorers might fall afoul of the same traps
over and over again.

ENCOUNTERS

The nature of typical events and meetings the charac-
ters experience here depends entirely on what inhabitants
the gamemaster chooses to place in the Southern
Catacombs,

ADVENTURE IDEAS

As with encounters, the adventure ideas that will
entice the characters into the Southern Catacombs
must grow from the gamemaster’s choices. For inspira-
tion to create unique adventures, gamemasters may
model circumstances in the Southern Catacombs on the
Adventure Ideas sections of other areas of Parlainth, or
consult Adventure Frameworks, beginning on p. 38 of
Parlainth GM.
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—From the personal journal of Thanos Vanous of Vrontok while on
special duty for Provincial Admiral Tularch

My hirelings did not care to be in the War Zone at all, let alone inside the ruins of that
tower known as number 2. The fools feared the wrath of the falsemen. [ had twice attempted
to explain to them that the falsemen do not feel emotions such as anger, not in the way we ,
understand them, but the subtlety of this point eluded them. They might even have refused |
my orders if they knew we stood within the stronghold of a falseman warlord.

Of course, their feelings meant nothing to me. Indeed, | planned to slay them as soon |

as they discovered the true nature of my foray into the War Zone. If my intelligence con-
cerning Guile proved accurate, the falseman and his followers would aid me in disposing of
these witnesses. If my gambit failed—well, better to die in the service of Thera than to live
without honor.

The tower had once been a gigantic guard post built of huge, limestone blocks.

Sometime during the centuries since its erection, it had toppled onto its side. A few like il
still exist in my glorious homeland, though none so large or of such an intimidating
grandeur. I have read that everything in Parlainth was built on a vast scale in order to
impress Theran might on the slow-witted Barsaivian mind. It saddened me to see this once-
proud symbol of our influence so humbled, lying broken on its side in the strangle hold of a
million vines.

My henchmen at first refused to chop their way through the vines, which hung in thick
sheets from the top of the tower through every hole in the masonry. Instead, they tried to
slip through the growth as if through a curtain over a tavern door. But the vines refused to
yield. They clung to my companions, seeming to clutch at and touch them as intimately as a
lover. Only after 1 duped my followers into believing that the falsemen were hard of hearing
were they willing to hack at the plants.

As the axes struck at them, the vines seemed to shrink away. I could have sworn that |
heard a faint hissing, as if the plants swore vengeance on us. I could not resist the thought
that the vines' strange behavior symbolized all too accurately the state of affairs throughout
Barsaive. Our former rights over this Passions-forsaken land lay in ruins, its wild and
ungrateful denizens resisting our cleansing return.

As if to confirm my darkest broodings, one of my hirelings—the ugliest elf I ever
beheld—cleared a set of vines to reveal a great seal of Thera. It was a fine specimen of sixth-
century glazed ceramic heraldry and would have fetched a fine reward from the Directorate
of Antiquities. The colors of the seal shone as brightly as when they were first fired, still

proudly proclaiming Thera’s power and grandeur.

The elf returned his hatchet to his belt and rummaged through his pack. 1 felt a terrible
premonition of what was about to occur, but could do nothing to stop the elf lest I show my
hand before reaching Guile. As I watched, angrily helpless, the elf drew a mace from his
pack and delivered a ferocious rain of blows upon the great seal, shattering it into colored
dust that he and the others proceeded to spit upon. Fortunately, they did not observe that [
refrained from joining them.

I resolved to take care of the elf personally.







VERVICW

Originally named the Military Quarter,
the War Zone lies aboveground and forms
the western quadrant of the city.

The Western Catacombs lie below the
War Zone, and many open pits and craters
provide access to the underground tunnels.
Explorers find these entrances difficult to reach; thick vege-
tation obscures many, and many more lie in the middle of
falsemen-controlled territory.

DESCRIPTION

The War Zone is an open, flat area devoid of all con-
struction save several ruined buildings and broken bits of
statuary, but completely overgrown by a thick carpet of
jungle plants. Even the walls of the quarter display a layer
of living green. The dense vegetation can only be hacked
through with a machete or similar thick blade, and it grows
back with alarming swiftness. Excavation becomes espe-
cially difficult; by the time a team of diggers uncovers the
foundations of a building or a catacomb entrance, a pla-
toon of hungry plants covers the soil they exposed in the
process.

Of any buildings in the city, the buildings under this
canopy of green are in the worst condition. Even in the
Smalls, for example, explorers can still guess at the pur-
pose of each structure. The War Zone, by contrast, is liter-
ally a pile of rubble, and explorers can only guess at the
original purposes of most buildings there.

USES

The Military Quarter once housed a sizable contingent
of the Theran Infantry in Barsaive. (For information on the
role of the Theran Infantry in fifth-century TE politics and
military affairs, see History of Parlainth, p. 8 of Parlainth
GM.) Barracks, parade grounds, administrative buildings,
stables, smithies, and supply depots covered the area.
Because the Military Quarter’s architects intended it to be a
display of Theran might as well as serve a practical pur-
pose, they designed many of the buildings to be much larg-
er than function demanded and placed threateningly mar-
tial statuary throughout the quarter.

As the Scourge approached, Parlainth’s Theran mas-
ters put the infantry to commercial use, capturing and
guarding slaves for shipment back to Thera. Most slave
pens lay beneath the quarter now known as the Vaults, but
at the height of slaving fever, the War Zone’s parade
grounds housed thousands of captives. The infantry com-
manders hastily built guard stations to control these thou-
sands, often by converting barracks or administrative
buildings.

During the city’s civil war, which began soon after
Parlainth’s disappearance, contending armies of rebels and
loyalists fought over the War Zone’s supply depots and
magical siege engines, destroying both sources of might in
the process. The war reduced the once-mighty Military
Quarter to a shambles before the battleground shifted to
the Vaults.

When the Horrors had slain all of Parlainth’s Name-
givers, they completed the destruction of the War Zone by
using it to stage elaborate, pointless war games to alleviate
their boredom. The Horrors preferred to set their falsemen
against each other in the War Zone because the now-flat-
tened buildings gave them a clear view across the open
plain.

Parlainth’s return to Barsaive prompted the onslaught
of the strangling vegetation now covering the War Zone.
Greenery of some sort covers most of the Forgotten City,
but the plants in the War Zone seem more robust and tena-
cious than those in other areas. The gamemaster may
choose to explain this phenomenon with one of the option-
al reasons given below.

Option 1

The plants thrive on a magical nutrient, an uninten-
tional side effect of magical experiments conducted under
the surface of the War Zone for many years before the
Scourge. Only the soil of the War Zone contains this
unique element.

Option 2

Questors of Jaspree secretly intend to coax the jungle
into reclaiming the ruins of Parlainth, beginning with the
War Zone. They keep their project secret because the
questors fear reprisals from the treasure-hungry explorers
of Haven. The questors believe that the Horror-filled ruins
must contain things Name-givers should not know, and
that Barsaive will be a better place as soon as a protective
layer of greenery completely buries the Forgotten City.

Option 3

The spirit of a mighty Horror believed slain during a
war game actually merged with the nearby jungle, creating
a malign intelligence. It plans to take over the ruins, there-
by “winning” the game it lost centuries ago.

Characteristics of Local Plants

Many plants in the War Zone can harm characters
exploring the area. Some of these are described in the
Creatures section of Parlainth GM; others are simply
deadly variants of common plants.

The sap of certain plants is caustic and can injure char-
acters who touch it. The sap causes Step 5 damage once per




round for 5 rounds. The leaves of many plants grow sharp
edges, often coated with poisonous oils. These toxins have
a Step Number and Spell Defense of 10, and can cause
paralysis or even death (see Poisons, p. 207-8, ED). Some
plants squirt poisonous or acidic fluids when cut, making
clearing these plants with swords or machetes very risky.
These acids do Step 12 damage for 5 rounds.

MAP

The War Zone map shows the specific ruins that
Pagmor Gilt-Throat’s betting operation uses as
landmarks (see Running Adventures in
Parlainth, p. 49 of Parlainth GM). The relatively
intact remains of three toppled towers lie to the
northwest. Piles of smashed stone line the
southwest laneway, the rubble placed
there by game-playing Horrors; a fifth
mound sits to the north of the towers,
Four of Parlainth’s familiar pyramids
also remain, though badly eroded.
Some unimaginably powerful Horror
magic created the ravine that cuts
through the center of the War Zone.
The ravine intersects with the
Western Catacombs, and the most
desperate losers in the ongoing
falsemen wars usually make their
stand in its depths. This landmark is
extremely well defended.

[XPLORATION

Because the War Zone’s main
inhabitants are the falsemen
engaged in their never-ending
wars, everything the player char-
acters experience in this area
somehow relates to the falsemen
and their conflict.

INFABITANTS

During the seventh century TE, the
Horrors gathered the falsemen of Parlainth into
the War Zone and began using them to fight full-
scale mock battles. In order to make them fiercer and capa-
ble of some independent action, the Horrors Named the
falsemen. Because Naming an object changes its magical
pattern, reNaming these magical constructs gave them
rudimentary personalities and desires and heightened their
marginal intelligence. The Horrors, of course, Named their
falsemen according to traits they found desirable in fight-
ers, traits most Barsaivians consider negative or dangerous.

Recognized and distinct falsemen still active in the War
Zone include Backstabber, Vicious, Merciless, Wicked,
Foul, Murderous, Fiendish, Enraged, Menace, and
Inexorable. The Horrors reserved these more impressive
names for stonemen and steelmen, the falsemen construct-
ed of the sturdiest material. Waxmen and strawmen, the
last of which the Horrors learned to make themselves, tend
to carry demeaning names such as Stink, Suicidal, Dregs,
Sneak, Filth, Rot, and so on.

A falseman’s personality corresponds directly to its
name, which limits as well as defines its actions and
abilities. Falsemen are one-dimensional beings, more
like walking, talking, abstract concepts than people.
Conversing with a falseman can be quite tiring, as the
falseman always returns to a few simple state-
ments and ideas. Falsemen have no gender, and

are referred to as “it” rather than he or she.

To determine the nature of falsemen
and/or create falseman characters, the
gamemaster may use the following
options.

Option 1

Falsemen cannot develop con-
sciousness beyond their rudimentary
personalities. Those corrupted by
Horrors lie beyond redemption,
though falsemen with names like
Deception and Liar might try to
convince adventurers otherwise.
Player characters may slay falsemen
on sight without guilt.

Option 2
Few falsemen rise above the limits
of their names, but some eventually
developed self-awareness and con-
i science. These falsemen feel over-
\ =% whelming guilt at what they have
Py done and torment themselves with
: \_z\ # fear of the Horrors; such beings might
Phili be willing to help adventurers who win
/o their trust. Player characters should give all
falsemen the benefit of the doubt, in case they
meet one of the few capable of virtue.

Even though their Horror masters abandoned them,
the falsemen still wage pointless wars over control of the
remnants of buildings arbitrarily dubbed strategic in the
War Zone. As new splinter groups arise, allegiances shift,
and the falsemen mark their changing loyalties by wearing
arm bands of different-colored fabric. No group ever man-
ages to win a decisive victory, and so no one group truly
controls the War Zone. Falsemen serving on the side of a
general who seems close to winning invariably rebel and




begin fighting over the spoils before victory is won. The
current state of affairs began in 1504 TH, when three major
factions existed. One of them stood on the verge of wiping
out the other two until early 1505, when rebellious officers
within it split the faction into three separate parties. In the
current year, 1506, one of the smaller original factions
gained equal footing with one of the splinter groups, and a
third group made up of falsemen who oppose both of
those factions is slowly gaining strength.

Though no falseman controls the entire War Zone, all
of them act either Unfriendly or Hostile toward outsiders
(see Social Interactions, p. 235, ED). Explorers who wish
to travel through the War Zone unmolested may want to
secure the permission of the leader who currently controls
the part of it through which they plan to pass. Such per-
mission does not guarantee safety, however; a new battle
may shift faction boundaries within a matter of hours.
Allying with falsemen also poses danger. Though some of
them try to recruit skilled fighters from adventuring par-
ties, these Horror-corrupted falsemen simply cannot get
along with Name-givers for extended periods. At any
moment, a falseman may snap and suddenly assault a
Name-giver it appears to have befriended.

The falsemen wars are curious affairs bound by bizarre
rules incomprehensible to all but the falsemen. Falsemen
rarely die in battle, instead withdrawing when faced with
superior forces. The standard rules of the war allow one
falseman to defeat another without hitting it, but when
Name-givers become involved, the falsemen show them no
mercy, attacking with lethal force whenever possible.

Some residents of and visitors to Haven bet on the
falseman wars (see p. 48, Parlainth GM). Gamemasters
who wish to randomly determine the progress of the vari-
ous falsemen factions can use the system provided in that
book.

Prominent Falsemen

At present, two steelmen stand at the top of the heap
in the ongoing falseman wars, Guile and Smasher. A stone-
man named Never Surrender is forming an army from the
remnants of other forces defeated by Guile and Smasher,
and the fortunes of all three armies shift from week to
week. If the player characters remain in Haven for any
length of time, they hear frequent reports that up-and-com-
ers now lead in place of some of these figures. A stoneman
named Viper, for example, is quietly recruiting rebels with-
in Smasher’s camp in hopes of supplanting that leader;
Viper may succeed at the gamemaster’s discretion.

Game statistics for the three most prominent falsemen
appear below. For more information about falsemen, see
the Creatures section, p. 66 of Parlainth GM.

Guile

Attributes

DEX: 10 STR: 18
PER: 16 WIL: 14

Initiative: 11
Number of Attacks: 2
Attack: 12
Damage: 20
Number of Spells: NA
Spellcasting: NA
Effect: NA

Death Rating: 70
Wound Threshold: 15

Unconsciousness Rating: Immune

Legend Points: 600
Equipment: None
Loot: None

Commentary

TOU: 18
CHA: 13

Physical Defense: 10
Spell Defense: 8
Social Defense: 10
Armor: 16

Mystic Armor: 0
Knockdown: 18
Recovery Tests: 0

Combat Movement: 25
Full Movement: 50

Guile loves trickery and prefers to achieve victory by
underhand methods. Whenever it serves its purpose to do
50, Guile deceives. Its favorite phrase, which it repeats ad
nauseam, is, “Victories are won or lost before the battle
begins.” Guile gladly accepts help from adventurers, but
feels compelled to betray them even if betrayal does not

serve its long-term interests.




Smasher

Attributes

DEX: 10 STR: 20
PER: 12 WIL: 12

Initiative: 11
Number of Attacks: 2
Attack: 15
Damage: 25
Number of Spells: NA
Spellcasting: NA
Effect: NA

Death Rating: 70
Wound Threshold: 15

Unconsciousness Rating: Immune

Legend Points: 600
Equipment: None
Loot: None

Commentary

TOU: 18
CHA: 12

Physical Defense: 13
Spell Defense: 8
Social Defense: 8
Armor: 16

Mystic Armor: 0
Knockdown: 20
Recovery Tests: 0

Combat Movement: 25
Full Movement: 50

Never Surrender

Attributes
DEX: 8 STR: 18
PER: 10 WIL: 10

Initiative: 10
Number of Attacks: 2
Attack: 11
Damage: 22
Number of Spells: NA
Spellcasting: NA
Effect: NA

Death Rating: 55
Wound Threshold: 13

Unconsciousness Rating: Immune

Legend Points: 600
Equipment: None
Loot: None

Commentary

TOU: 12
CHA: 10

Physical Defense: 12
Spell Defense: 5
Social Defense: 5
Armor: 13

Mystic Armor: 0
Knockdown: 18
Recovery Tests: 0

Combat Movement: 25
Full Movement: 50

Smasher is brute force incarnate. The frontal assault
constitutes the only strategy in its playbook; “We smash
them now!” is its battle cry. Smasher respects only the big
and strong and will not ally with Name-givers who display
any thought or impulse beyond simple brutality.

Never Surrender embodies beleaguered determina-
tion. Less clever than Guile, weaker than Smasher, it hopes
for victory through perseverance. Never Surrender willing-
ly waits until its foes make rash mistakes on which it can
capitalize. It tends to repeat its own name, saying, “We will
never surrender; never surrender.”




At one time, treasure and loot abounded in the War
Zone. The Horrors collected coins, gems, and magical
items from other areas of Parlainth and brought them to
the War Zone to use as trophies for their falsemen. Though
the falsemen more frequently fight over possession of a
crumbled ruin or unique hunk of rock, some remarkable
pieces of jewelry still serve as trophies. Most former tro-
phies, however, simply lie discarded among the tangled
vegetation and crumbled buildings. To find these valuable
pieces requires a systematic, painstaking excavation, a
nearly impossible task in the midst of warring, homicidal
falsemen. Those lucky few to emerge from the War Zone
carrying treasure found their booty through dumb luck.

TRAPS

Guile’s forces continually construct primitive traps to
hamper their rivals, mostly pits and snares. The dense veg-
etation also creates natural pit traps. Vines that look like
part of the jungle floor often conceal a steep drop into the
Western Catacombs. The pit traps built by the falsemen are
much more primitive than those found in other areas of
Parlainth.

Pit Trap

Detection Difficulty: 7

Disarm Difficulty: 7

Trigger Condition: Trip vine

Trap Initiative: 10

Trap Effect: Victim falls into 15-foot-deep pit, taking
Step 6 damage. Spikes stick out of the floors of some of
these pits and inflict additional Step 7 damage to the vic-
tim.

ENCRUNTERS

The following three encounters represent typical
events and meetings the characters may experience as they
travel in the War Zone.

Meeting Humorless

While hacking through the underbrush, the characters
hear a commotion ahead. They emerge from the under-
growth into a small clearing where they see a stoneman
named Humorless beating a flamboyantly garbed male
dwarf to death. The dwarf, a swordmaster, made the mis-
take of Taunting the stoneman. The Taunt effect lasts for
another 3 rounds after the characters appear, reducing each
of the stoneman'’s steps by 2; for Humorless’ statistics, use
the game statistics given for Never Surrender, p. 29. If the
adventurers remain motionless, the furious stoneman fails
to notice them and stomps off to rejoin its fellows in

Smasher’s army. If the characters attract Humorless’ atten-
tion, it attacks them. In either case, the swordmaster dies.
He ventured into this dangerous area because he was
down on his luck; he carries little useful gear, and his
purse is empty.

War Trophy

The characters come upon a crude effigy made from
the hollowed-out head of an espagra; someone attached
jehuthra limbs to it as additional horns, and impaled it on a
stake. A character who makes a successful Evidence
Analysis Test or other appropriate test against a Difficulty
Number of 9 realizes that the effigy is the totem of one of
the falseman armies. If the adventurers take the symbol
away from Parlainth with them, dogged and stealthy
strawmen belonging to Guile’s forces pursue them as far as
Haven. By taking the trophy, the characters unknowingly
join the never-ending war game. Strawmen repeatedly
ambush them until they return the trophy to Guile’s terri-
tory, which shifts constantly. If the player characters
destroy the totem, they must create a new one similar
enough to the original to deceive the angered falsemen.
Depending on the gamemaster’s story needs, the strawmen
can offer a real threat or simply be a nuisance.

Tiny Bauble

As the characters pass through or near a stand of
trees, a glint of light strikes the eye of any character who
makes a successful Perception Test against a Difficulty
Number of 7. High up in a thin, gnarled tree, that adven-
turer sees a jeweled necklace dangling from an overhang-
ing branch. A quick look at the tree reveals that its bark
consists of a sheath of sharp needles; anyone firmly
grasping the trunk or a branch takes Step 7 damage for
every round that he or she holds onto the tree. The
gamemaster should reward any clever scheme to get at
the necklace; for example, an archer may use his or her
True Shot Talent to slice through the twig supporting the
jewels. However, the adventurers must get the treasure
swiftly. At the end of 10 rounds, a pack of waxmen
appears that outnumbers the characters 3 to 1.

The necklace is worth 200 silver pieces and may also
provide a clue to the location of a greater treasure
(gamemaster’s discretion). A chakta bird picked it up from
the jungle floor, then dropped it while fleeing an espagra.

ADVINTURL IDEAS

The following adventure ideas represent typical rea-
sons characters might have for venturing into the War
Zone and include optional explanations for the circum-
stances and situations they discover there.




FIXING THE WARS

An ork known as Claydigger approaches the adven-
turers with a proposition to manipulate Pagmor Gilt-
Throat, the troll bookie who runs the betting on the false-
men wars (see pp. 27 and 48, Parlainth GM). Claydigger
took a long-shot bet on Guile to retake a ruined pyramid
known as the Depot by the end of the following week. If he
wins, he wins big; a loss puts him in big trouble with
Pagmor and the bookie’s assorted enforcers, because
Claydigger does not have the money to pay up. The ork
offers the adventurers a percentage of his winnings if they
head to the War Zone and influence the bat-
tle so that Guile takes the Depot by
the appointed time.

DESTR®YING THE FALSEMEN \

A consortium of entrepre- (f '
neurs arrive in Haven and
announce that they will pay
adventurers to head into the
War Zone and destroy the
falsemen. The consortium
offers bounty for falseman
heads: 50 silver pieces for a
strawman, 75 silver pieces for
a waxman, 500 silver pieces for
a stoneman, and 1,000 silver
pieces for a steelman. Once the
consortium’s expert verifies that the
heads are genuine, they return these
dubious trophies to the adventurers,
who may sell them as art objects. The gamemas-
ter may decide that one of the following options represents
the truth in this adventure.

Option 1

The entrepreneurs are legitimate, but the bounties too
low to compensate for the dangers of an expedition into the
War Zone. At the rate adventurers can possibly succeed in
thinning the ranks of the falsemen, it will take decades for
this scheme to make the War Zone safe for excavation. In the
meantime, other dangerous creatures tend to take the false-
men'’s place. After several of their members venture into the
War Zone and fail to return, the Loyal Order of Delvers and
their rivals, the Association of Unaffiliated Explorers, unite to
run the entrepreneurs out of town. In response, the entrepre-
neurs hire the adventurers as advocates to persuade the two
organizations to let them stay.

Option 2
The entrepreneurs are Theran collaborators seeking to
reduce the number of explorers in Parlainth by sending as

many as they can on a suicide mission. Low bounties not
withstanding, many desperate adventurers consider the
difficult task of dispatching falseman in the War Zone
more likely to pay off than a treasure hunt in any area of
the ruins. In this case, the player characters expose this
despicable deception by Thera’s imperialist lackeys.

Option 3

Guile bribed the consortium to take out its opposition,
supplying them with treasure in exchange for their services.
They assign the bounty hunters to specific areas of the War
Zone, supposedly to stop explorers from poaching
falseman heads from one another. Actually,
. the stakeouts guarantee that explorers
hunt falsemen only in territories
belonging to Smasher and Never
Surrender. Admirable player char-
acters can expose this scandal and
bring the traitors to justice. Less
scrupulous ones might accom-
R i pany the entrepreneurs into
%47 Guile’s territory to collect their
reward. Of course, Guile plans
to betray its erstwhile allies (and
the adventurers) rather than give

up a valuable trophy.

g3  BRING ‘EMBACK ALIVE

< A group of disagreeable trouba-
» R dours comes to town and sets up a
‘;: seedy carnival. Among the most popular
attractions is a fight to the death between a bat-
tered stoneman and an untamed, vicious creature of some
sort; many of Haven's explorers enjoy betting on these
bloody matches, making the fights a source of income for
the carnival. The troubadours offer a generous bounty to
adventurers who bring them unusual live creatures (no
Horrors, please) in fighting condition. In this adventure, the
player characters can pick up some cash while facing the
interesting challenge of bringing the creatures back alive.
As soon as the match begins, the stoneman launches
into a pleading speech, asking spectators to set it free; it
claims to be a sentient being, which should not be
enslaved. A debate ensues, heated enough to escalate into a
brawl. Most Havenites revile the practice of slavery, but
many are equally disturbed by the idea that falsemen may
be more than unthinking constructs to be destroyed on
sight. If the adventurers argue on the side of the falseman,
it begs them to show their heroism by freeing it. If they
argue against it, the troubadours offer them a generous
bounty to recover the stoneman after a group of fanatical
abolitionists frees it.




WESTERN CATACOMBS

—From the adventuring log of Vassily Vos, one-time thief for Anderly’s
Adventurers

1 hate magic. I don't know how I got talked into entering the worst cesspool of tainted,
cruel, strange magic in all of Barsaive. That's a lie. I do know. Mothers, don’t let your
daughters marry no wizards, that's all I can say. Their husbands will always get them into
bad trouble.

Zydek insisted that we explore the famous Western Catacombs of Parlainth. [ said let’s
not push our luck, let’s be happy with the money Throal paid us for breaking up that slave
ring. But you know wizards when they sniff a mystery. And there's no bigger mystery in
this world than the Western Catacombs, or so Zydek says.

So we hired some local talent at loose ends, including one who knew a way into the
catacombs. Zydek acted just like a little boy at fair day, stopping to look at every picture on
the walls, babbling about inscriptions, touching everything. If we'd run across anything
fragile, he'd have broken it for sure. :

After what seemed like a decade, we stopped in front of a door that looked like it had
been shut for a thousand years. Ten feet high, solid silver. Zydek was beside himself, won-
dering what lay behind it. Me, I was wondering how we could get it off its hinges and
transport it out of the catacombs. And how in the name of the Passions we could ever
arrange to sell such a thing. After muttering under his breath for a good long time, Zydek
dispelled the magical lock on the door. It took all our combined strength to get the huge
thing open but it swung into the room with nary a creak, as silent as if it'd been oiled.

We stepped inside, and the light crystals in the wall sconces flickered to life as if they
knew we were there. I didn’t like that. Big room, maybe forty feet up to the vaulted ceiling.
The room looked to be an almost perfect circle, and right off I noticed two strange things.
One section of the wall, the one we faced, looked like a slice of the night sky, full of coldly
twinkling stars. And in the dead middle of the room stood an elf in embroidered robes,
frozen with a look of terror on his face, eyes open and unblinking.

Zydek shuffled up to the stock-still elf and the rest of us tensed, ready for something
bad to happen. He looked close at the embroidery—he’s an expert on robe patterns, ancient
and modern—then told us that the robe marked the elf as a nethermancer in the employ of
the Theran government from sometime in the early tenth century. Aside from being frozen
stiff, the elf was in pretty good shape for being five hundred years old.

I looked around the room. Aside from the wall of stars and the frozen elf, the place was
bare. “There's nothing here worth taking,” I said, “so let’s go.”

Zydek said, “My dear, there is no treasure greater than knowledge. " Always says that,
é‘, A E 3 3l the stupid oaf. Makes me want to shake him till his brain rattles against his head bones.

- ‘-ng I started to say, "Try repairing your armor with nothing but knowledge” when the elf
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.ﬂm .ﬂ. into the air. Zydek stepped back, blinded and choking.
Jp ,Hl:\I_Iﬂm!},_u[p.'ijllll'.:hllillr'2;:‘ S g The bits of crumbled elf began to shake and jump, and next thing we know is the dust
i l'ﬂﬂ]ﬂ".;.u-‘ > "'."'l‘mmﬂ"m‘dlﬁ now looks like a dozen or so miniature gargoyles. A tiny gargoyle hits just as hard as a full-
. sized one. Never knew that—could have gone my whole life without knowing it and been
: happy.
..\ . . af . What price knowledge now, Zydek? Hmmm?
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VERVILW

Originally named the Experimentation
Chambers, the Western Catacombs lie
beneath the western quadrant of the above-
ground city. Various expansions of the
undercity left these catacombs virtually
untouched, largely because the magicians
in the area used their clout to resist any changes to their
experimentation chambers.

Above the Western Catacombs is the War Zone, from
which falsemen occasionally fall through their rivals’ pit
traps. Any falsemen encountered in the catacombs work
singlemindedly to get back out to the War Zone, and there-
fore constitute the chief opposition to explorers wishing to
enter the Western Catacombs.

DESCRIPTION

The Therans built the Western Catacombs with wider
corridors and larger chambers than most other parts of the
underground city. Sconces that once held light quartzes
line the hallways and chambers, though most of the gems
are shattered or missing. Grasping tendrils of the War
Zone's thriving plant life choke the small air vents near the
corners where the walls and ceilings meet, vents that might
at one time have provided passage for windlings. The
gamemaster may decide to link the lingering malign ener-
gies of the Western Catacombs and the uncanny virulence
of the War Zone's vegetation.

The tunnel and chamber ceilings are of sculpted plas-
ter, the walls finished with limestone slabs. The slabs bear
stylized, magical characters chiseled into the stone with
fine attention to detail. Many explorers mistakenly believe
them to be wards, but the designs serve only as decoration.
If translated, the magical characters spell out slogans of the
Theran Empire, such as, “We labor not for Thera, but for
the world,” “Civilization brings responsibility,” and “The
whip when persuasion fails.” Many of the slogans are
unreadable; Horrors, captives, and legions of explorers
have chipped away at the stone and carried away many
large chunks. Other wall sections are discolored, scorched,
buckled, scratched, and even melted.

Colored marble tiles, arranged in pleasingly regular
geometric patterns cover the floors. Intricate mosaics at
corridor intersections depict the great magicians of Theran
history in dramatic scenes. Limestone fragments, dead
leaves, rat droppings, and shards of bone obscure most of
these designs.

The experiments performed in the catacomb chambers
dictated their varied shapes. While rectangular chambers
are the most common, others form pentagons, hexagons,
octagons, and even circles. Heavy iron doors once protect-

ed each chamber. Explorers now find eight out of ten doors
standing open or torn off their hinges, bent into new
shapes, or melted. The few doors that remain closed are

‘held shut with powerful magical locks of Spell Defenses

ranging from 10 to 15. Explorers who succeed in opening
these locks sometimes gain access to rooms untouched
since the early seventh century TE; in other locked rooms,
destructive forces crept in through vents to damage or
destroy their contents.

Chamber floors and walls are finished in undecorated
limestone slabs, many badly damaged by unknown forces.
Most rooms suffered structural damage that makes them
unstable and prone to collapse, and cave-ins often kill
explorers who poke about without sufficient caution.

USES

Before the Scourge, Parlainth’s Western Catacombs
served as one of Barsaive’s great centers of magical
research. Parlainth’s creative, unorthodox magicians
earned quite a reputation for innovation, and many talent-
ed Theran sorcerers requested postings to Parlainth to join
their ranks. The decision of the Parlainthian magicians to
flee the Scourge by taking the city out of reality sprang
directly from Parlainth’s rivalry with the Theran School of
Shadows, which many Parlainthian sorcerers considered
too conservative. In retrospect, of course, the “hidebound”
Theran approach proved to be the safer course.

The Parlainthian magicians did not limit their research
to protective magics, but followed several lines of inquiry.
They researched new spells, studied the relationships
between planes, dissected captured magical creatures, and
developed magical techniques of waging war in order to
aid the Theran Infantry in its rivalry with the Theran Navy.

The Experimentation Chambers actually fulfilled their
original use up to the time the Horrors took over the city.
Even after the Horrors appeared, Parlainth’s magicians
worked frantically to come up with a way to defend their
city against them. The city’s most powerful spellcasters
died in the Chambers in a momentous battle against the
Horrors in 612 TE, an epic conflict deserving of a legend—
had anyone survived to tell it. During this battle,
Parlainth’s magicians unleashed a number of powerful
spells for the first and last time, slaying many Horrors.
Those fantastic magical energies also caused most of the
damage to the chambers and passageways.

The spells thrown during this fight soaked the
Western Catacombs with a magical residue that lingers to
this day. Characters using the Astral Sight Talent in these
catacombs can see that the walls, ceilings, floors, and
other remaining structures pulse with mystical energy.
This energy captured like a fly in amber the emotional




resonance of the suicidal triumph of the Parlainthian sor-
cerers and the panic of the dying Horrors. This powerful
emotional aura may cause characters who use Astral
Sight to suffer from feedback. Compare the result of a
character’s Astral Sight Test to his or her Spell Defense. If
the result exceeds the Spell Defense, these ancient emo-
tions overwhelm the character and he or she may only
weep and gasp for a number of rounds equal to the differ-
ence between the Spell Defense and the test result. If the
result reflects an Excellent or Extraordinary success level,
the character also sees visions of that dramatic last battle.
The visions provide gamemasters with an excellent
opportunity to introduce oblique clues to the group’s cur-
rent adventure.

The mystical energy also creates unusual magical
effects within the Western Catacombs, creating a magical
booster or dampener effect at the gamemaster’s discretion.

The gamemaster also determines exactly where and how
these effects occur. The effects last for as long as the charac-
ter remains in the area of effect determined by the
gamemaster.

When serving as a booster, the mystical energy adds 2
steps to the effect of any spell, talent, or spell-like ability
(such as dragon or Horror powers). However, if a character
attempting to cast a spell or use a talent rolls all ones, the
character suffers emotional feedback that lasts for a num-
ber of rounds equal to the difference between the Difficulty
Number of the test in question and the test result. When
dampening magical powers, the energy reduces all tests for
talents, spells, and creature powers by 2 steps.

Option
The gamemaster may use the following option when
the player characters explore the Western Catacombs.




A renegade cell of Parlainthian magicians tried to

study the Horrors hands-on in order to learn enough
about them to fight them effectively. They learned spells
to summon the Horrors from their tainted corner of
astral space, but those taking part in this project became
corrupted by the things they contacted. These corrupted
magicians let the Horrors into Parlainth before other
magicians cast the spells to take it out of the

world. As a result of these sorcerers’” activi-
ties, the Western Catacombs contains a
chamber with an open gateway to
astral space. Fortunately for Barsaive,
the chamber lies behind several
intact locked doors safeguarded
with heavy warding.

MAP

The section shown is
typical of the Western
Catacombs, wide corri-
dors connecting large
experimentation
chambers of different
sizes. Point A is the
entrance to this portion of
the catacombs from the
War Zone, a simple hole
dug through the earth.
Adventurers entering
the catacombs this way
must use spelunking
techniques to do so,
keeping an eye out for
crazed falsemen as they
descend into the chamber
or corridor.

CXPLORATION

The following inhabitants, booty,
and traps represent common encounters in the
Western Catacombs.

INHABITANTS

The area’s mystical energy attracts many magical
creatures, often drawing them to the catacombs against
their natural inclination. Bog gobs, for example, fre-
quent the tunnels, even though the dry, stone passage-
ways bear little resemblance to the bog gobs’ preferred,
swampy habitat. A few groups of cadaver men live in
the Western Catacombs, some exiles from Twiceborn’s
realm and others recently reanimated corpses who

know nothing of the Queen of the Dead. Explorers also
have run across other loathsome creatures, including
crakbills, demiwraiths, ghouls, gargoyles, krilworm
nests, lightning lizards, ogre twins, spectral dancers,
and triplicants. The twisted magic lingering in this area
sometimes bestows on these creatures odd new abilities:
characters should never assume that anything they
encounter here is a normal example of its kind.
The gamemaster may consider the following options
when determining the nature of the Western
Catacombs’ inhabitants,

Option 1
Creatures drawn to this area
remain despite a scarcity of
food, and their desperate
hunger makes them fight and
often slay each other. Most
creatures that explorers
encounter are recent
arrivals, already driven
largely by hunger and
therefore more aggressive
than usual. The bones of
creatures who starved to
death pile up knee-deep in
some chambers.

Option 2

In a curious side effect of
the area’s magical energies,
creatures who live in these
catacombs require much less
sustenance than normal. In a
sense, the magic feeds them,
With the need for food sub-
stantially reduced, the crea-
tures need not prey on each other
to survive, and so many of them stay
near their nests rather than pursuing
intruders. Many of the creatures live unnaturally long
lives; some have been in the catacombs almost since
Parlainth’s return. Characters might be surprised to find so
few creature remains.

BOOTY

The Western Catacombs contain a treasure worth
more than gold and gems—magical information. The tini-
est scraps of documents retrieved from the tunnels and
chambers produce eager bidders among agents of Throal,
the Therans, and the Blood Warders of Blood Wood.
Explorers may find grimoires, magical tomes, equipment




for arcane research, new spells, and magical items (intact
or otherwise) in the Western Catacombs.

TRAPS

The magic that permeates the catacombs is slowly
twisting the area, creating impossibly strange magical
traps to greet the unwary. Spontaneously generated illu-
sions abound. Examples of typical traps include stairways
that appear to go up but actually go down; passageways
where gravity suddenly reverses itself; poisonous mists;
and warps in space that transport characters elsewhere in
the catacombs, the city, or even in Barsaive. Barriers of
magical force, both visible and invisible, move randomly
throughout the tunnels and chambers; spells known and
unknown fly at intruders from the empty air. For an
account describing some of these strange occurrences, see
Disturbing Wonderments of the Western Catacombs in
Vardeghul’s Trove of Lore.

Note that the area’s magical traps often move from
place to place or suddenly coalesce at random. Most of
these traps have nethermancy or wizardry spell effects.
Many of the traps resemble shimmering fog or a wall of
energy and so are easy to see.

Magical Trap

Detection Difficulty: 5

Spell Defense: 19

Disarm Difficulty: 19

Trigger Condition: The gamemaster makes a Step 17
Spellcasting Test against the Spell Defense of any character
inside the fog. If the test is successful, the character triggers
the trap.

Trap Initiative: 30

Trap Effect: The trap casts an Onion Blood spell (p. 86,
ED Companion) against the character who triggered it.
The spell has Spellcasting Step 17 and Effect Step 23, and
does damage in each round for 10 rounds.

Secret Doors

The Western Catacombs also contain many secret
doors to rooms and passageways, created by the residents
of the area to hide experiments and allow discreet travel
through the catacombs. In many cases, what an explorer
might take for a magical trap is in fact the mechanism for
opening or closing such secret doors. Most secret doors
close automatically after a certain amount of time, often
only a few minutes. The gamemaster may choose to use the
secret doors according to the following option.

Option: During their research into the magical con-
cealment of Parlainth, its sorcerers opened gateways to
various realities. Creatures from other games or fictional
sources that are otherwise incompatible with Earthdawn

might exist in the Western Catacombs, having fallen into
the tunnels through these gateways. Gamemasters who
want to thoroughly confuse the adventurers can also let
them fall through these gateways to other game settings,
anything from other fantasy worlds to completely different
genres.

ENCRUNTERS

The following three encounters represent typical
events and meetings the characters may experience as they
travel through the Western Catacombs.

Threads

As the characters wander through the catacombs,
make secret tests for any characters with Thread Weaving
Talent against a Difficulty Number of 6. Characters whose
tests are successful detect a number of unattached threads
moving through the air, undulating as if alive. Have the
characters who notice the threads make Charisma Tests
against a Difficulty Number of 5; if any character is suc-
cessful, the threads float over to him or her and affection-
ately entwine themselves around that character’s ankles,
arms, and legs.

These loose threads exist as a result of a centuries-old
magical experiment in which a magician managed to give
them animal-level intelligence. Finding no immediate use
for his discovery, he abandoned the experiment and
trapped the threads inside a crystal, which other explorers
recently broke. The sentient threads now roam the cata-
combs looking for human companionship. Explorers
“adopted” by the threads discover that their strange new
“pets” seek them out whenever they return to the Western
Catacombs.

This encounter poses no danger to the explorers, but
they do not know this and therefore might find it unnerving.
Use the threads to foreshadow a powerful magical menace;
as the explorers get closer to the magical threat, the sentient
threads skitter away in fear. Explorers of lower Circles
should interpret this behavior as a warning to turn back.

Passageway

Once the player characters have spent considerable
time in the Western Catacombs and traveled a reasonable
number of its passageways, make a secret Detect Trap Test
against a Difficulty Number of 14 for any characters who
possess that talent or skill as they march through yet
another corridor. Those whose tests are successful see a
shimmering in the air ahead. The shimmer blocks the
entire corridor, and represents a magical trap triggered by
anyone walking through it. Characters who achieved an
Excellent success have a hunch that the trap will sweep
them away to another location if they step through it. To




dispel the trap requires a successful Dispel Magic Test
against a Difficulty Number of 18.

If the characters walk through the trap, it transports
them to a stretch of corridor virtually identical to one they
have already explored. Only those characters who consis-
tently paid close attention to the carvings on the walls can
immediately identify their location.

This trap, set by Parlainth’s magicians just before
their last stand against the Horrors, was designed to con-
fuse and delay the enemy. The magical energies from the
last battle warped the trap so that this magical phenome-
non now travels through the catacombs, moving to a dif-
ferent position with every sunrise. An inconvenience
rather than a hazard, this trap makes reliable mapping
difficult and can prevent the characters from returning to
a particular chamber if the gamemaster so desires for
story purposes.

Obsidiman Demiwraith

The characters pass through a secret door, entering a
largely unexplored area of the catacombs. As the characters
round a corner, they hear a voice ahead calling, “Thank
goodness you've come! Quick, free me, before the Dwallik
shows up!” They walk toward the voice, turn another cor-
ner, and see an unarmed obsidiman chained to a huge,
metal spike driven through the tile floor.

The captive is Thombara, an obsidiman-turned-demi-
wraith whose existence has been prolonged by Horror pos-
session. Make secret Perception Tests against a Difficulty
Number of 5 for any obsidimen or other characters with
knowledge skills relating to obsidiman anatomy. If any
character’s test is successful, he or she realizes that
Thombara is dead and decaying. No one else can tell a
dead but animate obsidiman from a normal one.

Thombara claims to be the prisoner of the Dwallik, a
grotesque, insect-headed Horror keeping him as a play-
thing. He begs the adventurers to break his chains and free
him. If they ask how he came to be taken prisoner or
request other, similar information, he says only that the
Dwallik could return at any moment. If the adventurers
choose to leave him, he begs them to reconsider until they
pass out of earshot.

The magic of the Western Catacombs has made
Thombara immortal. Whenever his Death Rating falls to 0,
he turns into a noxious-smelling mist of a particularly evil
shade of yellow. Within 24 hours of his “death,” he reap-
pears at a random location in the catacombs. A single-
minded demiwraith, Thombara pursues the same explor-
ers until he succeeds in slaying them. Nine years ago, he
waged such a campaign against a group of troll adventur-
ers who finally realized they could only get rid of him by
imprisoning him. They overpowered him, dragged him

back to the Western Catacombs, and chained him to the
floor. Since that time, Thombara waits for someone to free
him. Once released, he attacks his rescuers even if he is
hopelessly outmatched. If killed, he comes after them once
he re-forms, and pursues them until the adventurers
imprison him again.

Thombara boasts no intelligence; he simply finds his
quarry and launches a frontal assault. He can pose a signif-
icant threat to beginning characters, especially if he finds
them alone. Higher-Circle characters find Thombara to bea
colossal nuisance, always attacking at the most inconve-
nient moment. He may leap upon adventurers during love
trysts, business negotiations, political meetings, and so
forth. Before pouncing, he shouts his battle cry, always a
variation of, “This time you shall not defeat me, fools!”

Each time the adventurers reduce Thombara to mist,
the adventurers collect 225 Legend Points. The trolls who
chained him stripped him of any treasure, so he carries
nothing of value. Before returning to confront the adven-
turers after his first attack, he recovers a weapon from the
ruins and uses it in subsequent assaults.

For game information on demiwraiths, see p. 290, ED
or p. 64 of Parlainth GM.

ADVENTURL IDEAS

The following adventure ideas represent typical rea-
sons characters might have for venturing into the Western
Catacombs.

LIVING MURAL

The explorers find a moving mural painted on a tun-
nel wall. These legendary paintings, created with illusion
magic, once could be found in every part of Parlainth, but
the Scourge destroyed nearly every one. This mural shows
a group of hardy warriors of various races fording a
stream. They hold their weapons high to ward off a rain of
flaming arrows. Strangely, the faces of the figures in the
painting bear uncanny resemblances to residents of Haven
that the adventurers recognize. One of them even looks
like one of the player characters (determined by the
gamemaster).

Soon after the painting’s discovery, the real-life coun-
terparts of the figures it depicts begin to turn up murdered,
one by one. The order of the killings corresponds to the
order of the figures from left to right, and only two more
victims stand between the killer and the player character.

The painting, designed to inspire the magicians of
Parlainth, placed their faces in a stirring portrait of a
famous battle that the Therans won during the Orichalcum
Wars. The mural’s magic sought out the individuals work-
ing near it and put their faces in the painting, changing as




different magicians came and went from the catacombs. Its
magic has begun to work erratically, randomly picking up
the images of residents of Haven. One of these images is
the killer, a local resident unbalanced by several disturbing
encounters in the ruins. Seeing her own face in the painting
pushed her over the edge, and she is killing the people
shown with her in order to destroy the “evil, soul-stealing
picture.” The player characters must solve the mystery of
the killings before the murderer slays their companion.

SOLE SURVIVOR

A down-on-her-luck human beastmaster by the name
of Jarri Farleaper approaches the player characters and tells
them that she is the last survivor of a band of explorers
who recently died in the Western Catacombs. Jarri and her
companions discovered a secret room full of scrolls, some
of which looked intact, but were attacked by a creature that
looked like a cross between a panther, a dragon, and an
octopus before they could do more than look at the scrolls.
Over too many drinks in a local tavern soon after her
escape from death, Jarri foolishly told both Theran agents
and Blood Warders about the secret room, and that only
she knows how to find it again. Representatives of both
groups threatened to kill her if she gives the secret to the
other. Jarri wants the player characters’ help in getting her
hands on the scrolls, figuring she has a shot at staying alive

if she can carry out enough booty to buy off the Therans
and the warders. In return for the player characters’ aid,
Jarri promises them a piece of this dangerously valuable
trove of knowledge.

TACRIVALS

Incognito representatives from the rival Theran
Infantry and Theran Navy come to Haven to search for
remnants of a fantastic Theran war machine supposedly
developed by Parlainthian magicians (see A Lost Theran
War Machine in Vardeghul’s Trove of Lore). Navy per-
sonnel approach the player characters to hire them for a
delicate task—they are to follow the infantry’s hired
explorers into the ruins, report on their activities, and ham-
per them whenever possible. The player characters should
not search for the war machine themselves, but merely
report any clues they find to the navy commander. They
are not permitted to harm any of the infantry hirelings, as
such action might touch off a nasty feud that neither
branch of Thera’s military can afford. Of course, the
infantry’s group does not necessarily feel similar qualms
about harming the player characters.... The adventurers
may play the assignment straight, doublecross the navy by
approaching people from the infantry, or try to find the
war machine themselves in the hope of profiting by creat-
ing a bidding war.




THL VAULTS

—From the legend of Frustinado, the Wealthy Thief

The pyramid loomed before me, cloaked in a mantle of creeping green. The crippled
dwarf had told me that the chamber of gold awaited me therein. I counted the steps. Seven
steps up, south side—there was the opening to the chamber. I felt my lips smile. Soon the
troubadours would hail the name of Frustinado throughout Haven. I had already calculat-
ed the maximum amount of gold I could carry away—two hundred pounds. I would spend
it lavishly, living like a king to build my legend for all to know. Frustinado, the
Spendthrift Thief. The nickname rang pleasantly in my mind’s ear. I could already feel the
gold between my fingers.

I climbed up the steps of the pyramid, wrapping myself in a protective blanket of
silence, stealing the quiet from the surrounding world. The movement required to reach
the chamber would expose me to the greatest danger of being seen. So far, I had found it
child’s play to elude the infamous Unforgivables, but I took no chances. Slowly I moved,
looking all around over the vast area of the Vaults. A dazzling sight, but one I did not care
to linger over. The buildings of the Vaults stood taller than those elsewhere in the ruins,
with larger spaces between them. Not an ideal area in which to practice the art of remain-
ing unseen. In the distance I could see the temple where rumor says the dragon
Charcoalgrin lives. I shuddered at the very thought of her name. I had heard many a tale of
her cruelty and capriciousness from other explorers who sat by the fires of the inns in
Haven; some of them might even have been true.

Though it felt like an eternity, it took very little time to reach the seventh step. Then I
stood before the hole in the pyramid wall that the dwarf had described to me. As I prepared
to step through the opening, my ever-keen instincts alerted me to the presence of a trap. |
swiftly backed away, just as broken knives and sharpened metal fragments rained doun
from above. When the deadly shower stopped, I looked up to examine the sprung trap. The
metal had lain hidden in a net, attached to a nearly invisible wire through an ingenious
pulley mechanism. The trap appeared to be of recent manufacture. This was most unpleas-
antly curious, for the dwarf had described the chamber of gold as untouched.

A voice echoed from the back of the chamber. “ Another visitor for Charcoalgrin,”
it said.

I slowly turned to divine the source of these most unwelcome words and saw a tall,
vicious-looking ork woman accompanied by a motley gang of other Name-givers. All wore
the clay badges I had been warned to fear, and carried an assortment of killing implements.
I found the sight most unsettling.

The ork croaked, “She likes visitors, she does.”

The chamber held not a single piece of the gold that had lured me here. It was bare
and dirty, littered with bedrolls, cooking gear, jars, pots, and stinking garbage. Its lime-
stone walls were stained in many places with the smoke of campfires. Clearly, the
Unforgivables had lived in this place for weeks, if not longer. My hopes of great wealth
died once again, dashed like breaking waves upon a rocky shore.

The ork pointed the tip of her troll sword at me. “Come along now. Charcoalgrin
doesn't like waiting. She wants to talk to you. You do like to talk, eh, human?"”

Never trust a one-legged dwarf.
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VERVILW

Originally named the Administrative
Quarter, the Vaults comprises the northern
quarter of the aboveground ruins. Beneath
the Vaults lie the Northern Catacombs, over
which the dragon Charcoalgrin exerts a cer-
tain degree of control.

DESCRIPTION

The Vaults contain Parlainth’s largest and most eye-
catching structures. Pyramids dominate the landscape,
complimented by many other unusual shapes. Columns,
friezes, and statuary adorn the buildings, and the faded
remnants of murals cover the walls, though time and the
Horrors have defaced the images that once danced upon
them almost beyond recognition. The wide walkways are
paved with clay stones embedded with bits of colorful tile
in geometric patterns. Gardens with statues fill many of the
area’s spacious squares, along with pools and fountains.
None of the fountains run anymore, and the pools either
dried up or became filled with weeds and muck.

Many of the towers in the Vaults collapsed long ago,
and now are inhabited by those who seek refuge under
Charcoalgrin’s leathery wings. Deserted pyramids and
towers offer likely sources of salvageable loot, but
Charcoalgrin’s patrolling Unforgivables make reaching the
loot extremely difficult.

USES

Serving as the heart of the Theran Empire in Barsaive,
the architects designed the Administrative Quarter as an
overwhelming display of Thera’s might and grandeur.
Though many of its buildings served practical uses such as
headquartering Theran officials and their Barsaivian allies,
most were built primarily to impress.

Soon after the first citizens of Parlainth arrived via air-
ship from Thera, the upper classes among them rejected
Imperial Architect Pumous Vectarian’s plan to settle all of
the city’s residents in the residential quarter. Accustomed
to living apart from those they saw as inferiors, the Theran
elite in Parlainth promptly shifted their homes to the
administrative area, near where they worked. Though
straying from the city plan was officially illegal, a simple
bribe to a city manager allowed the upper-crust civil ser-
vants to build their homes in the Administrative Quarter.

As this practice gained increasing acceptance, the rich
began to construct ever more palatial mansions. Built to
advertise their owners’ wealth and status, these ostenta-
tious homes soon became hardly distinguishable from
Vectarian’s pompous office buildings. As the years wore
on, Parlainth’s wealthy spent more and more money and

effort on outdoing their neighbors with larger, taller, more
imposing homes.

During Parlainth’s civil war, Horror-maddened com-
batants looted the mansions; both the war and the Horrors
blasted many a palace and office block to rubble. In the
early days after Parlainth’s return, explorers swarmed over
the Vaults, assuming that the richest-looking buildings
must contain the greatest treasures. Around the time that
Torgak the troll and his people settled a corner of the
Smalls and Named it Haven, the dragon Charcoalgrin took
up residence in the Vaults’ Imperial Palace, using it as her
personal power base. A throng of sinister followers has
patched up many of the buildings around the Palace to use
for housing and defense.

MAP

The map depicts a birds-eye view of the area around
Charcoalgrin’s palace, which faces the Screaming Fountain.
Charcoalgrin spends most of her time under the palace’s
balcony. The three former government buildings nearby
serve as barracks for Charcoalgrin’s gang, the
Unforgivables, though most of the chambers remain
empty. A large number of wooden guard shacks surround
the palace, only two or three of which are occupied consis-
tently (gamemaster’s choice). A small crowd of courtiers
hangs around the awning of the palace, listening to
Charcoalgrin and keeping a watchful eye out for intruders.

EXPLORATION

The following inhabitants, booty, and traps represent
common encounters in the Vaults. The Inhabitants section
also describes and gives stats for the dragon Charcoalgrin.

INAABITANTS

Though any creatures of the gamemaster’s choice can
live in the Vaults, the player characters will certainly run
afoul of the Unforgivables in this area. These renegade
Name-givers and even a few creatures pledge their loyalty
to Charcoalgrin in exchange for a role in an organized, rel-
atively safe society. The Unforgivables wear rectangular,
fired-clay badges in the shape of a stylized dragon head,
made by a group of orks living in the area. Captured
badges may prove useful to the player characters; any crea-
tures or other Unforgivables who spot adventurers wear-
ing them mistake the adventurers for Unforgivables, unless
the observer makes a successful Perception Test against a
Difficulty Number of 6.

Orks, trolls, dwarfs, and humans make up the largest
number of Unforgivables. Only a few windlings, obsidi-
men, and t'skrang belong to the group. Many of the Name-
givers in the gang are adepts of Second through Fifth




Circles, but many are also simply mundane fighters,
thieves, or raiders.

In addition to the Name-givers, the ranks of the
Unforgivables also include ogres and a few griffins, drakes,
and gargoyles.

Charcoalgrin’s statistics and a description of the drag-
on appear below.

Charcoalgrin

Attributes

DEX: 18 STR: 23 TOU: 27
PER: 19 WIL: 20 CHA: 25

Initiative: 21
Number of Attacks: 3

Physical Defense: 25
Spell Defense: 22

Attack: 23 Social Defense: 20
Damage: 12 Armor: 29
Claws (x 2): 30 Mystic Armor: 14
Bite: 32 Knockdown: 27
Number of Spells: (2) Recovery Tests: 12
Spellcasting: 23

Effect: See text

Death Rating: 240
Wound Threshold: 25
Unconsciousness Rating: 220

Combat Movement: 80
Full Movement: 200

Karma Points: 25 Karma Steps: 10

Powers: Armored Scales 25, Disrupt Fate 25, Dragon
Breath 25, Fear 25, Lair Sense 25, Regeneration 15,
Suppress Magic 13, Venom 20, Wingbeat 20

Legend Points: 230,000

Equipment: None

Loot: Charcoalgrin maintains a massive trove of loot in the
several basements of her lair in the Imperial Palace. Far
more coins, gems, magical treasures, and other valuable
items are crammed into the palace than a single adventur-
ing party could hope to carry away in a single trip. If
Charcoalgrin dies by fair means or foul, expect the inhabi-
tants of the Vaults and most likely the Eastern Catacombs
to descend on the palace like locusts and pick it clean.
Magical items aside, the cash value of Charcoalgrin’s trove
is greater than 350,000 silver pieces; any treasure taken
from Charcoalgrin’s vaults is also worth Legend Points.

Commentary

Charcoalgrin takes great pleasure in organizing the
lives of her followers. She knows each one by name and
keeps careful records of their abilities, personalities, and
past histories. She knows when an Unforgivable harbors
mutinous thoughts even before he realizes it himself. She
rewards loyalty generously and punishes the disloyal
swiftly, publicly, and spectacularly. Her political skills
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Player  characters
might reach Charcoalgrin by
entering the Vaults with cap-
tured badges and bluffing
their way past the motley

crew of guards that stands
watch at a respectful dis-
tance from the Grand
Promenade. If suitably
impressed, the guard captain
will approach Charcoalgrin
with the adventurers’

request for an audience. If
this request intrigues
Charcoalgrin, she will allow
the adventurers to approach.
She generally accepts peti-
tions that allude to ways of
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reach such extraordinary heights that if she were not a
dragon, she might be a general or a queen. Over the years,
many explorers have tried to outwit her or undermine her
strength. None have succeeded, and she keeps the gnawed
and shattered bones of those who failed in a special gallery
in the palace.

A compulsive conversationalist, Charcoalgrin keeps a
group of sycophants on hand at all times with whom to
converse. She considers herself an authority on every-
thing, and expertly holds forth on any topic under the
sun. Her lengthy lectures on obscure points of dull sub-
jects often exhaust her underlings, who care little for any-
thing other than food and loot. They take care, however,
not to show their boredom. Though Charcoalgrin general-
ly treats her minions well in order to keep their loyalty,
this is her one blind spot. Those who yawn during her
talks usually end up as a pile of ashes. Consequently,
every Unforgivable dreads being summoned to a person-
al audience with the dragon.

Charcoalgrin’s love of talk provides an obvious oppor-
tunity for adventurers to meet her. She lives in the Grand
Promenade of the palace, a courtyard covered by a long,
stone awning supported by pillars. On the Promenade,
Theran Overlords once conducted their public business for
all to see. Charcoalgrin installed heavy rag curtains on all
sides of the awning so that none can see her. A character
granted an audience with the dragon must stand close
enough to the curtain to listen to her thrumming, bass
whisper without seeing her terrible face. The sound of her
scales scraping against stone and the sight of her wings
flapping the curtains as she shifts position are enough to
frighten even the bravest adventurers.

getting treasure or that flat-
ter her pretensions to unlimited esoteric knowledge.

Several guards stand at the ready to dispose of the
adventurers if they become violent, though Charcoalgrin
does not need their help. The guards, however, regard it
as a point of honor to kill any troublemakers before their
mistress bestirs herself. As with her followers,
Charcoalgrin greets any display of boredom, impatience,
or disrespect on the part of the adventurers with the sud-
den appearance of her massive snout and a withering
exhalation of dragon breath.

Charcoalgrin organizes her forces to patrol the por-
tions of the Vaults nearest to the palace. While patrols
move throughout the Vaults, their regular beats leave the
outer regions relatively unprotected. Unforgivables-con-
trolled territory covers just over half the Vaults, centered
on the palace and its surroundings, the northeast laneway,
and the Screaming Fountain. Within this area, regular
patrols accost intruders and eject anyone who fails to give
the password. These patrols, made up of unscrupulous
Name-givers and intelligent creatures, often try to kill tres-
passers for sport if they think they can do so without risk.
Several patrols will rush to the aid of any of Charcoalgrin’s
“subjects” who cry out in alarm, and patrols fighting
adventurers receive swift reinforcements if they call for
help. Player characters cannot go through the Vaults
killing inhabitants and taking their loot with impunity. By
attacking one creature in the Vaults, an adventurer or
group of explorers risks bringing a lethal response from all
the rest. Charcoalgrin declines to participate in these defen-
sive actions personally ... so far.

Charcoalgrin and her Unforgivables may be motivated
by one of the following options.
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Option 1: The Unforgivables simply want to be left

alone while making a dishonest living raiding the
few villages around Parlainth for food. They respect
Charcoalgrin’s power and the good deal she offers
them, but any given Unforgivable aspires only to
a full belly and a safe place to sleep.

Option 2: Charcoalgrin, corrupted during
the Scourge, aims to carry on the destructive
campaign of the Horrors now that their
power has diminished. She loves to strike
terror into the hearts of others and revels
in chaos and destruction; she has chosen
her Unforgivables because they share
those traits. The Unforgivables consid-
er sadism and cruelty admirable, and
compassion offensive. Though some
of Charcoalgrin’s followers begin as
amoral beings drawn to the dragon in
hopes of a full belly and safe place to
sleep, they eventually become as evil
as the rest of Charcoalgrin’s forces.
The average Unforgivable feels at his
best and most important when tor-
menting the weak.

BeOTY

Because they served as the admin-
istrative seat of Theran power in
Barsaive, the Vaults never contained
much magical treasure or valuable lore.
As for other valuables, the player charac-
ters might find more than they expect.
Though Charcoalgrin routinely sends
patrols out to search the ruins for trea-
sure, she allows them to keep virtually
nothing for themselves. Her guards search
the treasure-hunters to make sure they carry
no more than a few coppers; all other money goes
to Charcoalgrin. Because they see so little reward
for their efforts, the treasure patrols do not look as
hard as they should and so may fail to notice valu-
ables such as gems and other luxury items.

TRAPS

Most traps the adventurers encounter in the
Vaults are simple snares and similar traps recent-
ly installed by the Unforgivables. The gang's few
renegade magicians also set a few simple magical
traps. Many dangerous traps guard Charcoalgrin’s
lair, especially near her basement hoard. Most other
traps protect the living spaces, intended to injure
invaders and to warn patrols of their presence.




The Unforgivables set most of the snare traps in the
Vaults near buildings or trees, and designed them to
ensnare the victim or trigger an alarm that alerts the
Unforgivable patrols. In some cases, the group uses thorny
vines as snares, occasionally coating the thorns with a
debilitating poison. The poison has a Step Number and
Spell Defense of 10.

Snare Trap

Detection Difficulty: 7

Disarm Difficulty: 9

Trigger Condition: Trip vine

Trap Initiative: 21

Trap Effect: A vine snags the triggering character’s
feet and lifts him above the ground, leaving him dangling
upside down in midair. Many of these traps incorporate an
alarm bell that rings as the victim triggers the snare.

ENCPUNTERS

The following three encounters represent typical
events and meetings the characters may experience as they
travel through the Vaults.

Ogres

The player characters encounter a patrol of ogres, one
ogre for every cavalryman, swordmaster, sky raider, or
warrior among the adventurers and one for every two
additional player characters. Loyal to Charcoalgrin and
fond of violence, the ogres are bored and spoiling for a
fight. Fortunately, the ogres are also exceptionally stupid,
and the adventurers can talk their way out of trouble. If
members of the adventuring group happen to be wearing
Unforgivables badges, the ogres might believe they are fel-
low members of the gang because all other Name-givers
look alike to them. If the player characters choose to fight,
the ogres cry out for help as soon as they seem to be losing.
Another ogre patrol of the same size as the first arrives in
1D8 rounds, and an identical patrol turns up every 1D8
rounds after that until the fight ends. The first patrol of
ogres cries for help as soon as two of their number go
down; the other patrols call for help when one goes down.

For the ogres’ game information, see p. 307, ED or p.
65 of Parlainth GM.

Escape!

As the adventurers round the corner of a building, a
ragged, grime-spattered dwarf runs toward them and
throws himself at their feet. He claims to be one Fordanio,
a linguistic scholar, captured with his wife by the
Unforgivables a month ago. Vividly describing the gang's
raid on a farming community about twenty miles from the

ruins, he says that he and his wife were there to study the
different dialects of communities isolated during the
Scourge. He begs the adventurers to come with him, to
help him free his wife and take them out of the ruins. If the
adventurers seem hesitant, he offers a reward from his
wife’s wealthy family. Fordanio is telling the truth, up toa
point: the Unforgivables did indeed capture him and his
wife, but several years ago. She is long dead, and driven
mad by grief, Fordanio threw his lot in with his captors. He
intends to lure the adventurers into an ambush of a mixed
patrol of ogres, ghouls, and falsemen.

Skirmishes

The adventurers hear the clash of arms in the distance.
As they approach the sound, they see two patrols of
Unforgivables fighting over a gorgeous, obviously valu-
able tapestry dropped carelessly among the weeds and
broken paving stones. Each patrol wants the honor of tak-
ing it to Charcoalgrin. If sufficiently stealthy, the adventur-
ers may steal the tapestry from under the noses of both
patrols. If the patrols catch them in the attempt, both
groups launch themselves at the player characters while
calling for reinforcements.

ADVENTURE IDEAS

The following adventure ideas represent typical rea-
sons the characters might have for venturing into the
Vaults and include optional explanations for the circum-
stances and situations they find there.

BOUNTY AUNTING

The leaders of the village of Whitemark, which lies
near the ruins of Parlainth, come to Haven and announce a
bounty for several members of the Unforgivables who
committed terrible crimes against them in a recent raid.
They bring sketches of the particular miscreants they want
in custody, and will pay a number of silver pieces equal to
each Unforgivable’s Legend Point Award to anyone who
brings the criminals to the village for execution.

INTERVIEW WITH A DRAGEN

Noting the enduring demand for her documented
interview with the Cadaver Queen Twiceborn (see An
Encounter with Twiceborn, Queen of the Undead in
Vardeghul’s Trove of Lore), Haven's loremistress
Vardeghul offers the player characters a handsome reward
to obtain a similar interview with the dragon Charcoalgrin.

DRAGPN LOYALTIES

A rumor sweeps Haven that Charcoalgrin is secretly
acting on behalf of the Kingdom of Throal. According to




the story, known agents of Throal were seen in the
Vaults engaged in genial conversation with
Unforgivable patrols. To base an adventure on @
this idea, the gamemaster may consider the
following options.

Option 1

If the player characters feel sympathetic
to Throal’s aims, have a worried Throalic
agent approach them. Her assignment
does not involve consorting with the
Unforgivables, and she finds it difficult
to believe that any Throalic agent was
given such a task. She hires
the adventurers to discover
the real situation. The
player characters must
infiltrate the Vaults to
get the information
they seek. If they join
the Unforgivables to
do so, they must run a
gauntlet of dangerous
and humiliating loyal-
ty and suitability tests.
Once they earn the
gang'’s trust, they dis-
cover that a distant
branch of Throal’s royal
family is planning a coup and
hope to persuade Charcoal-
grin to lend them some of her
most able followers as assas-
sins. As soon as the adventurers
discover this secret, a wily
Unforgivable patrol leader twigs to the fact
that the adventurers are ringers, and plots their
deaths.

Option 2

If the player characters believe the dwarfs of Throal to
be power-hungry manipulators, agents of another, appro-
priate power hire them to sniff out the truth: Barsaivians
against Throal, Therans, Blood Warders, and so on. The
hiring agent, worried that big, bad Throal is up to some-
thing, wants to send someone into the Vaults to check out
his suspicions. As in Option 1, the best course is to infil-
trate the Unforgivables. This time, however, the adventur-
ers compete for membership with a large number of other
wannabes; agents hired by all the other powers listed
above are attempting the same dangerous job. Catching on
to each others” games, the competing bands of adventurers

try to expose the others
in order to impress

Charcoalgrin with their own loyalty. If the
adventurers survive the weeding-out process, they discov-
er that the whole mess came from a wager between the
dragon and a crafty Throalic agent who bet that the mere
appearance of a plot would lure agents of several factions
to their doom. (This was the agent’s most recent plan to
identify and reduce his competition in Parlainth.) The
player characters watch the Throal agent receive a valu-
able item from Charcoalgrin as the payoff of the bet;
immediately afterward, the dragon captures them, intend-
ing to kill them and entertain her minions with their death
throes. If the adventurers escape, they can try to steal the
wager payoff from the Throalic conspirator as compensa-
tion for their trouble.
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—From Tales of A Liberator, collected by the Librarians of Throal

About five feet by ten feet the room was, with one wide side facing the corridor. A set
of crisscrossing iron bars created a wall between the room and the corridor, and a small
door in the middle of it swung open to admit prisoners. Unlike the dozens of other, identical
cells lining that dank hallway, the lock on this one had not rusted shut. I even had a set of
working keys for it, which I'd lifted from a peg in the larger guard station adjoining the hall
of cells. For five hundred years those keys had dangled there, waiting for someone to come
along and use them.

The keys and the cell formed the basis of an argument between me and my childhood
friend, Jarbok. A friendly argument, mind you, but a serious one, rising from the different
paths we chose. To those on the outside, those paths seemed to run side by side. But paths
that run side by side never meet, do they?

Jarbok is a questor of Lochost. I follow the Discipline of the Liberator. Both of us risk
our lives to rinse Barsaive clean of the filth of slavery. Our goals are the same, but the rules
we must abide by sometimes divide our methods.

I wanted to put our captive behind bars to rot forever. Frish the Stranger, one of the
most feared slave raiders in northeastern Barsaive, knelt before us, covered in filthy rags.
We had harried him across the countryside for months, cutting down the thugs who fol-
lowed him one by one. Desperate, Frish eventually fled where he thought no one would fol-
lotw—to the Northern Catacombs of Parlainth, home only to madmen and Horrors (and,
suitably enough, the belly of the ancient Theran slave trade). Centuries ago, these cells had
held miserable slaves awaiting shipment to Thera. If I had my way, one of them would keep
Frish until he starved to death. Jarbok disagreed. A rigid follower of Lochost, he could not
allow anyone to be imprisoned, not even one who had stolen freedom from so many. The
ways of the Liberator are more flexible, allowing delicious irony of the kind I had in mind.

Frish’s frantic blubbering interrupted our debate. “You don’t understand,” he whim-
pered. Like all bullying slavers, he was at heart a fearful coward. “The madmen have told
me of these catacombs! They shun this place—they prefer to live in noxious, damp and
muddy tunnels than these cells, though these are drier and warmer. They say a Horror
roams these slave pens, feeding on the misery inflicted here centuries ago! Slay me if you
must, even slowly—but do not leave me here, locked in and helpless, to await the Horror!”

We kicked Frish until he lapsed into silence, then discussed what he had said. Jarbok
won the day by reminding me of the tale in which the trickster t'skrang begs his ork captors
not to throw him in the river. In the tale, the orks throw the t'skrang into the river, and he
mocks them as he swims away. Clearly, Frish preferred to take his chances in the catacombs
rather than face certain, fatal vengeance at our hands.

So we dragged him from the Northern Catacombs, girding ourselves to face the
Unforgivables who would no doubt harry us on our way through the Vaults above. As we
left the tunnels behind, I thought I heard the unearthly whining of something that sounded
hungry and disappointed.
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VIRVILW

Originally named the Treasury, the
Northern Catacombs are the underground
chambers beneath the Vaults.

The Vaults, controlled by the dragon
Charcoalgrin and her Unforgivables, lie
directly above the Northern Catacombs.
The Unforgivables keep a close watch on all exits from the
Northern Catacombs into the Vaults. Inhabitants of the
Northern Catacombs can only leave the tunnels with the
permission of these guards: the guards regard the denizens
of these catacombs as filth, and frequently harass or harm
them. The Unforgivables, accustomed to lunatic foul folk
arriving in the Vaults seeking entrance to the catacombs,

grudgingly escort these deranged individuals to an
entrance after relieving them of any valuables they might
carry as a toll. If one is willing to impersonate a drooling
madman, gaining entrance into the Northern Catacombs is
easy. Getting out again is another story.

DESCRIPTION

The Northern Catacombs contain a few passageways
finished in stone with wall paintings and floor mosaics
that outdo even the resplendent Western Catacombs in
style and splendor. These wide corridors lead to various
large rooms with high ceilings, also built of finished
stone. The rest of the Northern Catacombs are crudely
built and unfinished-looking. Narrow corridors lead to
rough-hewn chambers scarcely large enough for a
human to stand upright. Individuals taller than 5 feet,
11 inches must stoop to pass through the tunnels in
this portion of the catacombs.

Most of the rooms here are cells, separated from
the passageways by iron bars suffering from vari-
ous degrees of rust. The few door locks that still
function have a minimum Difficulty Number of 6
for the purposes of Lock Pick Tests; the
Difficulty Number rises with the
amount of corrosion affecting the
lock (see Creating Difficulty
Numbers, pp. 24445, ED).

During Parlainth’s centuries away from
Barsaive, the Horrors diverted a river and
created a swamp near the city’s northern
side. When the Forgotten City returned to
the province, the swamp began slowly leak-
ing water into the ruins, most noticeably in the
Northern Catacombs. Exposed soil in the cata-
combs feels damp to the touch, and a four-inch
layer of mud covers the floors of most unfin-
ished corridors. In other places, the mud
conceals patches of quicksand. Needless to
say, the quicksand makes running through
unfamiliar corridors quite dangerous. In addi-
tion to the mud and ooze, some lower cham-
bers and corridors are partially submerged in
foul-smelling, stagnant water, while still oth-
ers have completely collapsed into piles of
mud, wet clay, and broken stone.
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When Imperial Architect Pumous
-y Vectarian first drew up plans for the city, he
designed the northern quarter of the underground

city to serve as an Imperial Treasury to store the vast




sums of money that came and went through Parlainth.
Though the smallest of the four quarters, it contained
ample guard chambers, extensive traps, and storage rooms.
The few, large, decorated rooms are the ancient guard
chambers.

Within a few years of its founding, Parlainth’s city
fathers realized that the item of exchange most demanded
by the city’s Theran masters was not coin, but slaves.
Parlainth became a giant holding pen for slaves captured
throughout northern Barsaive, and the city excavated and
built new tunnels and chambers to house the wretched
captives. These unfinished, earthen cells and rooms make
up most of the Northern Catacombs. Deeming it unwise to
house the slaves near the gold reserves, city leaders moved
the Treasury to the area now known as the Southern
Catacombs.

MAP

The chambers on the right-hand side of the map were
fully finished, originally intended to house the Provincial
Treasury. These rooms are sinking slowly into the muck.
At the gamemaster’s discretion, these rooms may contain
traps restored by scurriers, or folk foul may live here if no
active traps exist. Creatures or minor Horrors may also live
in these rooms, with or without the presence of traps. The
area to the left on the map, built during the height of slav-
ing fever, represents several guard chambers connected to
long rows of cells. Insane foul folk most likely live in these
rooms, having dug fragile entryways through the mud
walls at Points A and B.

EXPLORATION

The following inhabitants, booty, and traps represent
common encounters in the Northern Catacombs. This sec-
tion also offers several options to explain the situations and
circumstances of this area of the ruins.

INAABITANTS

Foul folk of the most degraded type live in the
Northern Catacombs, so far unbalanced that they can only
exist at a near-animal level. These Name-givers represent
the living wreckage of the Scourge, incapable of becoming
or even posing as normal members of society. Some mysti-
cal beacon seems to attract them to Parlainth; the most
crazed and bestial of Barsaive’s Name-givers often instinc-
tively head for the ruins. Tramping along on foot and sur-
viving on what meager meals they can forage, many of these
wretches die en route. Of those who make it to Parlainth,
any not immediately eaten by creatures or slain by the city’s
other lethal occupants usually head toward the Vaults,
where the Unforgivables grant them passage into the dank,

muddy tunnels. Most of them spend the rest of their miser-
able lives in the dark tunnels of the Northern Catacombs.

The muddy tunnel walls provide homes for a wide
variety of revolting but nutritious insects that comprise the
primary food source for the foul folk. Most denizens of the
catacombs spend all of their waking hours combing the
walls for bugs; stronger foul folk pick on the weaker ones
and steal their grubs.

Few of the foul folk function as adepts, and most fight
poorly. They have little equipment, wielding weapons the
equivalent of daggers and wearing no armor whatsoever.
When sufficiently aroused, however, they attack in waves,
throwing themselves on their enemies with great ferocity
and sometimes overwhelming the victim by sheer num-
bers. More often, however, these tactics result in a sicken-
ing blood bath, as the foul folk continue to leap upon the
explorers’ weapons with suicidal determination.

The suffering and degradation in this area draws
Horrors to it like flies to a carcass. Some of the more dis-
gusting Horrors lie cozily buried in the mud, feeding on
the misery of the foul folk. These Horrors may even be
responsible for the mystic beacon that seems to attract the
mad to this Passion-forsaken corner of the ruins.

Numerous inhabitants of the catacombs claim to be
the area’s rightful rulers. Any such declarations show
only the declarers’ delusions of grandeur: these people
are little more than savages and have almost no social
organization at all. Explorers in this area often find them-
selves face to face with a grunting, grubby, would-be
leader who offers to lead them to some great treasure in
exchange for helping him to overthrow his enemies. If the
explorers feel desperate enough to go along with this
bloody-minded request, they usually discover that their
new ally’s “evil enemies” exist only in the maddened
creature’s brain, Most of the time, the supposed chief the
explorers are helping does not know where to find any-
thing more valuable than mud.

BYOTY

The Northern Catacombs contain the least amount of
treasure in the ruins, What little of worth that the foul folk
brought with them, the Unforgivables stole. As for the rich-
es Parlainth once stored here, they were carefully cata-
logued at the time of their removal to the Southern
Catacombs. Rumors persist, however, that early explorers
of the ruins stashed treasures in these tunnels, intending to
return for them later. The gamemaster may consider the
following options as the truth behind those rumors.

Option 1
The rumors are true. In the early years of exploration,
the Northern Catacombs were less damp and treacherous,




and also uninhabited. Several well-known bands of
adventurers stored their booty in these tunnels for safe-
keeping, then returned to more dangerous areas of the
ruins to retrieve one last valuable treasure. Many did not
survive that final foray, leaving several choice valuables
in what is now regarded as the nastiest, poorest portion
of the ruins.

Option 2

The rumors represent the highest form of wishful
thinking. A perennially hopeful lot, explorers cannot imag-
ine a place without something worth looting. Nothing
exists in the Northern Catacombs but unrelenting misery.
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TRAPS

Natural traps are common in the catacombs, particu-
larly quicksand and mudslides. Diseases and
parasites run rampant among the foul folk,
some of them quite contagious. The city offi-
cials disarmed most of the mechanical and
magical traps in the original treasury
vaults when the treasury moved to
the Southern Catacombs, but they
might have missed a few. Others
may have been reactivated in
the interim.

Quicksand

In the game statistics given
below for quicksand, the
Detection Difficulty repre-

sents the character’s abili-
ty to recognize the quick-
sand. Characters with
Survival Skill or applicable
knowledge skills add 2
steps to all skill tests to recog-
nize quicksand. The Trap
Initiative represents how
difficult it is for the character
to jump away from the
quicksand before it sucks
him all the way in.
Detection Difficulty: 9
Disarm Difficulty: NA

Trigger Condition: Character
stepping into quicksand
Trap Initiative: 17
Trap Effect: A character who

falls into the quicksand begins to sink ata
rate of 3 feet per round. To get out of the
quicksand, the character must grasp some object (such
as a rope held by other characters) and pull himself out
or be pulled out by his companions. During the first
round the character spends in the quicksand, he or she
must make a successful Strength Test against a Difficulty
Number of 5 in order to pull himself out. Other charac-
ters attempting to haul out their companion must make
the same Strength Test. The Difficulty Number increases
by 2 for each round after the first.

If a character sinks below the quicksand’s surface, he
or she begins to take damage from drowning. During the
first round in which he is submerged, the character takes
Step 5 damage. For each additional round, the character
adds 3 damage steps.




ENCPUNTERS

Most of the encounters in this area involve foul folk.
For game information on these inhabitants of the Northern
Catacombs, see p. 70 of Parlainth GM. The following
encounters represent typical events and meetings the char-
acters may experience as they travel through the Northern
Catacombs.

In the Name of the Passions

The adventurers meet several foul folk who greet
them with great excitement, falling on their knees before
them. These individuals believe that the adventurers are
the Passions appearing to them in the flesh. The foul folk
invented a myth for themselves in which the Passions will
appear to them, deliver them from their wretched state,
and restore their senses. These foul folk, slightly less
crazy than most, recognize their madness. If the adven-
turers escort them out of the ruins and clean them up,
they might restore the poor sufferers to some semblance
of sanity. Of course, these wretches make a huge and
potentially dangerous nuisance of themselves as long as
the explorers stay in the ruins. They follow the player
characters everywhere and loudly proclaim their divinity,
which alerts hostile foul folk and other dangerous crea-
tures to the explorers’ presence.

The Vengeful Dead

Chegnur, the spirit of a slave who died long ago in
the pens, took over the vulnerable mind of one of the foul
folk, then used his considerable Charisma to surround
himself with a coterie of loyal lunatics. He desperately
wants to escape from the Northern Catacombs to wreak
vengeance on his Theran captors, and will not accept that
he and those who enslaved him are long dead. Any
Therans he sees become targets of his fury; if the player
characters are wearing Theran insignia or carry looted
gear of Theran design, the possessed foul one assumes
they are Therans and commands his followers to attack.
From any other adventurers, he demands aid in achieving
his revenge.

Note that when the slavers captured Chegnur, they
brought him directly to Parlainth from the country and
immediately put him in the slave pens, where he remained.
Therefore, he possesses almost no useful knowledge of
ancient Parlainth.

Hard Feelings

The adventurers find an old enemy in the Northern
Catacombs, posing as one of the foul folk in an attempt
to rally them as expendable troops in his cause (deter-
mined by the gamemaster). The enemy commands the

loyalty of enough foul folk to give the player characters
a hard time of it; he or she orders these loyalists to kill
the adventurers, lest they escape and alert others to the
enemy’s plan.

ADVENTURE IDEAS

The following adventure ideas represent typical rea-
sons the characters might find for venturing into the
Northern Catacombs.

ALL THIS FOR A PLANT

A scholar hires the adventurers to find a rare fresh-
water weed native to Parlainth, which the scholar
believes to possess medicinal properties. He will pay well
for enough living plants to grow and propagate back in
his workshop in Bartertown. He sends the adventurers to
the Northern Catacombs, having seen a frond of the weed
clinging to the boots of a dwarf swordmaster just
returned from that region. The swordmaster, named
Gwynnad, was so shaken by his experiences in the cata-
combs that he refused to speak of them to anyone. In fact,
the weed does grow in several submerged chambers in a
dark, dank corner of the catacombs. Unfortunately for the
adventurers, a nasty aquatic monster also lives under the
stagnant water.

PASSION'S CURSE

A renowned t'skrang storyteller named Wilitia
comes to Haven to hire adventurers, claiming that a
questor of the Mad Passion Raggok cursed her. Once
widely respected as a popular teller of tales, she now
suffers from a compulsion to turn even a brief, amusing
anecdote into a tale of appalling cruelty. According to
Wilitia, the questor‘overheard her telling funny stories
to her friends and decided to teach her a lesson about
the futility of laughter. A sage she visited told her that
she could only break the curse by bringing laughter to
the most wretched beings in all of Barsaive: the foul folk
of the Northern Catacombs. Wilitia hires the adventur-
ers to keep her alive while she visits the catacombs and
attempts to break the curse.

FR?G JUMPING

A great deal of money is riding on Haven's annual
frog-jumping contest, sponsored by the gambler Pagmor
Gilt-Throat (see Haven, p- 27 of Parlainth GM). The
adventurers hear that huge frogs with terrific leaping abili-
ty live in the sodden chambers of the Northern Catacombs.
If they can bring a real brute of a specimen back alive, train
it, and keep rivals from killing it, they stand a fair chance
of winning the contest’s large purse,
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—From the personal diary of Marn Idda, brigand of Parlainth
I'knew it was the right building even before I stepped inside. No matter that there
2 were thousands of identical buildings, arranged in identical patterns, all forty-two by
eighty-four paces in dwarf reckoning as far as the eye could see. I knew this place. It
tugged at my soul. I'd called it home for years. Too many years. Years that had been stolen
from me, that I could never recover. I could only do the next best thing; avenge myself on
the bandit who stole them from me.
Before I stepped through the doorway, I stopped to run a hand along the limestone
and felt the diamond pattern carved into it. So many times, when my fingers were still
soft, I had run my hands over these very diamonds. They helped me to think back then, or
so I had thought. So many times I had thought of running away. Of leaving Oejanni and
her crude companions—mny crude companions—behind. Yet I never did. My saviors had
to carry me away in the end, fighting and squalling like @ maddened cat all the way.
I shook my head and stepped into Oejanni’s lair. The wave of emotion that hit me
made me stagger. The smell, the familiar smell of vine and venison stew filled the air. It
had permeated the walls, the moth-eaten carpets, the hides that provided what litte priva-
cy Oejanni’s hovel permitted. How many nights had I choked down yet another bowl full
of vine and venison? My head swam. I pulled my dagger Manykills from its scabbard, felt
its hard, hungry hilt in my hand. It reminded me of my objective, my mission.
I stalked through the hovel, kicking at the hides, overturning pots. Everything looked
as it had back then. Too much so. Oejanni and her bandits were not here, or [ would have
heard them carousing and roistering from many paces away. If they'd been here, I'd have
had to change my tactics, But I knew where they’d be: out harassing unfortunate villagers.
Oejanni always was predictable. That would cost her dearly.
Again and again, the scenario replayed in my mind. Oejanni and her latest dupes
would stumble through the doorway. Already, they would be drunk. Laughing.
Exchanging filthy jokes. Slapping each other playfully about. Then I would step forward,
and Manykills would find its long-desired home in Oejanni's breast. Before the others
could react, I would use my talents, whirling and striking home until they could resist no
longer. Then I would vanish into the dark, my task accomplished.
I whirled, startled. [ heard voices in the distance. Laughing. Singing. Hooting.
Among them, Oejanni’s unmistakable squall. My grip on Manykills tightened. T looked for
a hiding place, the best place to spring from. Then I rejected such cowardly thoughts. My
vengeance would mean nothing if she did not see my face before she died. I doubted she
would understand my hatred. How could Oejanni know what it is to have your childhood
stolen? My face grew flushed with fury, and my heart pounded hard in my chest. The
wvoices drew nearer.
Oejanni stepped through the doorway. Gross, she was, twice as fat as when I'd left.
Despite the gulf of years that separated us, she recognized me. She smiled, exposing a row
of teeth blackened and as ruined as Parlainth.
“Scarecrow!” she cried. I hated that name. “Welcome back!”
[ rushed forward, dropping Manykills. Sobbing, I buried my face in her bosom. I held
her tight, and she rocked me in her massive arms.

I'was hone. Like it or not.
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DESCRIPTION

Explorers gave the
Smalls its name in
recognition of the
fact that the archi-
tect designed its
buildings much
smaller than
those in the other
three quarters of
the surface city.
Of the mostly one-
story stone houses,
roughly half of the
buildings lack
roofs, some from

cave-ins, others torn
off. Some houses
offer shallow base-
ments; all feature sim-
ple decorations of basic,
geometric designs. -
The area follows a grid; i

five-foot wide laneways
run precisely east-west
and north-south, inter-
secting at 90-degree
angles. Many blocks of
these lanes enclose identical
buildings, making navigation ‘
extremely difficult. The Smalls |
offers few distinctive landmarks, and
even explorers carrying the most up-to-
date maps find it hard to keep their bearings.
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line, “A15? | thought this was block B15!”




USES

Originally designed as Parlainth’s only residential
area, the Smalls on paper created a place where rich and
poor, Theran and provincial, could live in the perfect unity
and harmony celebrated by Theran poets as the objective
of the Empire. Imperial Architect Pumous Vectarian
designed each house as a 20-by-40-foot bungalow, centered
on a living area that included a kitchen and two small, sep-
arate rooms located on either side of the central space.

Vectarian, however, overestimated the Parlainthians’
enthusiasm for these egalitarian living arrangements.
Within a few short years, the upper classes migrated to
technically illegal but more impressive housing in the
Administrative Quarter (the Vaults). Upwardly mobile citi-
zens fled to the Merchant Quarter (the Twists) as quickly
as they could afford to do so. Still others tore down their
one-story homes and erected multistory buildings or
changed the internal arrangement of their existing houses.
A few commercial establishments, mostly public houses,
set up shop in the quarter, demolishing the existing struc-
tures and building ones more suited to their needs.

Though not considered a strategic target during the
Parlainth Civil War, the Smalls suffered terribly after the
Horrors revealed themselves and began to annihilate the
population of the city. Inhumanly strong Horrors that tore
houses apart to get at their occupants did most of the dam-
age. The Horrors abandoned the Smalls once the city’s resi-
dents lay dead because they found their war games easier
to fight in areas with more open space.

MAP

This map can represent any section of the Smalls with
only slight modifications. As he or she wishes, the
gamemaster may add a few larger buildings here and there
and/or move demolished buildings around.

EXPLORATION

The following inhabitants, booty, and traps represent
common encounters in the Smalls.

INAABITANTS

Many creatures infest the Smalls because the broken
houses in that area make excellent lairs. The buildings are
easy to defend and close to abundant prey. For those same
reasons, many Horrors who returned to Parlainth after ram-
paging through less hospitable areas of Barsaive also live in
the Smalls. The Name-givers likely to hide out in this part of
the ruins include worshippers of Mad Passions, agents of
the Hand of Corruption, foul folk, slavers, and bandits.

No group controls all of the Smalls and most organiza-
tions find it difficult to successfully defend even a few blocks.

BoOTY

In their rush to hoard coins and jewels to use as war
trophies, the Horrors skipped over the Smalls because it
offered too little wealth to justify the effort of searching for
it. Adventurers sometimes unearth caches of valuables, but
they tend to be of little worth—a few coins buried in the
basement centuries ago by a family of modest means, for
example. The wealthier residents of this quarter stored
their valuables elsewhere.

Most of the truly marketable items in the Smalls were
stashed there since Parlainth’s return, either by creatures
who collect shiny things or by outlaw organizations such as
those mentioned previously. Some explorers also hid their
finds in the Smalls with the often vain intention to come
back for them. Their unfortunate owners either died before
recovering the treasures or simply lost the hiding places in
the confusion of the Smalls” identical streets and buildings.

TRAPS

Parlainth’s long-dead citizens set many traps to slay
Horrors, most of them in the streets of the Smalls. Some of
these are still active, and the scurriers recently repaired
others (see Creatures, p. 77 of Parlainth GM). Outlaws and
intelligent creatures often install primitive traps inside the
buildings in which they live.

The most common trap in the Smalls dumps debris
and rubble onto characters who trigger it. Most of these
traps defend the inside of buildings, but they occasionally
appear in the alleys between buildings.

Falling Debris

Detection Difficulty: 7

Disarm Difficulty: 9

Trigger Condition: Trip wire or pressure plate

Trap Initiative: 20

Trap Effect: Falling rubble/debris, which does Step 15
damage to any character caught beneath it.

ENCRUNTERS

The following encounters represent typical events and
meetings the characters may experience as they travel
through the Smalls.

Foul Folk

While exploring the Smalls, the adventurers hear a
sound around the corner of a building. If they investi-
gate, they discover a thundra beast snuffling about,
searching for food. Its dead rider, an ork cavalrywoman,
still sits on its back. Several yards away lies an uncon-
scious ork dressed in tatters, bleeding from a fresh
wound. Known as Julor Silentslippers, this woman is
one of the area’s foul folk who make their livings looting




the bodies of weak or dead explorers and selling their
gear to local bandits. When Julor wakes, she will try to
convince the adventurers that she is an explorer fallen
on hard times, the rightful owner of the dead ork’s
equipment and mount. In fact, the dead ork died in a
fight with Julor’s bandit friends, and when Julor tried to
loot the corpse, the loyal thundra beast attacked her. An
adventurer with the Animal Bond talent can overcome
the thundra beast’s natural wariness by making a suc-

cessful Animal Bond Test against a Difficulty Number of
7. If successfully retrained, this brave and spirited beast
serves its new owner well.

For Julor’s game statistics, see the Foul Folk entry in
Creatures, p. 70 of Parlainth GM.

Lost in the Smalls

The adventurers find themselves deep in the Smalls
when a strange cloud of shimmering air gusts toward
them. Though the player characters do not know it, the
cloud is a lingering magical side effect of a terrible spell
cast during the waning days of the civil war. When the
cloud reaches the player characters, the gamemaster
makes a Step 13 Spellcasting Test against the highest
Spell Defense among the adventurers. If the test suc-
ceeds, act as if it failed in order to misdirect the players.
The spell effect causes the adventurers to lose their bear-
ings. The explorers believe they are facing a wrong direc-
tion (chosen by the gamemaster). Until the player charac-
ters reach a recognizable landmark or make clever use of
a talent such as Direction Arrow, give them incorrect
directions.

Stonemen

The adventurers spy a pair of exquisite stone statues, a
male and female dancer locked in a passionate embrace,
outside a modest house. As the adventurers draw closer,
perhaps wondering how to chop off a hunk of each statue
for sale elsewhere, the statues come to life and attack. In
their disguise as finely crafted statues, these stone falsemen
look out of place in the Smalls and wary adventurers will
know to avoid them. The stonemen, driven homicidally
mad by a Horror's influence, feel compelled to slay as
many Name-givers as possible and often set this trap suc-
cessfully.

A reasonably intact head from the male statue is
worth 200 silver pieces; an intact head and torso, 300 sil-
ver pieces. The female figure has much greater artistic
merit; its head is worth 500 silver pieces, its head and
torso 1,000 silver pieces. The statues also count as trea-
sure worth Legend Points.

ADVENTURE IDEAS

The following adventure ideas represent typical rea-
sons the characters might find for venturing into the Smalls
and optional explanations for the truth of what they find
there.

THE DESPAIRTHQUGHT PUPPLT

An obsidiman puppeteer newly arrived in Haven
delights the raucous crowd at The Restless Troll with a



fast-moving, low comedy performance. The lead character,
a foul-mouthed dwarf named Gruncho, deserts his nag-
ging wife for a life of adventure. Gruncho solves all of his
problems by whacking the other puppets with a stick. The
climax of the show is a confrontation between Gruncho
and a puppet representing a despairthought that has a dis-
tinctive red triangle on its head. At the end of the play the
despairthought puppet delivers a haunting lament, singing
that life is not so simple as a puppet show. Make a Step 15
Spellcasting Test for the song’s magical effect against the
Spell Defense of each adventurer who hears it. Every
adventurer for whom the test result is higher than his or
her Spell Defense is affected by the song and feels com-
pelled to enter the Smalls and search for the lair of the
despairthought with the red mark on its head. Listeners
insufficiently able-bodied to go exploring pool their
resources to offer a reward for the Horror’s death, without
knowing why.

The gamemaster may consider one of the following
options as the explanation for this phenomenon.

Option 1

In the despairthought’s lair, the adventurers find the
long-dead corpse of the obsidiman puppeteer. The despair-
thought drove him to suicide, and his ghost sought
revenge.

Option 2

The puppeteer is a spirit, summoned through a magi-
cal treasure owned by a thief disguised as a businessman.
The thief recently came to Haven expressly to rob the town
blind while half its citizens search the ruins for the nonex-
istent despairthought.

LAST WILL AND TESTAMENT

Word comes to Torgak that the elf Anderiel, an early
explorer of the ruins, has passed away. In order that his
name might be remembered by a younger generation of
explorers, Anderiel made provision for them in his will. He
left a precious treasure (of the gamemaster’s choice) some-
where in the Smalls. His will contains three different sets of
clues leading to the item. The will asks Torgak to choose
the three most ambitious groups of treasure-seekers in
Haven and give each of them one set of clues. The team
that proves its merit by finding the item first gets to keep it
and also learns from the will the item’s first Key
Knowledge. Torgak chooses the player characters as one of
the three teams. Unfortunately for them, their competitors
intend to stop at nothing to win the contest; still other
groups, jealous at not being chosen, try to steal the clues
from the player characters.

THE CRAWLING FOXES

Members of a bandit group called the Crawling
Foxes approach two of the player characters in Haven, in
separate encounters. The Crawling Foxes, headquartered
in the Smalls, are notorious for waylaying wounded and
weakened explorers and taking their equipment and
booty. Each of the bandits who approaches the player
characters wants to hire a few adventurers to pose as
new members of the gang and then assist him in a power
struggle against the other bandit. In this adventure, the
player characters can play each side against the other
and dispose of a major menace to honest adventurers,
with the chance of scooping up some of the Foxes’ ill-got-
ten loot for themselves.




EASTERN CATACOMBS

-

—From a private report to Queen Alachia regarding diplomatic relations with
the Cadaver Queen Twiceborn

The accounts of the Eastern Catacombs of Parlainth that we hear at our exalted
Queen’s court describe it as a place of winding, narrow passageways lined with raw earth,
like a version of the Pit that goes on forever. But I saw no such thing.

I saw an anteroom to the Kingdom of the Dead, and most royally appointed it was. It
looked more alive than any other part of the ruins of Parlainth I have seen. The floor was of
marble, polished to a dazzling sheen. Its many imposing columns gleamed as richly, their
bases and capitals covered in beaten, polished gold. I even saw several marble biers, though
it is hard to say what use the inhabitants of the Eastern Catacombs make of them.

I made several inquiries of the honor guard that escorted us to this point, but our
gquides, alas, proved close-mouthed, as wary of us as my bodyguards were of them. They
greeted my questions regarding the construction of this marbled hall with most uncivil
mumbles and shrugs. I knew that this area served the citizens as a funerary parlor during
the heyday of Parlainth, so perhaps I knew more than they. Though rumor claims that
many of the subjects of this most peculiar kingdom remember Parlainth before the Scourge,
surely there live in it many subjects of more recent vintage.

Each of our guides stared openly at our thorns. I find it hard to characterize their
expressions as they watched our blood drip to the shining marble floor. Irritation? Hunger?
Envy?

A pair of walking corpses attired in colorful silks unrolled a long purple carpet,
heralding the arrival of the Ambassador of the Dead. Both carpet and silks were faded, torn,
and rotting. I found this display of vanity most strange at first, considering its source.
Then I realized that the dead things’ desire for ostentation might make a bargaining point
for our cause; we could offer them new finery to replace their decrepit symbols of rank.

Six cadaver men of most loathsome aspect carried a beautiful litter of polished bone
into the room, in which reposed the Ambassador. Perhaps the long years of pain have
changed my perceptions, but I must confess that I found this artifact’s beauty both subtle
and elaborate. The Ambassador stepped gingerly from his conveyance, as if a misstep might
forever damage his desiccated body.

The Ambassador walked forward, holding forth a bony and trembling hand upon
which rested an opal ring, its jewel the color of a milky eye. I had no idea what response he
expected to this formal gesture, and merely gazed at him as if upon an equal. Then he spoke,
in the flowery dialect of ancient Thera. Though I speak reasonable Theran, I found the
archaic usages of his speech an impediment to understanding.

“Greetings, Ambassador of the Blood Wood,” croaked the Ambassador of the Dead.
“On behalf of my Queen, the estimable Twiceborn, I convey our most sincere regards to
your Queen, the formidable Alachia.”

Not for the first time, I wondered if our most noble Blood Warders were leading us
down paths better left untrod.







VERVILW

Originally named the Catacombs, the
Eastern Catacombs lie under the surface
city’s eastern quarter, now known as the
Smalls.

Explorers can enter the Eastern
Catacombs from the Smalls, but the cadav-
er men carefully guard the entrances to
their kingdom. No entrances exist
that the dead do not know, and
they place sentries at each one.
Adventurers will find it difficult,
but not impossible, to per-
suade the cadaver men
to permit entry to their
realm. The dead occa-
sionally need goods
and services from the out-
side world, and prefer to
have merchants come to
them. They know that if
they ventured into Haven,
its residents would slay
them on sight.

Groups of five to
seven cadaver men guard
most entrances to the
Catacombs.
Depending on the
entrance’s exact location
and its proximity to
Queen Twiceborn’s cham-
bers, it may have more or
fewer sentries.

DESCRIPTION

The narrow, low-ceilinged
tunnels of the Eastern Catacombs
wind about one another to create a
daunting labyrinth. Shelves cut from
the rock that lines most of these pas-
sageways contain the remains of
Parlainth’s long-ago dead. The coffins most
corpses once rested in have been smashed or rotted away,
and bones litter the shelves, many of them disturbed by
mysterious forces.

Eastern

Most passageways appear rough and unfinished, sim-
ply hacked from the earth with no thought for beauty. Piles
of dug-out stone and soil clutter the narrow lanes.
Passageways leading to sections occupied by the dead
whose families boasted wealth have cobblestone flooring,

limestone tiles, or, more rarely, polished granite, and even
marble.

The catacombs’ resident cadaver men occasionally dig
new tunnels through the dense, clay-like soil beneath
Parlainth. Most of these passageways are crude, badly sup-
ported by scavenged, often rotting timber. Most of these
tunnels collapse within weeks of their excavation,
closing off the tunnels around them when the

supports give way. The cadaver men general-
ly leave boulders removed during excavation

in the first place they find convenient.
The cadaver men also took the

time to hollow out a few large cham-
bers that also seem prone to cave-ins.
Overall, the few chambers originally
constructed in the catacombs are
much sturdier than their newer
\ counterparts.

% Uses
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In keeping with the customs of
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| their island nation, where land
‘J was scarce, the Therans of
Parlainth placed their dead in cat-
acombs built under structures
used for other purposes.
Imperial Architect Pumous
Vectarian also placed all of the
areas needed for funeral prepa-
ration and ceremonies under-
ground, as part of his scheme to
hide all unpleasantries in his city
of wonders. According to Theran
practice, the dead lie in coffins
placed on shelves along the cata-
comb walls. Most families
reserved a section of the cata-
combs so that their bodies would
be stored together. Wealthier fami-
lies paid to have their sections of
shelving covered in decorative stone.
Since the beginning of the
Scourge, the Eastern Catacombs served as
home to cadaver men. These dead creatures built
new corridors and chambers for their own purposes over
the years, converting the catacombs into living quarters
adequate for their modest needs and defensible against
outside threats.

MAP

The map shows a typical portion of the Eastern
Catacombs. Room A is a funerary chamber, where




Parlainthians performed death rites in pre-Scourge days.
The cadaver men hollowed out Room B into a large hall
which might serve as Twiceborn’s court, if the gamemaster
chooses. Room C is used to accomplish the cadaver men’s
secret purposes; it may contain an armory, or perhaps
Queen Twiceborn’s treasure vault. The treasure vault
should be protected by extensive traps. Area D might be
used for the cadaver men’s social gatherings, or perhaps
represents a lair of gharmhek (see Inhabitants, below).

EXPLORATION

The following inhabitants, booty, and traps represent
common encounters in the Eastern Catacombs. This section
also provides statistics and information on Twiceborn,
including several options to explain her existence and
motivations.

INAABITANTS

The southernmost portion of the Eastern Catacombs
remains largely uncontrolled, populated by many varieties
of subterranean creatures as well as minor Horrors and
their constructs. The cadaver men of the Kingdom of the
Dead control most of the rest of this area. Explorers
attempting to enter the Eastern Catacombs must contend
with large numbers of these cadaver men. In general,
cadaver men would be judged insane by Name-givers’
standards, but intelligent. The cadaver men of Parlainth
make an unusual effort to convince themselves that they
remain civilized beings.

During the Horror-inspired Parlainth Civil War, minor
Horrors known as the gharmhek (see p. 76 of Parlainth
GM) burrowed into the Eastern Catacombs and reanimat-
ed those slain in the fighting above. Most Horrors prefer to
reanimate suicide victims, but the gharmhek proved less
fussy. They brought back to a mockery of life any reason-
ably intact corpse placed in the funeral halls. For many
months in late 610 and early 611 TE, the gharmhek's activi-
ties escaped the notice of the preoccupied citizens above.
When the gharmhek amassed enough cadaver men, they
simply waited for Parlainth’s citizens to take refuge from
the fighting in the catacombs. Much to the delight of the
gharmhek, the cadaver men set upon the fleeing citizens
with savage ferocity (see A Letter Found in the Catacombs
in Vardeghul’s Trove of Lore).

Like the other Horrors trapped in Parlainth, the
gharmhek eventually ran out of living victims. They
became dormant, waking just often enough to maintain the
blood magic that kept the cadaver men from crumbling
into dust. The gharmhek waited with deadly patience for
the eventual return of the living to Parlainth, keeping the
cadaver men alive to meet them.

During the gharmheks’ hibernation, the cadaver men
existed free from the direct mental control of the Horrors.

They gradually developed their own culture, a grim paro-
dy of the Theran elite. The cadaver men refused to admit
that they were truly dead, and greatly feared the creeping
insanity that struck many of them as the years became
decades and the decades centuries. Hoping that strong
leadership would keep them sane and civilized, the cadav-
er men chose a monarch and created a court to serve her.
They also developed a strict system of laws and a rigid
social hierarchy that depended on the degree of civilization
each individual could demonstrate. A walking corpse who
could recite the collected poems of Carote Matru took a
higher position than a dead, uneducated, stable cleaner.
Cadaver men could rise in the hierarchy by learning new
skills deemed civilized; they could also fall by succumbing
to insanity, which eventually reduced many to babbling
idiots. Ultimate authority rested with the monarch, but
individuals enjoyed quite a bit of autonomy in ordering
their inferiors about.

The Coming of Twiceborn

Roughly two hundred years after the initial deaths of
the cadaver men, a t'skrang cadaver named Twiceborn
assumed the throne. She died on one of many dangerous
journeys into the other areas of Parlainth, where the
Horrors still waged the falsemen wars. On a previous trip,
she discovered various tomes on Theran etiquette, and her
mastery of these gave her sufficient social standing and
authority to depose the cadaver queen and take her place.
The gharmhek performed additional magic on Twiceborn,
making her far more powerful than the average cadaver
man. To explain this, the gamemaster may consider one of
the following options.

Option 1: Upon ascending the throne, Twiceborn
embarked on an ambitious plan to subdue the gharmhek.
At the cost of what passed for many cadaver man lives, she
succeeded in capturing the gharmhek and putting them in
traps. She offered the captive Horrors a choice: follow her
orders or die. Some gharmhek chose oblivion, but many
others went along with Twiceborn’s demands, hoping to
one day turn the tables on her. To this day, Twiceborn
maintains the upper hand and the gharmhek obediently
continue to extend the lifespans of their former playthings.

Option 2: Twiceborn struck a deal with the
gharmhek. She convinced them that they stood in danger
of losing their lives because one day her people would
realize that they could end their miserable life by slaying
the gharmhek while they slept. If the gharmhek pretend-
ed to be under Twiceborn’s thumb, she would bring them
more victims on the inevitable day when the living
returned to Parlainth.




Twiceborn’s Kingdom since the Return

The return of Parlainth to the world seemed at first a
great boon to the cadaver men. With the rest of the ruins
largely emptied of Horrors, Twiceborn thought herself mas-
ter of the entire city. Then the explorers came, treasure seek-
ers who invariably attacked the cadaver men on sight.
Twiceborn withdrew her forces into the central portion of
the Eastern Catacombs, which they were experienced at
defending. Soon the ranks of the cadaver men began to
grow for the first time in centuries, as adventurers died and
the remaining Horrors reanimated them. Those who made
their way to the Eastern Catacombs found themselves wel-
come in the Kingdom of the Dead, and the gharmhek used
their blood magic to keep the new arrivals “alive.”

Loyalty to Twiceborn among the dead is greater than
ever. The old social hierarchy system gave way to a personali-
ty cult centered around her, and it seems unlikely that even a
corpse with a superior grasp of Theran etiquette could depose
Twiceborn now. Even if her charisma failed to sustain her fol-
lowers’ loyalty, Twiceborn’s control of access to the life-sus-
taining Horror magic might still allow her to keep her grip on
power. Whether the cadaver kingdom could survive the loss
of its queen seems uncertain; certainly, any successor to
Twiceborn would need to determine the t'skrang cadaver’s
exact relationship to the gharmhek and duplicate it.

Twiceborn and her cadaver men tightly control most of the
Eastern Catacombs. The cadaver men appease the few Horrors
or creatures that they fear with offerings of food left in the pas-
sages those Horrors and creatures call home. A pack of hungry
ghouls controls an area in the northernmost passageways, and
they often fight with the cadaver men. At the moment, an
uneasy truce exists between the two groups of undead.

Twiceborn

Attributes

DEX: 8 STR: 6 TOU: 10

PER: 6 WIL: 8 CHA: 8
Initiative: 9 Physical Defense: 10
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Number of Attacks: 1
Attack: 10
Damage: 12

Number of Spells: NA
Spellcasting: NA
Effect: NA

Death Rating: 58
Wound Threshold: 17

Unconsciousness Rating: 51

Spell Defense: 7
Social Defense: 10
Armor: 6

Mystic Armor: 4
Knockdown: 6
Recovery Tests: 0

Combat Movement: 25
Full Movement: 50

Legend Points: 3,000

Equipment: Living Crystal Armor, Troll sword (adds +6
steps to Strength step)

Loot: Twiceborn’s heavily guarded treasure vault practical-
ly bursts with coins and other valuables, as well as magical
treasures of the gamemaster’s choice. It holds much more
loot than any adventuring group could possibly take away
all at once. To steal from Twiceborn, adventurers must get
in and out of the vault unmolested by guards while avoid-
ing the many traps installed inside the treasure chamber.
Aside from the magical treasures, the cash value of
Twiceborn's hoard is roughly 100,000 silver pieces.

If some group succeeds in breaching the vault and
slaying its defenders, creatures from all over the ruins
would descend on it as soon as they learned of the cata-
strophe.

Commentary

Twiceborn has survived and prospered for more than
four centuries by being a shrewd, calculating ruler who
realizes that her best interests coincide with those of her
people. She desires only greater security for the Kingdom
of the Dead, and adventurers dealing with Twiceborn
should suspect her actions when she seems to act from any




other motivation. Twiceborn does not allow desire for
revenge or any other emotion to interfere with her deci-
sions, nor does she carelessly risk the not-lives of her fol-
lowers. Instead, she cautiously examines the risks of any
course of action before embarking on it. Difficult to fool,
Twiceborn is adept at deceiving others. Her name inspires
both shudders and grudging admiration among the adven-
turers of Haven.

Twiceborn was born in 1010 TH to a crew covenant on
the Serpent River. Her unusual name came from a dream
of her egg-parent which suggested that the new hatchling
was destined to become human. Twiceborn clings to the
notion that she will become human one day, fulfilling the
prophecy behind her name. She refuses to accept that the
second birth her name refers to is probably her reanima-
tion. Twiceborn would betray her people without a second
thought if given the opportunity to become human, but
would need to be convinced that the transformation would
truly happen before abandoning her kingdom.

BOOTY

Twiceborn stores a heavily guarded hoard of loot in a
converted funeral vault. In addition to coin and gems, this
treasure vault may contain magical treasures the cadaver
men do not know how to use (gamemaster’s discretion).
Individual cadaver men may carry valuable items or cash;
though they have little use for money, Twiceborn’s follow-
ers try to emulate the society of the living as best they can.

Many of the cadaver men also possess valuable infor-
mation. Roughly three-quarters of them were born in the
fifth century TE and would likely remember the history of
Parlainth erased from the world by the spells of vanishing
(see the Earthdawn novel, The Longing Ring). They also
represent one of the few sources of information on events
in Parlainth after the city disappeared. The cadaver men
know exactly how valuable the explorers consider such
information, and dole it out carefully. Many cadaver men
enjoy endangering overly inquisitive explorers, offering
false information to lead the unwary into traps or encoun-
ters with powerful and dangerous creatures. Remember,
even the most rational cadaver man must be considered
deranged by any other standards: even an honest descrip-
tion of an event or a place is bound tq be affected by the
warped perspective of the long dead.

TRAPS

Passages leading to and from any blocked-up
entrances to the Eastern Catacombs are heavily seeded
with simple mechanical traps. Areas used regularly by
cadaver men contain relatively few traps.

The most common type of trap found in the Eastern
Catacombs is a smash trap. Large slabs of rock drop onto

explorers, often breaking limbs or pinning down the char-
acters until the cadaver men arrive.

Smash Trap

Detection Difficulty: 9

Disarm Difficulty: 11

Trigger Condition: Pressure plate

Trap Initiative: 15

Trap Effect: Falling rocks that cause Step 17 damage
over an 8- by 8-foot area. If a single character takes more
than 20 points of damage, the character is pinned beneath
the rubble. Clearing the rubble off a pinned character takes
at least 5 minutes of game time.

ENCOUNTERS

The following three encounters represent typical
events and meetings the characters may experience as they
travel through the Eastern Catacombs.

Going Down Below

In order to have encounters in the Eastern Catacombs,
the characters must get to this area. They must either dis-
cover and break through a closed-off entrance, or convince
Twiceborn’s undead sentries to allow them in. When
attempting the latter strategy, the player characters may
meet and interact with any or all of the cadaver man squad
leaders described below. Each squad leader heads up a
small group of at least three other guards, but the leaders
do all the talking. If the characters convince a different
group of guards to allow them entry to the catacombs, a
few guards from that company escorts them to one of these
three squad leaders. When resolving interactions using tal-
ents or Interaction Tests (see p. 235, ED), treat all guards as
having a Hostile attitude.

Altinius: This undead dwarf, fussy in life, became
obsessive in undeath. He enjoys playing bureaucrat, inter-
viewing in minute detail all who attempt to enter the cata-
combs, even when he has no intention of allowing them in.
He asks questions until he finds real or imagined contra-
dictions in someone’s story, then pounces on these mis-
takes, demanding that the explorers explain them. When
roleplaying an encounter with Altinius, the player charac-
ters must present an ironclad, error-free argument in favor
of the cadaver man allowing them into the Eastern
Catacombs.

Hagernia: This dwarf troubadour always fancied her-
self a skilled seductress, and refuses to let a little thing like
death slow her down. She speaks in a voice one might call
sultry were it not marred by the extra air wheezing out of
her half-missing jaw. When explorers seek entrance to the
Eastern Catacombs, Hagernia takes the opportunity to paw
over the male explorer with the highest Charisma (except




for t'skrang, windlings, and obsidimen, to whom she is not
attracted). She treats this individual as the leader of the
adventurers and addresses all queries to him. If she
decides in favor of the explorers, she insists on a passionate
kiss from the “leader” as the price of entry.

Jaon Goldenhair: If you choose to have the player
characters encounter this gamemaster character, have them
meet her first as a living adventurer in Haven. Jaon
Goldenhair is an elf beastmaster who came to the ruins
with a group of other novice explorers to make her fortune.
The adventurers might meet her and chat with her at The
Restless Troll about the chances of making a killing in
Parlainth. The next time they see her, it's as a cadaver man
sentry. Jaon begs them for the mercy of a quick and perma-
nent death, imploring the adventurers to attack her. If they
do, the other cadaver men attack them in return; if they do
not, she refuses them entrance to the catacombs.

Meeting Peron Kelt

Once the characters enter the Eastern Catacombs,
any who examine the area astrally may notice that one
guard, an ork female named Peron Kelt, has a thread
woven to a mace on her belt. The presence of a thread
should make the adventurers suspect something wrong,
because cadaver men do not retain in death the talents
they possessed in life. Any adventurer who makes a suc-
cessful Knowledge Test against a Difficulty Number of 5
using a knowledge skill relating to creatures, Horror
magic, or magical theory, knows this fact and realizes
that a true ork cadaver man could not have an active
thread.

If the adventurers confront Peron Kelt with their sus-
picions about her in front of other cadaver men, she cries
out that they are attacking her and launches herself at
them. Other cadaver men in the area join the attack, D4
additional cadaver men arriving per round to assist in
Kelt’s defense.

If the adventurers manage to take Peron Kelt aside
and ask her about the thread, she denies being any differ-
ent from any other cadaver man. If they press the issue,
have the characters doing the talking make Charisma Tests
against Kelt's Social Defense. On a successful test result,
the adventurers get her to admit that she is not dead, just
covered in deathly pale makeup in order to look dead. Kelt
and her lover, Geramon, came to Parlainth last year to
make some easy money as explorers. Cadaver men slew
Geramon, reanimated him, and forced him to serve
Twiceborn. Unable to live without him, Kelt came to the
Eastern Catacombs claiming to have been slain and reani-
mated by a Horror elsewhere in the ruins. No one has
questioned her imposture so far, and even Geramon does
not know Kelt is still alive.

Unscrupulous adventurers can inform on Peron
Kelt in an effort to get on Twiceborn’s good side. If
they do, Twiceborn thanks them for the information
and orders Geramon to slay Kelt in front of the adven-
turers so they can witness the awful consequences of
their decision. Twiceborn now feels she owes them a
favor.

If the adventurers choose to keep Peron Kelt’s
secret, she pays them with minor bits of information. If
the gamemaster so desires, she can provide a crucial
clue in whatever adventure he’s running. Note, howev-
er, that Peron Kelt strongly identifies with the cadaver
men. Prolonged exposure to them is making her pro-
gressively crazier, and she refuses to reveal anything
that might threaten the survival of Twiceborn or her
people.

Peron Kelt
Fourth Circle Ork Warrior

Attributes Talents

Dexterity (14): 6/D10  Acrobatic Strike (4): 10/D10 + Dé
Strength (16): 7/D12  Durability (5)

Toughness (15): 6/D10 Karma Ritual (4)

Perception (12): 5/D8 Melee Weapons (4): 10/D10 + Dé
Willpower (11): 5/D8 Throwing Weapons (4): 10/D10 + D6
Charisma (10): 5/D8  Tiger Spring (4): 4/D6

Unarmed Combeat (5): 10/D10 + D6
War Weaving (1): 6/D10

Wood Skin (4): 10/D10 + Dé

Initiative
Dice: D10

Karma Skills

Dice: D8  Artisan/Wood Carving (1): 6/D10

Points: 40 Knowledge/Cadaver Man Etiquette (1): 6/D10
Knowledge/Legends and Lore (2): 7/D12

Combat Damage

Death Rating;: 83 Physical Defense: 8
Wound Threshold: 10 Spell Defense: 7
Unconsciousness Rating: 64 Social Defense: 6
Recovery Tests per Day: 3 Armor: 5

Recovery Dice: D10 Mystic Armor: 1

Racial Ability: Low-Light Vision

Equipment

Buckler

Lightning Mace (see p. 275, ED), one Rank 1 thread
attached (Damage 12/2D10; becomes 15/D20 + D6 for
1 round at the cost of 1 point of Strain)

Padded Leather Armor




Kai Sharp-Ears

If the adventurers come to the catacombs to find infor-
mation on Parlainth’s forgotten history, they may run into
a cadaver man troll named Kai Sharp-Ears. Kai may

or may not supply accurate information,
depending on the gamemaster’s story
needs. Magician characters, however,
should be wary of Kai; even before her

death in 611 TE, Kai harbored a homi-

cidal dislike of spellcasters. The words,

“If you read this, you die” appear in
magical script on her helm for any char-
acter who makes a successful Read and
Write Magic Test against a Difficulty
Number of 5. The words are not a curse,
they merely state Kai’s attitude toward
sorcerers. If any of the adventurers /
look like spellcasters (i.e., did not g
bother to conceal their distinctive

robes), Kai demands that they

leave the catacombs before she
speaks of anything. If the other adven-
turers balk at this demand, she
threatens to attack them.

ADVENTURL
IDEAS

The following
adventure ideas repre-

sent typical reasons charac- )
ters might find for venturing @%ﬁw
into the Eastern Catacombs.

T DIE, 2R NOT T2 DIE

Merbaria, an elderly former adven-
turer who struck it rich during
Parlainth’s early days, hires the
adventurers to discover the truth of
rumors that her daughter Bolacia
died in the ruins and now suffers
unlife as a cadaver man in
Twiceborn’s retinue. Because they only
intend to gather information, the player

characters can easily use nonviolent means to gain access
to the Eastern Catacombs. Once there, they discover that
Bolacia is indeed a cadaver man in Twiceborn's retinue, a
little insane, but happy. When the adventurers report their
findings to Merbaria, she offers to double her fee if the
player characters will slay Bolacia to put her out of her
assumed misery and erase this blot on the family honor.

A MESSAGE T KAI

A Theran noble, Baugatus Airsniffer, approaches the
adventurers and offers them a fee to carry a message to
the cadaver man Kai Sharp-Ears. If the player characters
sneak a peek at the letter, they discover that it offers

Sharp-Ears a hefty reward if she agrees to

B give false testimony in a legal dispute. Both
WPIIZ4)A Airsniffer and another Theran noble,
Wi )

Shavatus Warplanner, claim ownership of a
number of items recovered in Parlainth that
have since been returned to Thera.
Rediscovered documents indicate that Kai
Sharp-Ears considered herself a friend of

the original owner of these items.
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Baugatus Airsniffer claims to be the
original owner’s illegitimate son,
and if Sharp-Ears supports
that claim, Airsniffer then can
demand financial compensa-
tion from Shavatus.
When the adventurers
arrive in the Eastern
Catacombs, they discover
that Shavatus hired a
rival exploring group to
arrange a similar bribe.
Kai Sharp-Ears no
longer remembers
whether her long-dead
friend bore unofficial
children or not, but
chooses to amuse herself
by putting the represen-
tatives of each side
through a series of dan-
gerous tests.

KIDNAPPING
While interrupting a
kidnapping attempt in
Haven, the adventurers
learn that a gang of foul folk
have been grabbing healthy
Havenites and taking them to the Eastern Catacombs.
There, Twiceborn orders them killed and resurrected as
cadaver men. By kidnapping residents of Haven,
Twiceborn hopes to increase the population of her king-
dom and make the town reluctant to attack her for fear of
being forced to kill their newly undead kin. Torgak offers
the player characters a reward if they put a stop to
Twiceborn's plans, through diplomacy or force.
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FORMAL AGREEMENT

This agreement, in consideration of the mutual covenants of the Parhca hcrcto, is made at Haven, on the & dag- of l'l’u:: month of
, between the honest tradeswoman Vnrdeghul and } hereafter referred to as the “Adventurer.” !
The existence of this agreement in no way imphcs that the honest tradeswoman Vardcghui condones or approves of any actions taken bg said
Adventurer in the course of his or her explornhonﬁ, nor does it lmpiq any LJb]igatmn between the honest tradeswoman Vardf:ghul and the Adventurer
other than those :'»Pcci{:ic;al;q named within this document.

Tbe ADVENTURER

I, »'\g‘rc-.es ta Pul‘clna.-w. From the honest tr;_\df'.ﬁ_vmman \f’alrdcghul a-document entitled for a Fcc o{: i 7o) be pre-

sented in advance to the honest tradeswoman Ve'n‘c.‘lcghi.ll in c‘.xchange for the rlghf to possess a copy of said document.

Il Agrees not to lend, hire, ar sell said document to any third parties without the express, written permission of the honest tradeswoman VardcghulA

. Agrees that upon ang wiolation of t|1q_ strictures defined in Clause 11, the Adventurer shall accept any Penalﬁies that the honest tradeswoman
\A'Ir('lf:ghul _d“.(-ms appropriate. " > '

. /\g,l'c‘.e‘_-é that said Pe,n;altins mat) or may not include cash fines (|nc|uding Pun:tivc ci:imagf-_,.-,- as well as I:o{_(thé repa‘gmcrit of any i||—5.a|ncr[ Pmﬁ?ﬁ from
sand viokation of Clause 1) and mat) or may not include the .1|:>P{|cuhun of F!I"I_Ljﬁlﬁi] force with the intent to cause harm, either tcmF()r;azg or permanent,

V. Agrees Ph;\tl.H-i_c'}';.(':n(-_st tradeswoman V.:arr}r.ghul may appont c{cputieﬁ orrepresentatives as she deems fit to f;h{orcc !ch Pcnaitg or: pe_na[tlcs enumer-
atedinClause 1, £ :

Vo Agrees to take full respc )f‘l.‘-‘.ll')l!lh’:‘g(ﬂ' the Adventurer’s use of the document speciﬁcd inClause 1, |ndcmn|FLg|ng the honest tradeswoman Vardcghul from
any Pt’ﬂ;]lti(‘ﬁ or cl.'nmigcs that mai result from the Adventurer’s use of the inﬂ)rmatinn contained in said document. 3
.Vi. Agrees that the h(lh(‘hf tradeswoman V;!rclcg‘hd Pfc:scnfs the document SPCGiFIL’.CI in Clause | 5()!;1:, as a conveyar Of m\ccn'mettiom and that clc'-'.Pl'tc her
best offorts to Pruvi‘cle Soorl.:- of the hlghrsl' qu;llif‘_r.J to her clients, she cannot guarantee the v§r3c1kg,; of the information contained therein. The
."\dwhh._u‘::r further agrees that he or she will take no actions against the hcmest tradeswoman \hrc]e.ghd m rcc,ompcnﬁc; for snjuries. c'Iamagcs or other
negative consequences of errors contained in said <4L1cun1¢;nt. -

VI. Ag-(-tsg to paty an .m‘*d]h(m:li 5ign|n5 fee inthe amount o{' 5 CUPPer preces to the hont’.ﬁ* tg‘a&cﬁwum;m \.hrdcg,hu[ to c]c:fraij \?a_r‘;ou:‘- é_ind sunc[r.;,j cxPcnf,_

es associated with the :?lgl’l!‘hlg;()[' thna‘zigrcrmrn?.

Th€ bONEST TRADESWOMAN VARDEGhUL

VI Agrees that the }’\él.vnnturw maiy speci{-:q :xdcllti(_ma| recipients of the document spcc.lf'écd nC [au:ar;:;l.at the ?imc_ch the signing, of this agreement, for
the purposes of e.xc'nipﬁun From the strictures enumerated in Clause I, To wit, the honest tradeswoman Var&cghg[ grants the Adventurer her express,
written permission to share the contents of ‘rhc; document :‘-Fnedﬂm'! in Clause | with the individuals whose names aPPcar"Bckm. Provicfed that the
Advernturer pays an .'n'|c'{1t|on;||_lo Pm'c'cnf of the fee SPc‘.&.'.I]"]‘_(’.d inClause | for each indwidual ramed herein: .

NOTL: No more: than Fve mdmduals may be named; any Fut“l'l)ctr_rm_n'icﬁ shall be considered 1'nva]1d, even if {'|'1¢ Adventurer pays the honest trac[dswamar;'
V.'u‘clc-._éfml the aforementioned additional fee for .‘-:;ud individuals.

This agrecment shall be l*incling upon tl‘k‘ benebit of the exacutons, administrators and assigns of the ,-’\ci\.'c‘.nl'ur“cjf'.and the successors and ﬁsﬁisﬂﬁ of the
honest tradeswoman \E]:'(‘lr-g,hu],

INWITNLSS THE REOL the P:irhes hawe executed the agreement and athixed their signatures hf:rc:t:_a on the date above first mentioned.

ADVENTURER

oate OATE
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The Fbﬂowmg list contains those documents that the Patrons of tf':c honest tradeswoman Vardcghu/ have found mqst
uscfuf, as well as a sélection of those ncw{g received documents that the honest tradeswoman deems of most interest.
Upon rcqueﬁt, Patr‘ons may Purchasc any of the thousands of additional documents related to Parlainth in the honest
tradeswoman Vardcghu/ s Pose:ess:b'h., at her discretion and upon the signing of a formal agreement and Paymcnt of the
requisite fees. All prices are in silver pieces. FPatrons may not read documents or any portion thereof before buying. The

honest tradeswoman Varcfcghu/ refunds no coin and makes no cxchangcs.
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AN Z\DVGNTURGK’S LamenNnT

So Var&eghul says she pay me to sit and talk and you write down what | say? Then 1 say this is good. She want me
to talk about Parlainth? MmmPthot 50 good. But she pay good coin, soltalk.

My name? | Premag, ork warrior, | cxplorc Farlainth many years, al_most nine years now. Now | be ]cav_ing. I work
hard, risk my life many times, got nothing to show for it. | £0 find work as g’ya_rd:somcwherc, nice stcadg_job. Dreams of
go!c! in Parlainth, the.y don't feed you.

Found treasures hcrc, P!enty. Me, | been out in the ruins with everyone else. | Fought every kind of creature you can
think of and Plentg you can't: Got my arm ncarly hacked omcl:, my head néarfy bashed in, my insicl_es almost tore out. You
name a part of me, and | name you a creature tried to take a bite out of it.

First treasure | found was a sword, pommez covered in golc[ an(_:l‘ }cwezs. .Wasjust like the ones the ]i]g—hancls wear—
you know, them |i|‘9.-§1ancls with the fine clothes and nothin’ better to do than's’_carc down thqg noses at folk. My crew
and me, we thcmght we rich. So we take the sword to Haven to sell it and what haPPen? Nobody ‘round here can pay
what the sword’s worth. Torg‘ak, he not buHin’, says he got treasure coming out his ears. He give me magbe a tenth what
it’s worth, he says. Says that to my Fice. Now, my crew and me-just got to Parlainth,J'ust {:ourad this pretty sword, We

don’t want to £0 all the way back to E)artertown—-mr'gh‘f miss out on findin’ more treasure. S_o'] ask this caravan driver,

- name of Arca, to take the sword to lopos for me and sell it there. She lcecp 20 Pcrcent for her trou-bfcs, I tell her. Wc“,

never saw her again, never saw a coPPé:r of that money. t":\}'crgone said | could trust her. Everyone full of troll sPit.
Next we find a silver owl. Toy for chi|c[rcn, magiclce.d to sing 1u[!aby in elf talk. This time 1 trust‘onig caravan driver |
know. I send messenger to Bartertown to bring my cousins Whitcfock and Ouff with a bunch of their mates. Theg come

here to take silver owl back to Bartertown to sell it. No hear from them again. Few months Iatcr, troubadour comes to

town, says he met an ogre offered to sell him silver owl. Ogre sagé he killed a bu_nc}n of orks to get it. So now | got dead
)Camily and still no fnoncg for my treasures. : : o ;

~_Sowhen we found diamond bracc|éfs, my crew and me decide we sell ‘em ourselves. No more sitting around Haven
while folk swipe our treasure. Be our own caravan, keill anyone tries to take the trcas.ure from us. S0 we set off for
Bartertown, Next night, we get ambushed bﬁ almost as many things with teeth and claws as we had to kill to get

bracelets in the first Placc! Not much of Barsaive safe these ClaHS outside the citicé, we sure find that out. So we stop in

_ town to rest and have a drink. Me, I taste no ale for weeks. Need it bad, you know? Drink too much, | guess. Peop|e in

town got.mad_, told some slavers Passing througf'l that we break the law and so thcg can have us. H.a_cl to use bracelets
to bribe our way out. No good———tfﬁingp went bad and we had to {:iglﬁt,' Half of my best friends died.

You hear what | Say; NOw. When you think you got luck, you dor’t. Buunda to DEGH ;
I
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that. Your troubles just:bcginnfng. Just as many outside the ruins as inside

who want to take the treasure you got in blood and Pain. And didn’tjust N\

Happcn to me—I hear manyq stories like mine. I hear some folk who Fc)uﬁd
magic treasure from lcgends, t]’rcy got Theran c{ogs and stinldng
Throalites and crazy Hand of C.orruption and Blood Warders and
Thgatonius knows who all come sniffin’ around to steal treasures.
Haven?—huh, some haven. Here, just when you think cvergthings et~
tin’ good, 5omcbod9 bury a claggcr in your back.

Angone who read this, Premag, wish you better luck than 1 had.



ON The ArRCbiTeCcTUuRrE OfF PARLAINTD

A Party of cxpl'oreré led by the late dwarf thief Heneticus discovered the ;(o”owrhg document in the South Catacombs
in 1495. Its autbor, Pumous Vectarian, appears to have been the Theran official in chargc of P/annr'ng the bui/ding of
Parlainth. Though many treasure-seekers rmgﬁt Find cit_g Pfannr'ng a dxy 5ulject, anyone ihtcndfng to Pfundcr the city
would do well to understand the reasoning behind the arrangement of the mctropolfs.

The document is dated accordr’ng to the Theran calendar. The aPProximatc Throa/fcycar 15493 TH.

— Vardegh ul

7/3,500TE

- An Epistle Concerning, the Correct & Proper Means of Building in Parlainth

Humb]g Submitted bg the Architect Imperial Pumous Vectarian to His Grand & E)cncvo|érrt Over[ordship, the Most Blessed First
Governor of Thcra, Thom Edro ; 4

Also to the attention of His Excc:i_féncg Kern Fallo, Overlord of Barsaive; Orlubus Kenec, Buiiding Commissionef of Parlainth; and
fo any other wor‘thy officers of Thera who shall ha\'/c need of it.

H.aving bccﬂ dulg and oFFic:iaHH commissioned to ascertain the wisest course of action with regard to the creation of the citﬁ of

g Parlainthl and haviﬂg consulted with many of the finest builders in the land, and having 5Pcnt considc:rab[c time in dccpest thought

and Profoundest communion with the Passion uPandal, I have reached the Foﬂowing conclusions, may tlﬁcy Pleasc the reader.
Parlainth is not to be an_ordinarfj citg, 5haPch bg the random choices of indf_vicfuai Name-gjvers in Pursuit of their own goa[s of

commerce and Fcllowship. Thq buifding of this our 'capital city in Barsaive is a grancf venture, a direction of !mf_:-eriai resources

| 'Etoward a great achievement that occurs Pcrhaps once a lifetime. Those of us Privi_[eged to gjve of our time, knowlcdgc, and wealth

in this great cndcaQbr owe many thanks to the learned J'udgement of our First Governor, who in his infinite wisdom has commanded
the creation of a city in Barsaive that will reflect the granclcur and power of our beloved Thera. If Parlainth resembles even the
fainbcst shadow of our mightﬂ homcland, we shall have succeeded bc_goncl measure at our grcatcst’ work.

To the task at hand—FParlainth shall be a city conceived as such. It will not become grand in the Fu”ncss of time, but rather
begin.with grandcur. It sHall spn'ng full-blown from the barren soil of bcnighted Barsaive, from its first da_tj taking its Placc among,
the world’s great aities. In Iaying the stones of Parlainth, we have a unique opPortunitg to build the Pcncect city, one without the

nonsensical and haphazar‘cl mc:ancledngs of streets and quarters all too common to cities that grew without the firm, guic]ing hand

of dedicated Pfanners and craftsmen. In this as in all of its aspects, Parlainth shall be a Theran city, a beacon of civilization to

Barsaive ar;c*'tha world. 2

To quote the immortal words of the renowned founder of Theran architecture, Pullomos Vrabo, every citﬂ has a purpose for
bcing which the construction of the city should fulfill. Padainth has two purposes: to demonstrate the superiority of Theran cul-
ture to the uncultured & ignorant natives of Barsaive and to serve as a militarg stronghold Frc;m which to take action against the
recalcitrant foes of Thera (sl'loulc] tl"te.y, in their blindness, fail to aPPrcciate the glf:ts we would bestow).

The underground city will serve to disg.;isc the sad necessities of empirc: t_he. Pr’isons, the slave quarters, the secret chambers
where our scholars and 5cncra|5 devise Powchul new magjcs of war and Protcc'.ti'on for the empirc’s benefit. The undcrground city
shall also Eﬁiéc the unfortunate necessity of death within a thorough!g modern edifice cons_tructccl for the efficient execution of
funerals and the burial of the fallen. That which is not beautiful in Parlainth will find its home beneath the dark earth. The under-
ground city shall also conceal documents & treasures of great vaiuc, for ft is well known that among tixc hudcﬂcd, unwashccl, vulgpr
masses of Barsaive are many thieves and marauders who maty attcmp’t to harm our beautiFul city in its earlics_t ciays. The city
beneath the earth shall both concca[ the unsightllj and secret and }u’dc that which is most Prec.ious. I shall spca'lé no more of the
undergrouncl city; the less said of it, the better. !

The aboveground city shall capture the chauty and granc]eur of Thera, with bold yet elcganf: lines sgmbo!izing the strcngth
and purity of the Theran way of life. The eye shall see notl'u'ng unplcasant in this city. Open spaces, builcl:'ngs Plcasing to look



upon, and placcs of comfort shall compose it. | shall c|cs1gn its bui]dings so that the music of troubadours echoes from one wall to
the next, amp!ifying and multip]ging the felicitous effect of the notes. Vast, moving murals shall ac[orn_ Parlainth’s Pubiic bui[ding,s,
showing the observer (most Particular]g the ignorant, Barsaivian observer) the erudite mind and generous nature of our beloved
First Governor, Thom Edro. Censers full of fanfalizfng incense shall burn in the streets, Per{:uming the air breathed 135 all who enter
the city. | propose to give the central circle, the great feature of all Theran cities, Particular Promincncc in Parlainth, it shall sit on a
Plat‘Form dominated by a great fountain containing, statuary of great magnificcncc Figures of the twelve Passions, each bedecked
in the armor of a Theran gcncra| sha” wa‘rch over our city from a Fu”ar in the fountain’s center. Our greatest n'raguzlans shall
enchant the fountain so that it bnngs ‘FOFtI'I not on|3 water, which wi l appear na clazzlmg 5|:>cctrum of cver—sthtmg colors, but also
soft music of surpassmg beautg On state occasions, a snmP]c adjustmcnt will cause tf‘;c fountain to Plar:; a martial air, or any other
music as befits the glOFI‘Flcafion of wsntmg c]ngrutancs

Rachahng from the circle and its. Fountam which | s:ncerc[y cxpcct will be rccognlzcc{ as one o-f thc Wonders of the World will
be the four quarters o{: Pariamth (It has long Been a matter of grcat Frustrahon to me that many cities are considered to have

quarters” when the number of E}TCII’ quarters exceeds four. This irritating Practlcc makes the term “quartcr qulte a vexlng mis—
nomef and | am determined that we shall have Preciselﬂ four quartcrs In our 1dcal cffiy') The qi_lartcrs-l propose are as f:o]!ows: the
Governmental Quarter, the Business Quarter, the Residential Quarter, and the Ml]:targ Quarter.

The Governmental Quarter shall contain the Pub[lc bw!dmg;s from which Overlord Kern Fallo and hls ministers shall administer
Theran law and govern Barsaive. From the vast Palace of the Governor to evert Y bu:[clmc«; n whlch any PuHu: business is transac.fccl
the structures in this quartcr shall be of great size and soli c[rty so as to make the heart of the logal Theran swell with Pndc and
reverence ancl cause the sullen and rebellious native to shrink wrth trepsdatlon Ta]i FIHBI‘S and sturchj towers shall abound all of
them sccrnine; to touch the sl(

Wide streets and L:mcs wnth small shops n Promcusron shall grace the Business Quarter. Rather than dISP[aHIHE; the distasteful
and chaotic variance of Form one finds in cities that have been allowed to grow without prunlng, each SI'IOP shall conform to one o{:
a ch choscn aPPeamnces 50 as to How togcther (ina manner o{: sPcaiang) ‘for the grcatest wsual har*monq To gve your lordshsl:,\s
an examp|e | envision 5cnt’c curves and qualni' c[ccoratsons used in great Profu;-‘.lon as curves and delicate embellishments are
most plcassng of a” forms to the eye.

The Residential Quarl'.cr shall be a Place of comfort where Thcra’é loga] citizens may while away their Private hours in peace

_and seclusion. To create a bond between Theran residents of our g’eaf: citg and ioyal Barsaivians, cach home shall be of identical

-afwapc and dimensions. This outward sameness shall demonstrate that all are tru|t,} cqual undcr the 1mParha| and Just eye of the.
Theran EITIPII‘C :

It Pams me grt:dﬂg to report that Plans for {'hc Mllitarg Quarter remain in doubt. 1 have engagcd in laborious consultation on
many occasions w1th General F"owecia Mangbars and must admit that her understancllng of the elevated Purposcs E)chlnd this great
cntchnSc of ours remains qmtc limited. | therefore Put my case to Your Excc“cncscs that you may hear and galrig Judge my P]ans 1
envision the Mflrtarr:; Quartcr as an oPen area suﬂ;a}::[c for mr||targ Practlcc and evergthmg within it (thc few necessary budcflngs,
statuary, and the like) formed to i :nanrc our soldiers to attain vnctorg. Structures shall be built of roug]w-hcwn stone carved in
forceful 5hapeﬁ and placccl in precise formation in imitation of our ga"ant men and women on the battlefield. Alas, General
Manybars continues to rai_se Pettg Pra.ctic.al concerns at every turn, thWarting me in what | can qnl_q conclude is a deliberate

attempt to mock the pre-eminent role that the art and science of architecture should Plag in this uncfcrtaking

With your intercession, my worthﬂ Patrons | trust that 5uch vexmg Po]itrcal obstacles shall sPccdllg

dlsappear from our Path
It is my !‘IOPC and conviction that the ]mPcriaI City of Parlainth shall lon‘g and g,lorious[y
stand as a testament to our accomp!fshments ]ong after we ]'ravc turned to dus’c that it shall
serve as an arm etched Permancntlg in stone to Forcvcr wave the bnght and glonou:a banner
of Thera.

Yours in exceedinghumility,

Pumous Vectarian, ImPeriaf Architect



OISTURBING WONOERMENTS
Of ThE€ WESTERN CATACOMBS

The rcoﬂowing document is an excerpt from the Compcndrhm Esoterica, that unw:bfc{y and cvcr—cbanghg tome by the Profr’ﬁ'c dwarf
wizarcf, Barakus. The Esoterica is a fascinatfng collection of unclassifiable information that Barakus has uncovered in the course of
rcscarcﬁfn‘g his countless other works. Rcadmg the Esoterica, of course, Frcscnts a twofold Prob[cm; Barakus’ prose 153 turgid mess, and
he has verified few, rf ._ary. of his g{camhgs. I have added errata to this material whcncverpassfb[c; doubtless more errors exist in it than |

am able to correct.

—Varde_ghuf

Itis ypgiti‘n great trcpic[ation that | embark upon the Foﬂowing descn’Ptions of tales and anecdotes of the so-called Western Catacombs
of the Forgotten City, otherwise known as The quned Parlainth or PcrhaPs cnlg Parlainth. For these wonderments are of such magnitudc
that | fear many may 5u5Pect that | write not truth, but mere phantasic Indeed, Pcrfnaps tl‘ais is 50, for 1 am mere]g a humble presenter of
such scraps of esoterica that FaH my wag anc[ mcrc]y allow the gcnt|c reader to draw his own conclusions as to the truth or falsehood of
these tales.

Several PcoPlc have recounted the story of the discovery of a mystcrious human, one Samel 59 name, in Parlainth’s Western
Catacombs in 1480 TH. This Same!l was a man of signhcicant vcrtica[itg and great width about the shoulders and chest, Possessing long
tresses of a raven hue, unfortunately overburdened with grease. Mang claimed that his eyes g|owed with madncss, and his ravings uncasily
imPrcééctzl the harc[g individuals who rescued him (at the time of his discoverg, he was 5in§c_—hanc§cc”5 [)attling a Pair of gargoglcs with his
bare hands, and to all appearances succ:cc&mg)

: When at [engl'l his saviors made bold to 5Pca|< with him, this Samel clalmcc] to have becn born of a different world and to have traveled
to many other wor[ds dunng the course of a lifetime so long as to be fantastical. “(,ursed toug% gargoglcs in your world fcliows were his
: n:Porteci first worcis to his deliverers. Trulg a mlghtg warrior, Samel also had ossc.ﬁsnon of certain abilities that he called spe lls. When
exammed bﬂ exPcrt w:z_ards howcvcr Samcls maglc was Prodalmcd to be nonsense. This {:orcc{:uug stated contention bH t|-|c aforemen-
i thﬂCCI wizards m|5ht indeed have held the ﬁeid were it not for an unmistakable demonstration of sancl abilities in the creation of several
small |1g|1tmng—bo!ts which smgcc{ said wizards in the seats of their trousers and robes. This demonstrahon while scrvmg asa Pertmcnt
reminder of maglcs many mannccstatlonb in the Universe, also caused much consternation with its immense affront to WJZBI'C“B cllgnrtq
~ During [ms dags in Haven, the strangcr Samel seemed in a Perpetual state of mental cliscomﬁturc This, in addition to his most strange and
- somewhat &:arsome powers, caused many to give him a wide bcrth
In time, bamc! _JOH in 5|agmg various and sundrg creatures was much remarked upon and aPPrcoated No longcr could any dcng ]'ns
' powers, and :ncfccd none wished to. When the residents of Haven dlscovcrcd that Samel had ventured into the Western Catacombs once.
more never to return, his disappcarancc was the cause of great sadness. Though the aPP[ICE!t]OF‘I of SImPIC Iog;c to Samel’s vanls[nmg would
suggcs‘c that he met an untlmely death at the hands of the oPProbrlous occuPants of the dangcrous ruins, many of his comrades were
heard to insist that Samcl had traveled onward to 3et another wor[c{ to confuse the residents thereof with his strange and mad tales.

Haven was not founded until 1490 TH. In his reference to the city, Barakus is probabfq rclfemhg to a tcmpora:y camp O('(UPfcd by
cxpforcrs 1 have grave doubts asto thc truth of this tafc I have J'fvcd in Haven since its begnnmge and havc never heard of Samel.
: mVardcgf'Ju[

_ In 1477 TH, two elf brot%ncrs;;‘mcrgcd Frorr; tkc Western Catacombs Proclairning that thcy had met a new and hitherto unknown Passion
therein, and that t|1c5 had mctaphys’ica”g in‘tcrming{cd with the brothers of the said Passion. This intermingling, theﬂ claimed, made them in
essence identical to these two brothers, or ncaer_ 50, and therefore thcg were, if not Passions themselves, then very close to Bcing such.

Thcr:] underwent a ritual in which thcg Named themselves Vili and Ve (For reasons as yet incxplicable), but most 5trangc|5 they retained the



talents and abilities that their earlier-Named selves had Posscssecl. Within a very short time, thcg gatherccl to themselves a core of questors
of the (a”cgccl) Passion with whose sibh'ngs the&; had intcrchanged essence and were last heard to be hcacling north and west from IoPos.

e @ @&

Somewhere on or about 1483 TH, a human troubadour named van'ous]g Uriz, HeHera, or Rehem Sixsworc 3, a”egcd@ ventured into the
Western Catacombs in the company of other adventurers. In the catacombs, he met a ta”dng |ig|1tning lizard who claimed to be the reincar-
nated sPirr't of his late sister. The lizard shared all of his memories, and answered to the most exacting sPeciFication all inquiries that the
troubadour Posed in his efforts to Forcc_: the lizard to renounce its claims to be his sib!ing. After this most unusual meeting, the troubadour
and the Iightning lizard traveled for several years togcther. until a sad encounter with ork scorchers resulted in their mutual demise. The

scorchers asserted that the Hesh of the Iig]'ltning lizard was of an'imPressivcfg savory hé.tu_rc when roasted.

® & @&

In1472 TH or thcrcabouts, an ork nethermancer erncrgcd from the Western Catacc_)mbs with a Passing strahgc story. Before his'daring
venture into the ruins, he had a brown left eye and a green right eye; upon emergence, he found himself in possession ofa green left eye
and a brown right eye. Moreover, he had become righbhandccl rather than !eH-handed, and a scar that beforehand had marked his left
cheek now marked his rig}jt. The nethermancer asserted that his changed condition came upon him as he Passcd thrt)ugl-u a wccPing c|oud,
which whispcrcd to him a tale so sad he could not bear to tell it.

@ @ o

In 476 TH, a party of haé"dg adventurers were slain b_g a rain of cheese in the Western Catacombs, leaving onlg a sinslc survivor to tell the
tale.

In this entry, Darakus appears to have confused the Sloércthféf words for “cheese” and’ ‘_‘ac:kj', > which are often confused [71‘/ incompe-
tent translators. Then again, one never knows in the Western Catacombs. ' ;
—Vardeghu)’
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In 148l or in 1465 TH or Pcrbapswise in both, cgp]orcrs broke through a lock of terrible intﬁ]ligenc.e that kcpt shut the iron door to a
room c[ccP within the Western Catacombs. The lock devoured one of their hands with rusted iron tccth, cfncw:'ng off the flesh down to the
last scrap but |cavir_tg the boncs, blood vessels, and nerves horriHH intact. But this horrific occurrence is the least of the wonders of which
this account tells. Within the chamber hunga Painting of most wondrous real and lifelike quality, foolcing not flat as Paintings are wont to do
(consicgcring that thcg are of two dimensions and two dimensions only), but Eaving dcpth. so that one could peer into it and focus one’s
eye altcmate]g upon clements in the fore, l::aclc, or middle ground and see in them the qua]itics common[g.hcld to belong to the third dimen-

sion in which we all live. The Painting chictcci a group of battlc—wcarg achts, frozen in_Posturcs rcPrcscntativc
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of frustration and anger. As the adventurers drew near to the Paénting, all but one of the party fell into it,
and the Frgurcs in the Painting fell out onto the floor as solid I;)eings. Those released from the Painting

Proycd to be adepts, who had lived in the years before the Scourge and been imprisoncc{ in the

canvas |:)9 a foul Theran sorcerer. The Name-givers freed from the Painting Procccdcc[ to beat the
rcmaining cx_Plorcr UNCONSCIOUS; he awoke without his purse, staring ata Painting that contained
the terrified images of his comPanions. Ina Panic,- he fled the ruins, and spent his subscqucnt
years attempting in vain to find the painting and rescue his friends. Some few years after his
fortunate escape, his body was found in the Western Catacombs imPa!cd on the word

“ubiqu itous,” which by some magica] means had acquircc] solid form and a knife-like e.dge..



AN ENNCOUNTER WITDh TWICEBORN,
dUeEEN Of The uNO€AD

The folfowfng 15a report by the dwarf scholar Horowel the Curious, written in 1500 TH. T/vough Horowel intend-
ed his work for the collection of the Great Lfbrary of Throal, poor financial Planmhg forced him to sell me all nghts
to this document. Horowel returned to Haven in Veltom of 502 for another cxpedftion to the Eastern Catacombs,
from which he never returned. Accorcﬁhg to a reporf from a source I consider rc/iab/c, a cadaver man bearfng
Horowel’s distinctive cheek tattoo was seen attcndfng Twiceborn in Gahmil of that year.

- —Var‘dcg/vu/

After Protracteci negotiations with the dreaclpul decaqlng sentries at the soutl'm:rnmost known entrance to the
Eastern Catacombs | received permlssmn for an audience with Twnccborn the lcgcndary Queen owc the Undead. |
succeeded in gatnlng entry to the cadaver men's hcawly 5uardcci lqngdom ]35 dlsplaglng myy heretofore useless
knowlcdgc of archaic Theran table manners, an occurrence that 1 found odc”b} disconcc:rfting. To find the cadaver
men concerned with somcthing so mundane and absurd as table ctiqueft_c simul’taneously touched my heart and dis-
turbed me. Like most Barsaivians, | had expcctcc[ the undead to be who”g monstrous; but tlwcg clung to the notion
that t}wcg are st:" Name-g:vers despite belng dustg mummified corpscs Prescrved on!g 139 the most aPPang magjcs
lmaglnab!c
Further negotlatjons this time with Twiceborn !’\crsch I carried on through intermediaries. The FDPPIS}'\ swooning,

of these courtiers over their queen Prdeed an odd contrast to their advanced state of P]"IBS_!(’.a] decay. The chief
ac]visor, a former ork once Namcc_:l Guanya, Paused every so often clurirrg our discussions to rc]o[ace her left egeba”,
w_hicl'x had a disconcertingtcndency to tumble out onto her cheek when she became excited.

At |cngth, we reached a comp_romise. UPon my return to the enclave in the catacombs the Fouowing :ﬂag, the
cadaver men would escort me to Twiceijoa"n’s Privatc chambers. There, | would Prcscni: her with a gold necklace set
with twelve cliai"nonds, }Courtccn oPélﬁ and three Death Cheat charms. PrOvidccl thc necklace met her aPProva] she
. _'woulcl gr"daouslg Pcrrmt me to ask her ten qucstlonq Thanidzuug, the quccn was Plcascc{ with the g.,l{:t and | wasted

* no time Prcscntmg my qucncs

“Your rnaJesty, | thank you for 5r'antlng me this rare aucllcnce o began “The Pcop[e of Barsaive are most curious
about the nature of your r rcalm In choossngto qucnch their thirst for lcnow[cdgc you have demonstrated remark-
able generosmy. Many a tlme =

“You may now ask your qucstions,” Twiceborn said.

“«Of course, Your Highncss. Is it true that you have existed as a _cadavcr man—er, woman—since before the dis-
appearance of Parlainth in 1047 TH?”

“Yes.” _

“Remarkable! Your Majcstg, you possess a virtual trove of knowlcdgc," I said. “Are you aware i:lfl-a:t none now liv-
ing in Barsaive, even those alive at the time of Parlainth’s c]isaPPcarancc, l‘navc'an_y memories of the Forgotten City?”

50| have been told.”

“F’crhaPs you cou|c| share with me your memaories of those clays?"



“Perhaps you could ask a more spschcic question.”

“ah, well. You were—are—a t’slcrang. Were you born in Barsaive?”

“Yes.”

“Could you PerhaPs describe relations between Therans and Barsaivians at that time?”

“In thosc_dags, all life was a c[c:sl:)eratc race to escape the Horrors,” Twiceborn said. “Such small matters as one’s
nation were Forgottcn. The Therans seemed our oniy hoPc of survival, and like many in Barsaive, | thought of mgse[f
as Theran.” ) ' i

“Yet you lost the race to escape the Horrors, did you not?” | asked:

“'Obvious]g.”

“You have—er, existed now for nigh onto four and a half centuries. According to my ur_ldcrstanding, cadaver
men cannot exist for such long spans of time except bﬁ the aid of blood magjc wroug!1t bﬂ Horrors. How is it that
you and your Peoplc continue to exist?”

“We have reached certain accommodations.”

“With Hofrors, | take it7”

“That is one !ogica[ conclusion.”

“Our books tell us that a cadaver man’s unnatural condition inevitab[y drives him mad. | must say that you do not

“seem mad. Would you care to comment on the truth of our accounts?” : .
: “Things are not always what thcg seem, little 5cho|a_r,” Twiceborn said as she bared her teeth in a smile 1 found
most alarmi ng,

Yes, of course. Ah,'l have heard many rcPorts in Haven of Fighi:-ing bctwe,cn- your Peoplc and exPlorers, in which
many Name-gjvers have been slain. Do you think it P'ossibfﬁ to live in peace wii_ch your neig]'\bors?”

“Thcg wish to kill us. We have learned not to gve them the GPPOFtUHitH. i thcg wish peace, theg must seek it,”
she said and smiled again. “Until thcn, we will g[ac”g add to our kingdom from the ranks of the greedg, {:oolish, and
i”-tempercd. The cold, dr\g hand of deathis a great]y civi]izéng force.”

“So you clcny the reports of unProvokec] attacks b}j your Peoplc. st

“By my count, you have used up your allotment of questions. Good c[ag, little scholar.”

At that Point, Twiceborn drew herself to her full [ncight, her living—crgstal armor reﬂecting the torchlight ceri[y
through the chamber. She 5wcPt from the room, and dcspitc her deat}'xlg appearance, for a moment | became
entranced ]35 the S,Pc;] of her charisma. | 5Carce|5 had time to take a breath before two
stinkin& bur[g corpses Puﬂcd me rougl‘riy from my seat and c{ragged me to an
unfamiliar exit from the catacombs. Without a word, the9 tossed me to the i EGH
hard, rubble-strewn gro'ﬂnd outside as thougi'\ | were a sack of meal.

I have learned little in this tanta!izing first mceting._ Indeed,
Twiceborn’s answers raised more questions than the.g satistied. | must
raise the money to return, so that | may ask her more. Queen
Twiceborn of the Kingdorn of the Undead holds the lcegs to many
mysteries, and | would be no scholar did | not confess my desire to

unlocl-a them.




A TRACT AGAINST L£alseMmeEN

The ﬁ'}//owm‘g Is a translation of a fragmcnt of'SPerctHe/ text recovered on an cxpcdition into the ruins of Farlainth
by an adventuﬁng team with the curious, collective name of Fourteen Ears, Six Noses. The adventurers discovered it near
the Co”ap.sca’ Towers on the f)?th c{ay of Strassa, 1487 TH. The toP and bottom of the onghaf Parchmcnt are torn awatj,
l'cawhg on].r.j a Portfon of the or{gfna/ text. | believe that this tract (for such it appears to be) was written around 1000 TH,

and that (i ngcn tﬁc qulyez,t matter) t/—;c writer made man CCIPICH or( !*/1.'6 document and distributed them around Parlainth.
— Vardce;/'lu/

. in this terrible time of trouble, when our very civilization is at stake, the Foolish and FDPPisI'a persist in fo[iowing
Fashionablfj idle Pursuits and t]'mcrebg wasting the valuable time and energy of our fincst magicians. At a time when we
should act witlj firm resolve and courage, we grow lazH_, arrogant, and fat. '

Far be it from me to name names, but | feel imPc”ccl to single out a certain elementalist whose robes have many coins
embroidered upon them, ari:'c_hc who has forsaken his rightmcu] duties to turn out more and more of the accursed falsemen

that so Plae;ue our existence. Evc‘:rqwl'\crc in our streets and hou-acs one sees falsemen: straw Falsemcn wax Fa!scmcn

.écamlng Lrgstai Falscmcn falsemen with feathers, falsemen with horns even falsemen with glowmg g;o|c]en eqes‘ These

abhorrent creatures of unthlnkmg, matter will obeg our every whlm-Pro\ndch We can express our whims snmpluj enough for
their almost non-existent minds. We Par‘adc our newest falsemen about, attemptlng to outdo each other in their spienc]or_
what started as a satisgactory idea—to create |oga| servants who could not bctraﬂ our mos_t_secret_PurPoscswhas
become wasteful ?ol[:j.

The case agains’c-{:alscmc:n is threefold.

First, it is unsr;cmlg to concern oursc];fcs with petty matters of fashion and status when the ovcrwhcfming threat of 1_;116:
Horrors bears down upon us. Better to shackle our Pridc and turn it toward our will for survival than fritter our energies
away on walking baubles! Sctond, as | alluded to earlier, the creation of falsemen is a criminal waste of our magica]
resources. Third, and most grievous to my mind,. the existence of falsemen weakens our moral resolve. Just the other day, |
heard a rcspectablc |ac]3; of the govcrnor’s court state that greater numbers of falsemen would enable us to one cla}} free
our slaves. Such a declaration borders on treason! 5|aver3 built the Theran Empirc‘ and s]avery sustains it to this dag.
SIavcrg makes our enemies fear us and our allies lcecP faith. Should we be so fodlish as to cxchangc our slaves for mind=
less g[ittering automatons, we would gain ohig the ricHy deserved laug;htcr of all who now tremble at our aPProach'

SPealqng both from my Pos:tson as Vice-Secretary of the Slave Trader’s Mutual Society and also as a deephj con-

cerned citizen, | demand that the manufacture of falsemen be bannccl their sale Proh buted

”<f<

anct c:x15t|ng falsemen chsmant]ec[

For those who do not find the above arguments smq:ic.ient, let me Prcsent anoth-

er. As the long-dreadcd Scourge appt‘oachcs, one can on|_5 imagine what the
Horrors might do when thcg find these strange constructs. Who knows what

fiendish . . .

Here the document ends. A reward awaits any who find a more a)mpl'ctc Version.

—Va ro’cghul’



pnom A WALL 1IN Tbe TWISTS

Thc foﬂowmg 153 transcnpt:on of a mcssagc written in the fanguagc O,C magc on the interior walls of a /aqgc rc/at:vellq
undamagcd arca in the regjon of Parlainth now /cnown as The Twists. Ainall the Astomshmg first transcribed the message

in 1500 TH, To my fcnow/cdgc the ori gna/ message remains intact. G
. ;Vardcghu/ j

As we cxplorcci thc chambc_rs {f]ﬁé Horrors have imprisoncd:us Kin, we Fc_)unc] the brush and Pain!: thét | .r-i'ow make these words with.
'T'Ecnpaint is a sign from rrig'bclovcd Passion, Dis. In his wisdom, he has Grdained that we shall set down an ac:cqu_nt of these dire times,
bnngmgorc]cr Gf onIy in t]"IIS narrabvcj to a time that otherwise contains on]y chaos and misery. ' i

We are amone‘, the last ilwng Name-gvcrb in Parlainth. | can hear the screams of our F&i[ows from 5urround|ng rooms and bulld:ng,s as

& the Horrors 5!0w15 torture thcm to death. The. cxtrava;z,ant and wasteful lu!lmg 5|:>r’cc that the | Horrors first rndulgecl inis ]one; Past Thcy

have rcailzcd’thah thcq are as tmpp&d aswe, and that once we are gone tl':cg will havc no one to harm. If thcq wish to ﬁ:ast on.our Paln

-theg must cxtract lt From us b:t by bit. And so our sole rcward Fcr belng qu:ck stcaltl'lg and rcsourcencul cnougjﬁ to cvadc tl':c Horrors'

initial cms‘aug‘lt isa siow, unmcrcif:u} death.
I have not admlttccl this to mg fellows (none of whom can reac] ti'x(:bc WOl ds} but 1 write t[‘ns as a calculatcci act of defiance. | want

f”f:!‘h‘: Horrors tc: ﬁm:‘l it, to seize me and rend me limb from limb for clanngto write hcrc Sue:h a dca’ci-l will 5Pare me tl’ac agonizing torments

' 'oti‘xcrs I'Iavc swq:ered

Our newcst Jadcr is a Horrar w1th an unc.ei:thng rcscmblance to true Namc-gwcrs Though a wc:rcl and shambfmg ﬂ'ung it |—|o|ds a
‘Famlhar shapc—a hﬁad torso, two arms, two Icgs Its ]cgs rescmblc coiled snaltes lts arms, thc tcntac[cs of an octopus ‘and its head a

:‘l‘:gchpu!&lng ciot'o}: blood. still, its similarities to my own form disturb me more than the ughness of its aspect. | am most disturbed bﬂ
_f: € thing’s cgcs,
gcst:blc qiop that is our on]g nounsl‘m’nent 1 shudder when it looks into my Face fort swcarl have sw:n it smile—an insinuating, 5trangc§9

v 'rcl"'rzscem to Siow w:ti'l a malicious mtcl]lgcncc It looks at us in long,, mea.sursng gazcs whcncvcr it Brlngs us the md!-

.unc!crstandrng 5m|fc S0 {—clr_, the t}ung l'ras taken no notlce of this message, w]mc]w now. c:ove_ls an entire wall. Pcrhdps the languagc of

maglc 15 mwmbfc or o‘F no interest to it. It seems my car!;cr hope of cnraqlng the Horrors m‘co kllhng me quncqu was but afutile delusion.

@k . @ @::

® @® @

oday for the first time: It said, “We will

Poclas 15 Eack ﬂvcg ]'ravc takcn one orc his xcmgers anear, and an eye. ¢ Our Ja:lkccpcr spolcc t‘
return for You tomor'row F‘odas Its voice tu rncd mﬂ bowels to el t|'1c thlng mlmrdccd me almost Pchcc.t]g

® o ey

1 have not been 'aHé. to write for many mo_ry.'ti'ls, ever since | beheld Podas thq;seconc[ time t}\cy returned him. Thcg took him thirthn



times in all; after the last, he did not return. Tl‘vcy took Dollak, Fransmuir, Jenneta, Celthck, Ramma and many others as well. | weep,
writing, their names. | will write all the names when 1 have 5trcn5t|-r. | will start a new wa“J'us»t for the names and leave this wall for myy
account. 1 donot kn'owwhy | persevere. The Herrors seem to take no notice. The writing does not ease my 50u|, yet | feel comPc”ccl to
continue.

Twelve o_{: us remain alive. The screams from elsewhere rare|5 sound, these ciags. Pc:r%aps we twelve are trul;d among the last Name-
givers left in Parlainth.

| ]-nopc t%cg take me next.

@ @ @
Last night | dreamed of Podas. 1‘ asked him whu 1 keep writing on these walls when doing so gives me no solace.
8 : i P 4 550 g

#vou will have no solace,” }15‘: saicl. “Hope of solace died when the Horrors aPPe.ared. You write not to ease your heart, but to

- remember us. We will ]ingc_-.r here Ic:ing after the Horrors have gone. Outlasting them will be t'hc on|ﬂ revenge we carn take.”

Téday | bc:gan writing all the names on the wall. 1 will try to remember the name of everyone | knew who dwelled in Parlainth when we

removed it Fr_om thc world. § will write down as many as | can.
@ @ @

Our number ha,s dwindled to four. 1 tear that the Horrors are saying) me for last. Foetic justice_, | suppose, for | hclpcd to set this

 once fair cityonits disastrous course.

I_am shaking 50 hard, | can sc,arc.elﬂ hold the brush: The Horror c.aug]’lt me writing, fhstinctivc-.lﬂ | whirled a[)out, at['cmpting to hide
the brush from it. In doing s0, | knocked over thcjar of Paint. Wet gold spiﬂcd on the ﬂoor_. oozed alonga chrcssion in the tiles straig}-‘nt
to the scalnge'et of my hid_cbus captor. Dcsp;’te myj earlier wish to be caught and slain ot_jtright, I cxpcricncq,d the imPossiHc—-greater
fear. : :

it smiled Huge[y, turned; and left us alone.

It returned three hours later, Ieaving a ]ar ]ust inside the threshold of our chamber. | aPProachccl it cautious]_tj and opcncd it,
expecting food.”

Paint. More gilt paint.

® @ @

Ispo'ke toit toclag. | asked it why it ha_d gjiven me more Paiht, why it wanted me to continue writing, It answered in mij OWN voice.

“Because wewant to be remembered as well,” it said. “Because of your foolish magjc, we maty die here. Or Pcrhaps we will mcrclg

- slumber. Whatever i’\aPPcns, some claﬂ our time will pass. We want our deeds rcmchberccl, to tcrrhcy and aPPaH all who see this Placc.

' Through you, we will horri{-y generations yet unborn.”

| have tried to erase all my wark save the names of the clcad, but I cannot. To do what little | can to thwart thcm, I shall make this

sentence my last.




A FRAGD ENTARY _blsT-Oﬁv_ O
L wpARTARITD o

I have \-m'“ftch irfus history based on my rcadings of countless c/oc;umcnts over the years, many of which may be’
Purc/‘réscd -ina(ivfdua_[{y at reasonable rates. | last updatcd this account on the I}t/'» of Borrum, 1504. In thc(fntcrcst of v
cnrr'c/-nhg the world’s store of Prccfous know/cc{gc, / cncouragé; a/_/ a:dﬁfen.turcrs who d:Scover new truths about
F’ar/ainfﬁ (CSPccialtit} in the Form__of documents) to remember that this establishment wrf[ outbid all compct:fars for
such valuable material. : :

e ; 4 : - —QVardcghu/
_ F-’arléintl-l as we know it'.;gappcarccl in Barsaivé inH5Z TH. Thc Prccjgg events fcac‘iiﬁg up to :t|'16: rcclisc_ovcry of
the city remain a rqgstcrg, largclg because o.\c the involvement of at 1ca§i;_ti_'_t:?éc (;ompcting Powcrs Thrfaa[, Thcra, and
the clves of E}loocl Wood.(‘:)_r‘\[gfhc kingdom of Tl-n_roal has issued a Ptﬁbkc gxpianation of the affair. Acc_ordi_;ng to the
Throalic version, _ﬁ;scarchgrs 'cliscovcrecl g:lycs in the Great Librarg of Throal that a vast, beautiful city once s'tc_noc:l in
northeastern Barsaive, a,n;f_'it‘hat_a 5PcciFic incantation cqu]d_.bring it back to our wquc[‘ Citing various records in their
i \?aults,_thc S;HolérS'oF the Great Librarﬂ _claimccl t;h_at Parlainth had att;mp%gd to Prbtec:t itself from the Horrors by
: Pl’lgsica”g removing itself from our world and erasing all knowledge of the c::;ty from the minds and hearts of Name-
glvars This statement seems reliable cnough and would &cr‘tair)lg _c:x]p]aih wl'lg so little information exists on the citﬂj:i:n
: Barsaivian archives. If I'may be so bold'as to ,i_nc:|uclc a Pgarsohal note, | find i\‘j‘tcrribig chi”ingltfjat a mere sPc”, no
. matter how Powchul,‘ can alter records as well as memories throug}-nout,‘thg. known world. Sucha thfﬁgputs the relia-
.-;: bi_]itg of any document in quc_stion. What other truths has anotlﬂc:r’sr-magif: suépresscd? which of ouT' beliefs are mere
figrncnts ofa sinister rnagjcian’s imagiriatioqj’." ' & 0 ; E
 But! digr'.:‘. sThc Throalic VGrgiqn of Parlainth’s return _corfécnds_ fkhét agt_tnts :o-f Throal 5uccess{:u”9 recovered
the city dcspitc the efforts of Blood Warders and Theran agents to kccp the city imﬁrisoncdg?ar from our rcalitg. My
own consultation with rcliablc‘ sou'rccs. indicates that this statement is less than _c;,anclid. Both Blood Wood and
Theran sources make similar accusations against Throal and cach Q't}'wgr; each party claims to have brought the oty
; back in the F_;x'cc.or- oppogition from the other Factions.it 5u5Pc¢t_that_ all parties are bcing parsimonious with the
-~ truth. 1 also ha_\{c reason to bclieve__tbat other, lcss influential individuals and Powcrs Plagcd vital roles in the city’s
rcc[isccvcrg, btjt'at this time | may offer no'gpccific names. ; ‘k 2 ;

As‘cvcnjone knows, thc “wondrous and beautiful” citg that returned in 1452 was but a ruined shell of its Foﬁncr_
self. Even its shattered Pic_ccé, Howcycr, insPir‘c awe in those who look upon'thcm. W}nat was this city when its resi-
dents still breathed? Ear[y -rcPorts JFro_m t]ﬂosc brave cndugﬂ to cnteﬁspolc‘c; cnc Pde,s :f:nc treasure arlcl ;oin too largc
Vi for even sizcab]c bands qf,adventurc.;rs_ to barrg outside the Kcitg wallg. Thcy also_spokc oftcr;r_ib[c creatures, of a
P’|acc wl{agrc the strcngtl—; of the Horrors had scarcclg abated. The n-:_m'.:"iarlt‘é.‘_c_:ng the city’s architecture identified it as
Theranin origin; Prcdictablg,‘ many theories arose to cxpiain its cxiétencc. ' 5

Records that Prcc{até-thc -arrivél in Haven in 1491 of the first trained historian ({hgt'ig_ to say, mysclf) cannot be
considered reliable. In the absence of faéts,;- mgthﬁ_ and fantasies s00n arose to cxplain the cxistencc of Parlainth.
Even old']cgcncl& were said to have taken Pfacc ina mﬂtl-]ical Parl;?inth. Méng, iFnot all, such tales are complctclg untrue.

A vital c]iscovc%y concerning the Forgotten City came to.li:gl"nt.-jn 1495 TH, when an explorcr‘ found a document
cntiticcl"‘(_)n the Architecture of Parlainth” in the Southern Catacombs (a copy of this document can be Bought



from this establishment for the reasonable Price of 100 silver Picccs). Written in 493 TH bﬂ the Theran !mpcria|
Architect Prior to Parlainth’s construction, this document offers a wealth of information to all adventurers P[anning
to ex]:)[ore the Forgotten City. In addition, th_c document confirms that the Therans did indeed build Parlainth as
their impcrial capitai in Barsaive.

Information on the years lcading up to the disappcarancc of Parlainth and its fall to the Horrors remains scarce,
tho_ugh this has not stoPPec] many scholars and sages from o'FFering notable theories. One such theorg contends
that Parlainth’s disappearance was achieved bﬂ a cabal of rnagicians afrcac]H corruPtcd bﬂ a Powcrful Horror too
large to enter our rea[étg. A”egcc“g, these sorcerers used magic to deliver the entire city into the colossal maw of this
beast, which devoured the cit9 ina single gulp and then sPit out the mangle.d remnants that remain toda}j‘

Other scholars claim that the treacherous Theran Overlord Ersh Wearg, known to have c]iecl in Throal in 1050
TH, delivered Parlainth to the Horrors. Various explanations are gjven for this bc:traga‘, all of them barcly under-
standable to those of us with a less than PerFect grasp of the intrigue ram[:)ant within the Theran government of the
Pcn'od. I consider this thcory may be no more than a Throalic fireside tale. j

A third theorg states that Parlainth’s attcrnptcd escape from the Horrors failed because a mother saw that her
child had wandered past the city wa”sljust as the magjcians were comP[cting the ritual that would remove Parlainth to
its othcrwor|d|3 haven. Accorc]ing to the storH, the child’s father was one of the magicians. UPon spging his wife’s
frantic eHorts to retrieve the child, he became distracted just long cnoué’n to omit a crucial 5})“35]& from his warcls’ng
magjc. The mother carried the child to saFctg within the city walls, but the loss of that 5ingle sound in the chant
allowed the Horrors to find and destroy Parlainth. Thoughinventive, I suspcct this story is on!g a romantic Fant'asy.

Other accounts claim that the spc[! to erase all memory of the city was not quitc strong cnough to make the
great dragorfs {:orgct its existence. A”cgcdly, the dragon Mountainshadow struck a pact with Vc:xjigorm. the Horror
- that hunted dragons &uring past Scourges, and revealed the location of Parlainth in cxchange fora Plcc[ge to let the
: c]ragons be. Vc:jigorm then led a horde of Horrors to destr03 the Forgotten City. | do not believe this account

mgsew, smacking as it does oF _tﬂpica! anti—clragon Prejudicc, but tinclude it in the in.tcrests of writing as comPlete a
record as Possiblc. '

All things considered, the little we do know of Parlainth’s true history remains spcculation, for the Forgotten

City’s crumbled walls seem to jca!ouslg guard the mgsteries of her !ong-.dcad in abitants.




A LETTER £OUND 1IN ThE CATACOMBS

The famed ac[ventﬁrcr Dontara the Gong and others discovered the or{'gfn.a/ of the fo//owr'ng document wﬁ}]c
cxP/orfng The Vaults in 1498 TH. This letter is one of the few accoi;ﬁts so far discovered that describe events in
Parlainth soon after it retreated from the world. Though the /eti‘cr s wntfcn in the Throalc tongue, the author's
name suggests t[—;at he or she may have been an ork. :

-~ Vardeghu/

Eighth Week /Fifth Day, éi

Dear Sobarj :

I have }u",t witnessed a scene of such brcathta]ang dread that | can 5<:arce13 remain stlﬂ I write of it for tI'}e bene-
fit of hlstor Y, assumlng we are ever dg“ﬂn known to hlstorq i1 do not write this down now, | mrgl‘nt later conwnce
mqsc”- that it never haPPcncd that | saw nothmg more t]'xan a dark dream or a {:an’casy crez atcc{ l’)lj a delirious illusion-
ist. But it was rea| all too terr:b!y real. :

The war agamst the Lord Mac yor's forces had turned in favor of the rebel Hcadbrcakcr and blood ran Freeig
through the cracks in the streets. Headbreaker and her troops advanced accompantccl 133 fhe Horrors that sup-

Portccl them. One of i'hc accursed thmgs was so immense that its stlnkthg maw could have dcvourcd an aITSI'IlP And
from that terrible maw the thmg emitted a terrible laughtcr that r'umb[cd throug}') the mtg like thundcr As the maqors
TtrooPs braced for a last stand in the Great Pﬂlacc a mlghtg onc-—cgecl srlakc arose from among them its flesh the
color of rottsng meat and its lea‘c}ncrg wings torn | saw this and rca[rzec{ that both s:dcs battled each other for the
cruel amusement of the Horrors. Vast and c]rc:ac[?ul the creatures 5ang in Frcrce Jog as their mortal pawns fell uPon
onf: another sister qlaglng 5:ster and Fatl"rer slaymg s0n. '
Horrors Tru]g, our doom I'xad come upon us. As it OF one mnnc! we ran blmcﬁg scckmg another P|ace to hide—some-
thmg,, angthmg that rmght serve as a shelter. ‘womcw]'rere in the ¢ c1t5, t|-|crc hac{ to be Protect:on agalnst the cv1|
abommattons bcncorc us. : :

I_thought first of the catac_ombs, Haviﬁgbnricd a relative thcrg: onlg a.wcclc before. We ran toward Parlaintl'}"s res-
idential quarter, unab[c to clééc our ears to the glcc{:ui _5hriel<s OF thc Horrors w"no now controlled the batt|c. We coi«;;j :
lected Pcop[e along the way, gathering the Fn’gh‘tcn'ed and ﬂeeihg“as trousers gati-ncp burrs. By the time we reached
the entrance to the funeral Ha” ‘we numbered nc-arlg hundred. Moving as one, we swarmed into the hall and bolted
its doors shut behind us, tl'xrow:ng every Psccc of furniture ancl solid ob-Jcct we could lift aga:nst the doors to further
bar the way. Then we ran from the hall into the narrow: Passagcways of tf'zc: catacombs mmd[esslg scarc[’ung for
Placcs to hide. Had we been capablc of thmlung c’earlﬂ, we would have rccogmzcé the Futlhtg of our actions. But
Pcrhaps it is better to grasp {:Ol surwval even {:oohshlq, than to abancion hope and remain still in the face of certain
death. e

Within minutes | found mt}sclac alonc in the dark maze of tunnc|5 t]*louglﬂ | could hear others scurrglng through
ad}acent corridors. | Pauscd for a moment to draw breath. | found the cool clusty smell of old death and decag

oddle Y re{:rcshlng, an almost Pleasant contrast to the reek of blood i n tl‘lC 5trcct5 abovc As | graclua”9 bccamc aware



- of my surrc)undings, I realized that 1 had instinctivelﬂ run to the o_n19 Placc in the catacombs familiar to me—the Familg
crypts. | rested against the silver shclving in the blessed silence, rcmcmbering how | had refused to look at it the da}j
mother brought it home. Now it seemed the on15 reassuring thing in my world.

Then 1 heard tht_ﬁcrcams. The Horrors had breached our rc1cuge, or Pcrhaps thcg had been there all the time.
Agonizcc] screams and dreadful, c]ﬂolcing cries echoed from all directions; our attackers seemed to |ur|<'evcr5whcre
in the dank tunnels. | reached for my c:laggcr, Panicking, unsure in which direction to run. who had been slain
alrcady? Whom could | save? Suclcfcnly, a bong hand griPPcd my shoulder. White Pain howled throug'h my arm. | spun
around to face mg assailant and to my mortal anguish, | beheld the dccazjing face of my own brother. You, my broth-
(5 given a mockcr3 of life by the Horrors, resurrected to 5139 me. :

[ became an animal, ti—:inkiﬂg notl‘ning, mcrcl\g lashing out for my own accursed survival. To live, 1 slew you a second
time. My heart died the first time | killed you, when you rose up aganst me wearing, Headbreaker’s colors. Your sec-
ond death at my hands broke my sPirit. | cannot go on. | wait for death. 1 wcfc:o_mc it. | would go to meet it, were | not
still a coward. _ _

I write ’ri—us letter to you, Sobaj, even tl-xougl': you are dead. Seen' Sha“'ioin you. | have l’aclpcd a few others in
the catacombs make their way back out, but those of us who have survived have no hope of escape.

How much sugcringwifi the Horrors PUt us through before thcg Fina”g clcstrogj us?

; lam sorry 1Co_r what | have done, my brother. Pcrhaps we shall meet agairj__in a better Place than this, and! may ask
your Forgivéncsé face to face. But PcrlwaPs no such Placc exists. This letter, this futile cxpraesion of grienc and gﬂt

that you will never see, must suffice. May the Passions Fbrg’vc us both for our evil deeds.

Farewell.

Nomburi




AN 1NTeRcepTeo TDERAN (DESSAGE

The fo]/owmg missive came from the purse of acaravan o’rrvcr Pur/omcc/ bg Samova, the sclf-Proc/armcoI
Patriotic E)urg/ar of Throal. 1t dppcars to be an official message From a Thcran spy to Ovcrgovcmor Kypros of Skg
Foint. --

——Vardeghu/

23/3, 1062 L
~An Eplst[e in Reference to a chucst for the APPrchcnslon of an Encmg of Thera
HumHg Submitted bq your Loqa] Servant, Lhanta[ Girten

My most‘cstcc:mf:ci sup_crior, I regret to_kir‘tgo'rm ‘lj.(.Ju of the mang and aPPa:EéntIH insurmounta_b[c: obstacles iﬁh_at lie
between your orders as exPrcsscd in your Details of Assignment of 19/ % and the cxccution of the same. Most
__humblq ! bcg that you not take this ePfst[e as dlm:nashlng or bc]uttlmg n ang way tl'rc lrnportancc of the aForemen—
' tioned ordcrc, for indeed the charges laid agalnst tl'lc subjcct of t[-nc search 3ou have commanded are of the utmost
seriousness. TI"LJ[Lj it goe% without saqtng that anyone (suclﬂ as mgschc) who va]ucs the honor and hcntage of T}mcra
be |||ustrai'c:c1 to hc-r n {'}w most Forccmtul way Posslbic 54 e s : :

J {;eaf howcvcr that 1cortunc does not smllc uPon Thera n thrs mattcr | have acqurrc:cl lntcllngcncc thc vcracnty of
“The bma”s " IF qou w:“ con%uff m3 rcport o{: 37/4, 1060 TE, cnt;ticd m Fuﬂ Rrport on the Phgsncal DlsPOSItson o{"
: .Therqn Fr oPer‘tq, chc:Flca"y 1-]16 thg Known as F’ar!alnth Also Known as Thc Forgc)tten (_ﬂzg this area is the Part
OF the ruins least arncnab[c to the sort oF cxbaustlvc house- to—housc scarc!‘a ncccssarg to Ic)catc and apprehf‘ncl.
the miscreant in question. ' - i :

; Though your Lordshrp is no doubt OLCUPICCI w:th many mattcrs of & 5urpaee1ng lmPort I would rcsPcctFuuy urge
- you to rcacquain{' gour«aeig W|t|1 the detads of my aforementioned rcPort Carc{-ul studg of it will grcatly reduce the
Prevalcnt misunderst: andmg reg;arcllng the currcnt: state of Parlamt]n tl'\at as in t]‘ns unfortunate casc has led your
L orc[-ahiP to Proc]aam Detarls of Ass:gnments t}'lat cannot be camcd out. Tor your convcmc‘nce I quote from thc rel-_
- evant section rePort to wnt : : : : '

“Aitlﬂough Plcung, togcthcr ewc]cnce on the exact condltlon oF rumcd Par|amti1 r‘cmams C] thicult in the {:acc of
the w:cleq]:)rcacl disappc arance of dacumcntarg evidence "along with t}xc cllsappcarancc of 'l:l'h‘: cr{y it seems reason-
able to conclude that the rcgson now known as "Thc Smalls” Cbns*sted OF housmg Prowded For the avcragc citizen of
Parl: amth The Smalls tncorporatcs a vast area o‘F smaH houscs—none a|as left wl’zolc-—|a|c] out in most Plcasmg uni-
F()rmm) However, t"wa un:{-ormltq poses grcaf di FF:cu[tq in andmg spccrﬂc !ocati(ms within Tl-uc Smalls. All of the
houses are |c]enhca| arlangcd na repcatmg Paﬂ'crn that makes any one Portion O{: the area iook the same as any
other. The Smalls has thcrch)re become a rc-Fue;e for scounclrcls charlatans and others toa foul i'o live even among,
the ritfraff of Havrm In aclclttlon the area is infested with bandits ancl dangcrou% creatures. It seems unli keiq that
The Smalls ever contained (or still contain) Theran Propertg of any va!uc, but,:t is my considered oPsnson that t}nc



graverobbcrs who have infested the city like ticks since its rcﬂiscovcr}j have conccal.ecl their ill-gottcn gains here. Itis
my further oPinéon that the reclamation of Propertg Proposcd bg Theran officials in their Plan for Consideration of
42/3, 1049 TE rcquircs much greater resources and manpower than are current13 available to mgschc and'my co_l—
leagucs. At your Lorc[s‘-uip’s request, | will glad19 share my know]eclgé of the Practicahtics of the situation in further
discussion of Plans to increase our commitment to the c:|caring of The Smalls and other Poten’ciaug rehabitable areas
of Parlainth.”

As your Lordship, in his vast wisdom can deduce casil\g from the above excerpt, the Feasibihtg of a 5gstematic
search t‘—rmugh The Smalls is, gjven the cxtrcmcly limited manpower and 'c:quiPmcnt at my cli5Posa5, c!ucstionab[c at
best. | have taken the iibcrty of quietlg oFFering a reward for the caPtur¢ of the miscreant to a number of local ruffi-
ans lo_ga{ to silver coinage, if not to Thera. Included among, their number are several wind]ings_, who have conducted
an aerial survey of the area in question. Theg failed to sight the criminal, clcspitc her distinctive appearance.
However, thcg indicated that a Fugitivc might evade notice f:;asi|9 among.tlne countless, small buildings in the area.
Thcgj also Qbsf:rvccl that thef,} suffered through several barrageﬁ of arrows, which hampe'rcd their at_tempts to con-
ducta t}-lorough survey. Upon close qucstioning, I realized that tlﬂey had no way to ensure covering all of The Smalls
in their search. Whenever forced to avoid the aforementioned voﬂcgs, thcg invariablg lost their P!aces; each time,
thcy simPIU startcd over at the nearest sPot where no arrows or sling bullets werc{orthcoming.

I regret that the windlings‘ eﬂ:icicnc.g does not match that of trained Theran agents, and the small sum 1 am able
to muster from miy current budgct allows me to hire very few of them. Unless the urgency of this case is reflected b‘g
the Provis‘ion of increased logisticai suPPort, a course of action that | w‘-lo|chc:artccu3 favor, | doubt that the Detail
of Assignment in qucs’cion_can be executed. - ;
: | remain, your 10331 servant,

Chantal Girten




A PLAN TO ROB Th€E€ TREASURY

An exP/orcr who wishes to remain anonymous dtScovcr¢c/ the or{gfna/ of the rcoﬂowfng text rolled up inside a
wooden tube in a J’Chutﬁra nest in the Southern Catacombs. The or{gfna[ was written on linen in ink, in .SPcrct/‘n'ef dis-
3uiscd by a sme/c letter-substitution code.

mVardcg/-Ju/

Gonum—

Hold onto your cloak, brother—1 have news that will make us wea]t_hg bcgoncl our greatest imagjnings! The
- names of the Seven Elf Thieves will be celebrated in song, and story for decades to come!

This dag, I have learned that the Theran Iackcgs in Parlainth intend to move the c.itg’s treasury from one under-
ground location to anothcr._ You realize what that means, don’t you? Parlainth’s golcl reserves will be, however bricﬂg,
vulnerable to a wa”-l:)lannec] and executed strike. A strike that the Seven Elf Thieves shall make! So cease your dal-
lging with the scrving maids of Alachia’s court and Proccccl to Parlainth with haste. The magic that binds our Pat—
terns togcthcr demands that you be Prc:scnt for our greatest success!

Further Pcrsuasion IS doubtlcsslg rcc]undant; I know you will be here. You cannot resist the chaucngc, any more
than I. However, | shall cxPlain my Plan because | cannot stoP -anticipating the .5P|cndic1 day we carry it off. (And if
any holes remain in it, | know that you will find and fill them.)

As we discovered when first we invcstigatcd the Possibihtg of Pihccring the golc[ reserves, the treasury is so well
guarc]ed as to-bring sorrow to the heart of any honest thief. F‘orl:unatc:]g, the leaders of the city have determined
thcg need more room for undcrground slave pens. And of course thcy must have the space current!g occupicd bﬂ
the treasury for that purpose.

Txcuse me wnhe ) sp'l‘t ar'tne t%’lougn‘: or ¥nat oatnsome Prac_‘imc."i‘nc heran curs deserve dobose dheis T;«u,'\mra
gold to us—their blood gold, acquired from the traffic in lives! We, my brother, must free it from their rceking
: Theran Fingcrs! (There now, you need not grit your teeth at my c:ligrcssing. | now return to my most dclighhcu[ sub-
" ject) i

Parlainth’s officials (5tuPid as clay-old thundra beasts, all of them) intend to move the treasury from beneath
the government quarter to beneath the commercial quarter. Once it is in Place, we can bid our gold farewell—the
Therans are building even more ingenious and fearsome traps to catch the unwary thief than theﬂ had in the old
treasury. | hear from certain friends (a barmaid and an army officer whom | rcgu]arlg allow to beat me at dice) that
the Therans have even enlisted a handful of sorcerers to adc:{ magica] snares insl:;irccl bg their studies of the astral
P|anc and Horrors. Do you see now the need for haste? The move takes Placc but three weeks hence. To entertain
any hoPc of success, we must Purloin the go|d on its way from the old treasury to the new. So PUH on your riding
boots and get ga“oping!

I propose that we rent one of the storage bins under the commercial quarter, as we did when we confused those
trolls out of their Sword of Transmogri{:ication. You will scarcclg credit this, but the new treasury is connected to the
storage area! A clcplorablc cxamPle of Plarming in hastc, wouldn’t you 539? I say we teach these Therans the error

of their ways. T|'rc3 are alrcaclg growing fat and soft as the Scourgc aPPmachc& (Which reminds me—Ilet us be far



from this Placc when the astral monsters arrive. Let us stay safe in the bosom of our revered Elven Queen—Alachia
will keep us and our gold safe.)

My little barmaid can give me at least a dag s advance notice before the moving, of the treasury. Because none of
the traps will set until all the gold and jewc[s and whatnot are saFclij ensconced within their new home, we can 5EEP n
and take as much go]cl as we can carry away before the Therans have finished slagr)ing their bundles of treasure
down the halls. it should take the best Part of a c]ag for the Theran guarcls to transPort the chests of golcl alone—
the magical treasures will take Chorrolis knows how [ong. Plcnty of time for us!

Six high—Cirdc warriors will g)uard the new treasury at all times of course, but our comrade Partera has been
busi[g weaving a thread into the _hcart of a Poison Golem which should make short work of them. 1 also intend to hire
a few ork warriors to bear the brunt of the Fighting should sornctl—ning £0 wrong, And we can leave them behind after-
warcl, should the Therans rccluirc a captur‘cd Culprit or two. As for gctting away Swi‘l:t;\l.j (burdened as we shall be with
caskets of our favorite Hc[low mctal), I will use my ncw]g acquirccl Wand of UPwarcls E)urrowing (remind me to tell you
that tale!) to shoot us quarcl through the stone roof and paving stones into the heart -o_1r' the business quarter.
Jurtu and Smilodil will be waiting, abovcgrounc] with seven of the fastest steeds in Barsaive, and we ga”bp straight for
the citg gates. We may have to shoot a few sentries on the way out, but otherwise we should be far from Parlainth
before the Therans realize that we have taken their gold. _

I am still attcm}:)ting to convince Jurtu, Partera, and Lampli{;tc:r not to wait for the arrival of magica] treasures.
Smilodil, Longstride and myscl{: want to get the gold rig"lt away and get out—less riskﬂj to my mind. After a”, we can
live forever and a clag on even the smallest crumb of Parlainth’s reserves. Also, the Therans will find it that much easi-
er to track us down if we trH to sell uniquc and therefore rccognizablc items. Gold spcaks every language, as the}j

539! What? Not here yet, brother? What are you waiting, for?

Rabhuca




A JUESTOR’S TalLe

The fo//owfng letter is from Hasarl, a questor of Garlen, to her brother Thamrosh, questor of Lochost. Sent
from Haven to (_Jrupa via caravan, the letter was returned to Haven when the caravan driver learned that Thamrosh
had left Urupa for parts unknown. In the intervening time, Hasarl had c_ﬁ's.appcan:d without a trace. | then received
the letter for safckecpfng.

--Vardcghu/

My Dearest E)roth&:r,

- 1t has been some time since last | heard from you. | trust you are Progrcssing in the service of your Patron. As for

- me, my travels have taken me up mountains and acrossjung|es to Pariaintl-n, where I encountered a Pf_ac;_e devoid of all

Passions save the mad ones. Here is my tc”ing:

It happcncd that | ventured beneath the earth in the company of four brave souls, to a Placc where even the
5un|ig}1t would not £0. With me came the wind[ing beastmaster Frozen Carniva] who had taken a vow of silence: the
dwarf skq raider Metros, who had sworn never to eat the fesh of animals; the ork archer YounJ Dgtng—Day, who had

sworn to Flnd his ]ong—|ost 50n; and the t's l(rang thief Go[clcr:c who had Freefy sworn a year and a daﬂs service to

me for Past hcahng rendcrcc]

In the town Namcd Haven, that lies near the ruins Namccl Par[alni'h we had heard a troubadour’s lament concern-
ing the Placc called the Northern Catacombs. His song told of a Pfacc that dl‘dws to it all of Barsaive’s madmen as
thc flame attracts the moth and we kncw we had Fma!lg reached the end of the varsous qucsts that drove us. We had
found the place wl’nch had called us.

When we attcrnptec[ to enter the catacombs, a band of wretches blind to the ways of the Passions demanded our

- weapons, oocls, and "I'zard.-won coin as payment for passage. My companions fell upon our foes and beset them
Poe. 5 i) s VOUP P

; sorcly urtil thcg relented.

The narrow mud tunnels of the Northern Catacombs stank of clamPncss and rot. As we wa“cec{ the mudc]g floor
sudccd at our boots like a grcccly child at a sugar—stlck We saw leeches and ParEE)SltCS in great numbers some as
largc asa Wlﬂdllﬂg

At Icngth a hunchbacked elf hailed s, stqllng herself Shcnc[rlci Queen of tl"IC Mad. Shendriel was a Pttsgul
t]mng, |-|alF~_catcn be Y Parasﬂ:cs clr'oohng and clad in Fl[thy rags. This 5cllc-namcd queen bcggr:;d our aid in restormg
her to l-w;r righhcul thronc,-f—rqm which she claimcc] her son Morgro’c, Lord of the Crazed, had dcposed her.

| spoicc to hcr, saging.‘, “We Havc_:'cornc to rescue you from madhcss, to deliver 30L1 Frorn the Pit OF darkness into
the c[ay"ght. We have come to sever the l:)_onds between you and the Horrors that have darkened your minds and
teach you the ways of the true Passions.”

Then Shendriel spokc her words still clouded bﬂ Horror—thought “1 shall Fouow you and emulate your ways it
you slag rng son Morgrolc Cleave his skull in twain, break his bones make him die in agony so that | may rcgaln my
throne and Prodarm your wisdom to my Pcople



] rePlicc] to her, “You must first come out of the twilight. We must burn the veil of madness from your eyes. Then
you will see tl-nat the rnurc:lcr ()F your son 15 an act not o{: iusticc‘ but orC bloodg vengeance. You shall not 141” your son,
but be reconciled to him and he to you. This wa:aling of the soul is the way of Garlen.”

Shendriel answered, “We shall kil you.”

At her words, countless wretches of all the Name-giver races, similarlﬂ clad in rags and spittic! sprang forth from
a hidden trap door. 1 called for my companions to show mercy to the wretches, who wore no armors and bore feeble
weapons. In the cncl, Howcver, it was 5];39 or be slain. The Putrid, green water that [a_g atoP the muddtj floor soon ran
dark with blood, and we sickened at the sight. At last, on[g we and Shendriel still stood.

Shendriel iaug}'le.c], as a child would Iaugh. At the sound, the hair of Youer Dying-Day turned stark white, for he
rc:cognizec[ among, the slain the face of his own son.

We charted thcn, wandcring through the mudcl_Lj tunnels, the on|5 sound the weePing of Your]}' Dying-Day. At
!cngth we met Morgrolc, so-Named Lord of the Crazed. He was an ork and thus could not have been son to
Shendriel. The followers of Morgrok beset us sore, and again we sPi”ecl much blood in the Fight for our lives.

For these many clags | have lingcr(-:c‘J in these halls of madness, orq-ering my hca]ing ng’.S to any I can reach. Alas,
it is all to no avail. I cannot cure the fever of their madness, dcspitc all my Pleas to Garlen for her aid.

Thus ends my tc”ing.
@ @ @

| beseech you, Thamrosh, travel to Haven. It may be that the madness in{:ccting these poor souls is not a sick-
ness, as | first tlﬁought. but an enslavement of the mind and soul. If so, the ghcts of Lochost may do what the gl{-t% of
Garlen could not. The liberation of the most unfortunate beings on this earth would bring you much honor in
Lochost’s eyes and Plcase him well. Did not Garlen call upon Lochost in the days of the crystai Plaguc to liberate
the soothi ng solvent from its imPrisonmcnt in the stones?
In the shadow of Garlen | remain,

Hasarl




A FRAGMENT CONCERNING Tbhe€ RUINS

In 1500 TH, | commissioned the fo//ow;hg document from Jotorr, the dwarf nethermancer. Until her recent dis-
appearance, Jotorri could claim the widest range of exPcricncc of any mn cxP/onhg the various sections of the ruins.
Ivery much hopc that she returns to further broaden our knowfcdgc of this mysterfous P/acc.

—Vardcgf‘:u/

Those of us who risk our lives to exP|ore Parlainth 'gencra”g divide the ruins into cight areas: four above 5round
and four below grounc]. Each area has its own uniclue geogréphg, treasure, and threats to fiﬁ: and limb. Long,
straigljt Iancwags, like the spolccs of a whce|, divide the areas. l:o”owing thcsc lanewaHS allows one to move quitc
swiFt[H 't]']rough the ruins, but the laneways also harbor their own dangcrs. Some of the horrible creatures (and
worse t]wings) that move swif-tlg throug!’; the rubble are things one wishes strcrluouslg to avoid.

We call the castern abovcground area the War Zone. Harc]g vines an_d bus[’lcs, c|inging ténac,iously to [ti, exist in
uncanny Profusion here. Some say the |owe5t-growing vines possess a malicious intc”igenc_e and move to trap the

__;Fect of the unwarg. The War Zone is inhabited 139 falsemen, magical constructs created by citizens of Parlainth
 before the Scourge. The Horrors drove these Pitiful creatures to homicidal mania c]uring the Scourge, and now the
; rcmaining falsemen wage constant wars against one another, all too often catching explorers in their crossfire. In
Haven, one can make money by l)ci:tingon these crazed and Pointlcss battles: 1 consider such actions unsccmly..
: We call the northernmost abovcground quarter the Vau|t5.£or the grandcur of its architecture. This arca drew
'mang car[H cxp|c)rcrs, who believed the granclcst bui]dings housed the greatest treasures. The presence of the c]rag—
on C_]ﬂarcoalgrin; has made cxP|0ring the Vaults a _Partic.ularlg hazarclous urldcrtalcing, however. In recent years,
Charcoa]grin has takcn over the Pal_acc of the Overlord and_ ozjganizcd the other creatures inhabiting the area into
z, roving gangs tHat rePc| intruders. She has also accumulated l;néng treasures and ricHi:s, which she guards jca]ousiy.
Tl'wough Charcoa|grin will listen to reason when the whim strikes her, she has a heart as dark as Pitc}'x. Avoid her if at
all P0551b|e

The westernmost abovc—gr0und cluartcr which we call the bma"a IS lcu” of houses and small bu;iclmgs many of

thcm rcasonablﬂ intact. Because of:_ 1t,_e. rc!atwc _wholcncss, some mustakcnlﬂ talcc tl'ns area to lac thc sa{-cst cluar‘ter OF
the ruins. But appearances can clccéi\_fc. In truth, the Smalls is a no-man’s-land inhabited !33 fearsome creatures,
bancfits_, cutthroats, and other foul folk. Anz:j treasure found in the Smalls may well have been hidden for samtc]ceepf-
ing after its cliscovcrﬁ elsewhere, and so taking it may invite pursuit bg outlaws inclined to robbcrg and murder.

The last aboveground area, the southern quarter called the Twists, abounds with half-demolished limestone
buildings. Many of these appear to have been shops, but precious little c:nc'yaluc remains among-tl'xc_crumbling walls.
Many exP[orcrs have encountered shades of those dcstroﬂcd c:]uring the Scourge in this eerie P[ace, Horrors also
seem to displag a Pcculiar aginity for the Twists, t}wough no one Icnqws whﬂ. I have kr_xdwn Horrors to hoard treasure,
as cfragons clo in order to entice victims to aPProac}'l them. Trust no one encountered in the Twists; more than |il<e]5 :
t]’lcg are Horror—markecl if not Horrors t}'lcmsclvcs

The unclergrouncl areas of Parlainth are all catacombs to the north south east, and west. The Western
C.atacombs Hold Pecuhar m_agc:s that Plag tricks on thc m:nd {or Pcrhaps on time ancl sPace, 1 know not wi'ucl')).

UnFortunatelg, its many wonders are tainted with the corruption of the sorcerers who once studied nefarious arts



within the earth-and-stone walls. In their dcspcrate cluest to save doomed Parlainth '{:rom the Haorrors, Parlainth’s
sorcerers committed offenses against nature that the mind can scarcclg comPrcl'ncnd. Many magical treasures await
the cxplorcr of these catacombs, but most are tainted with the touch of Theran mages and even Horrors. The pru-
dent cxplorcr will treat them with caution. '

TraPs both magica| and mechanical abound in the dank tunnels of the Southern Catacomhs, as do scores of wild
creatures. Onee hor_ne to Parlainth’s treasury, the Southern Catacombs may hold great Promise for seckers of coin
ancljewe!s‘ However, be warned that others have Piclcecl many of its vaults clean ]ong ago. Those that still hold trea-
sure are those still guarclcd 133 the most fearsome traps.

The Northern Catacombs are darker than the rest, and niter and bilious green rot cover their walls. These tun-
nels are so narrow that a goédésfzcd troll can 5carc.clg walk t[ﬁrough them without 5craPing his shoulders against the
weeping stone. Like the Smalls, the Northern Catacombs may serve as a safe storage space for treasures discov-
ered :etéewhere. A co|or|3 of wretched and debased foul folk lives here. Their 1c_a-cler, known to them as the One-
E:yeci King, Pags homagc tothe c!ragcm Charcoaigrin. I have never seen the ()nc—Egcd King and so cannot say what
he looks like. -

The Eastern Catacombs are home to a kingdom of cadaver men, ruled ]33 an undead t’skrang whom her 5ubject5
call Queen Twiceborn. Cadaverous sentries clad in molc]g Finerg guarc[ all known entrances to these catacombs,
rarclg Permith'_ng outsiders to enter. These ruins contain treasure, but TWicébochalous|5 guarcls it. She will bargain,
but onir:j if the b'argaining serves her own interests. AttcmPting to breach her treasure vault will result in almost cer-
tain death. :

The reader of this document should be aware that my words cannot be the full truth, for each area of Parlainth

: contains vast uncxplorcd Pdrtions. A1so, what I know of the ruins may w::” change. ia l:)owcr*Ful Horror were to take
up residence in the ruins, for cxamPlc, it might draw followers awag from the fearsome Cl'marcoalgrin {or bring more
loathsome followers of its own). Tl-zc:rmcorc:, rcadcr, do not stake your life on anﬂthingl have written. In trutl’u, the
onlg certain thing is that the Forgotten Cit5 conceals countless su'rPrises. At times, | believe that the city has
acquirecl a malign intc”igcncc and has become a traP to lure the foolish to doom. This c!afm, however, | cannot Pr‘ové,

and 5Pccu|ati0n5 have little value.




TESTIAMONY REGARDING
The bORROR bunNTER

The fo/fowmg rcports and rumors dcscnbc a mystcnous bcmg known vanous/y as the Horror Hunter, the Cleaver of
3/73c{ow5 and The Knife That Cuts tf:e Storm. For all t};c /f-g’ends about t:tns bcmg, few havc everseen It
—~Varc/c5/1u/

- The speakKING Of FUTURELESS, AN ORK SCORCDER, 1496

You never heard of the Horror That Hunts Horrors? Pah you are stupid then. Evcrgonc |¢arn this story from mother,

: everyone. Mlnc tell me many { tlmcs between Punchlng me in the | ]aw for be:ng coward

She say to me, you scared of my fists, boy Good thmg, for my fists can beat you bad E)ut | scared o{: many other
t}‘nngs ‘cause tl'rcg can hurt me bad. Nobo&y in this world what isn’t scared of qomethlng else. Even the mlghtg dragons
ti‘:cg fear Veljigorm, bag Horror too Fr:ghtcnlng for you and me to even maginc W}'ldt it look like.

Mang t[?mgs in t"ns world thats rsght to be scared o{: but thc worst 15 Horrarza T]-ncij can tcar not Just your ﬂcsh But
your mind. My mother seen it. She seen what Horrors leave behind. But she saq  Horrors have th:nq,s thcy scared of, too.
Thcg most scared of the Cleaver of Shadows, the Tornado that Eats Tornadoes—f_’)uualgathor Hunter of Horrors.

f)uualgatl'lor has seven arms, cac}-: a mlg}'lt‘t_.j b!adﬁ for c{eavmgothcr Horrors in half. !t canseea thousanc! miles every-

;wherc hear every heartbeat. All Horrors live on Pam and Fear but f)uualgathor dor’t want the Pam and f:ear of orclmarx.j

Fo"c We not scared cnough not hurt enough Horror Hunter need the strong fear and Paln that onlg othcr Horrors feel
when thcy be thc hunted. '

So whenever my gahad swells my breast with fear, I think of what scares me and ré.mcmbcr that somctlﬂing scares you,

" too. Thenlam ca]m; | reach for my sword and scream my battle scream, and all is goo_d again.

The speaKING Of TEODORO BARN-OE£-RATS,
AN ORK NETDERMANCER, 1500

Wasn't untll I got to Parlainth that | si:artc:cl Hcanng the rumors. All the adventurers whlspcrcd about It when you got
cnough drink in them. I ran into a wmclllng wl-'ro had a word for It in her native tongue—it means Knife That Cuts the Storm.
A bunch of dwarFs said thcg knew Plentg of ancient [egenda about It. Even a band o{: scorchers knew about It; fhcg called
It the Cleaver of bhadows thc Horror That Hunts Horrors. Said theg had |<nown about It from the cradle, that any ork
would lcnow of it. : :

Me, I heard nothlng about It growing up. I bncﬂg left Parlainth For o’cher Parts of Barsaive, [oo‘qng for stories about
this Horror Hunter. Nowhere else did 1 find anyone who claimed any knowlc:clgc of t!'rc:_thmg. When | got bacic | started
rcmcmbcring times when my mother told me stories of the Horror Hunter. If 1 close my eyes, | can Pfd:urc: her tc”ing me.
But | know she never did. : A

Me, 1 think 5ome’c51ing s malcing us in Parfainth aware of the Horror Hun:tcr_.-}t'Wants us to believe we have known of it
all our lives. Don’t know WI']H, and I'd rather not. | know onlg one thing——fl have yet to meet anyone who has met the Horror

Hunter, Many say thcg know someone who's seen It, but no one says t]’iég have. Funng stuff—1 smell a rat.




The speaKING Of BAZELOR The TEMPTED,
OWARE WARRIOR, 1503

I'd not swear that what we ran into was the Horror Hunter, but it m@-nt have been. We were scar‘ching for treasure in
the Southern Catacombs and had cleared out a pack of strawmen—well, burnt them out, to be honest. Thcy’d {:oug}lt
with unusual Ferocity for wickerheads, which should have told us somct}'ving. Soon after the battle, we found a chest full of
iewc]ed combs and thought we'd struck Iuci.cg_ : -

My sister Twelgranth, as head of the cxl:)eclition, went for the combs first. The second she touched thcm, she stag-
gercd back as if someone had walked over her 5ravc._5|‘1¢ says, ha]g—;hoking, “By the Passions, Bazfor, 've been
marked.”

We knew what that meant, and our blood froze. Twe[granth was Horror-tainted. Some Horror had Put its essence into
that comb, waiting for fools like us to come along and touch it. Now it could do whatever it wanted with my sister. By the
time we got out of the ruins and made it back to our rooms at the Restless Tro”, she was alreacfg'crging and screaming from
all of the terrible things the Horror was saying in her mind. :

We checked out of the Troll that nig]’mt, afraid of what the other patrons might do when thei,j saw my sister was tai_nte.d.
We campcd under the stars. We couldn’t s[ccP, of course, not with the Horror rippin_g my sister’s mind aParI:.

Suddcnlﬂ, a cloaked Figure appeared behind us. Now, we’re no green First—c,irc]crs%wc know how to mount a watch.
But this tining slipped up to us without a one of us taicing notice. To me, it looked like a dwarf, but | can’t remember any of
its features except for its soFt, kind eyes. Our swordsmaster thoug}'lt itlooked like a t’skrang, and our troll llusionist swore
the thing was tro”-shapcd. But we all saw the same eyes—grey, Fathcrlg eyes that told us evergthing would come out
nght.

It spolcc in a voice that sounded male and female at the same time and compietc]y reassuring. Even though we’'d
camPcd on a Plain, with no walls or cliffs to bounce its sound, its voice echoed all around us. Pll never {:orget its words-.
“Never fear. I hunt Horrors, and | shall clestr’og the foul fiend that has marked your comrade. Slowig. Before it dies, it shall
beg for mercy—a nd receive none.” ' :

The Figure Placcd its hand on degranth’s forehead, and somcthing like a gant, g[owing thread lit up in the skH. The
thread went from Twc|granth all the way over the horizon. The Horror hunter dissolved into Iight, too, and shot a]ong the
thread toward its tcrribl_c prey. :

Then Twc|grant5'1’s head cxP!oclccl. I wish I could Forget that sight.

| swear to you, my tale is true. Not many true stories have morals, my dear Varclcghul, but this one does. Just because

a man shares your enemies does not make him your friend.




A LOST ThERAN WaR mMachiNe

Thc foﬂowm‘g appears to bc a secret report to authorities in the K;ngdom of Throa/ from the c/warf: scholar
Sephwcnus, fellow of the Throalic Labrary Though | cannot vcnfg its contents, | believe it a reliable Prccc of work. As
a[ways rcadcrs are mwtcd to make tl‘rcrr own Judgmcnts

. —Vardeghu/ _

21st Doddul, 145?5' TH

5 Sirs— .

: Hawng concfudccl my mvebhgahon of the existence of land-bound T fncran war macl']mcs, I regret to inform you that
my rcsuits are mconcluswe However, given the number of references to a Parl:lcular war macl‘nne that | drscovcred in the
course of pbr‘irig over countlcss ancient documents, 1 would venture to say at least one war macfmne maty exist somewhere
in the ruins of Parlamth b

Itis undoubttcug true that t[nc qucstlon OF land- bound war. machines has long, been a matter of contention among
::, :SCI‘IOIBFS of Thcran m:lltarq Practlce Reporfs of the cx;stcncc of abanc:lonedmwar machines sur"Face from time to time,
: ﬁrlc[udmg varrous c[a:ms of their spectacular magtcaf abrlltlcs O&cn thcc.c clavms differ little from countless ]cgcnds of
m:ragy_lous trcasurcs awaltmg &sscovcry 135 50me cntcrpnsmg, advcnfurcr Wln le many artifacts of great magjca[ power
clouf)tfcssig remain among Parlainth’s s ruins, For cvcrg rca] item a thousand exist ti‘lat are mcrch:] the Products of overactive
-tmaeqnatlcns ;
= ﬁcrcxcore one must consxdcr thc Facts before marsha!:ng thc immense resources necessary to sear <h for these sup-
- Posed Theran devices. At aclrst glancc the facts do not look cncouragmg As we all know the Theran conqucst of

E)arsawc was airnc)st cxduswclg a navaf wctory The Iianrc s vast Force of atrsl‘ups crusfnccl the crﬁsta | raiders at the E:a’cf[c
of .Slq.’ Point in 442 TH, therebg ensunng the submission of other Barsaivian govcrnmc:nts Certa:n]g, it is well known that
the Theran alrshlps were cqusPPcd with mlgjwtg maglca! weapons, but no crcd ble reports ouL land macl-nncs ac’rua”g used in
a Theran w war cxtst i i

Howcvcr certain clocumcnts recent|9 discovered in Parfaunth havc Fa“en into my- hanc[s { have taken the lbcrt3 of
remuncratmg the agcnts who su Pplrcd this matcrlal to me on behalf of the. Great lerary of Throal) And these documents

reveal somcthmgqu ite remarfcablc

T}'re-_sc docu ments are Plans for the ccmstructton cnc a Fantastlc war machine. After careful stuc]y of thc Parcl’;mcnt and
ink uascd n tl')csc documerﬂS I'can saFf‘ly c%hmatcd thcq were Crcatcd betwccn 950 and 979 TH:. Accordmg to the Theran
rcsembfes that o{: othcr Thcran mn[ntarq c]ocunx:nts of the nod Thoug,i-u thcq mag bé".ﬁorgcncs I bchcve may indicate the
- existence OF a 1Ccar5omc wcapsc)n that we wou[d do well to unc[crstand = :

Thc war mach:nc: aPParcnth ﬁmctlons by PrOJcctlng a Powcrfu[ i:»eam o{: encrgg at tlﬁe cnemq—accorclmg to a scrib-
bled margna[ note, ‘the clesrgncr of t}'lc weapon: believes it capable of dcvastat[ng cnt;rc rcgtments The main feature of
t}us war engjne is a vast r:ng of crgstal Perhal:)s twenty feet in diameter. A[ong the cdgc omc the ring are thirteen holcs into
which thc wizards opcratmg the machmc: aPParcntIH thrust their arms The nng seems to have enabled (or was meant to
enable) the wuzards to Pool t'hegr talents in order to gcncrate a massive chargc: cnC maglca| energg

T|'1c lans 5!10w thc crgsta! nng bcmg carried onto the battlcﬁc!c] ona whcelec[ wooden !dti:orm Pu”cd bﬁ draFt ani-
mals. Suspcndcd above the rang isa 5ma“cr crgsta! 5|‘)aped lnto alens. Four Po!cs rise at ang[c:a from the Plahcorm meetmg




in the middle to form scaFFoHihg to support the lens. 5uspcndcc| below the lens is a baslcet, which 1 assume was intended
to contain a soldier who would direct the lens at its target.

The adventurers who discovered these Plans found them within a rotting basket that aPParcntlg matched the one
drawn on the ancient Parchmcnt. This circumstance leads me to conclude that the machine may have in fact been built
c]uring Parlainth’s ascenclancg. Whether the Theran military intended it to defend against Darsaivians or Horrors is difficult
to say, and 1 have found no cvidence_ cf this item’s use in the field. The adventurers discovered the documents and basket
in the extensive, unc_;_crground tunnels beneath Parlainth, under the area that most scholars believe was the center of the
citg’s military activ_itg. Tlnough | cannot be certain, | believe it likc]g the Therans conducted magica[ research for mi|itar;_j
purposes in thg tunnels where these P[ans were found.

But even if the Fantastic§| _fhéchinc did exist at one time, it may no [ongg:r be intact. The Pcop[c of Parlainth mégl-ut well
have attcrnptcd to use it againét the Horrors that Acstroycd them. If 50, most ]ilcclfj the Horrors tore it to bits.
Noncthclcss, I believe that these P[ans Prcscnt an OPPorI:unitH Throal cannot afford to pass b._aj. Even if the machine is in
Picccs, we migh"c'lcarn a great deal from its remnants. And if we could duplicatc such a machine, it could prove invaluable in
our struggle to remain ndcpcnc[cnt from Thera.

| have taken the Eibcrtg of clrawing up a budget for an expedition to Parlainth to search for the machine. Tl')ough my

delicate health prevents me from venturing into the ruins Persona”g, | hcrebg volunteer to oversee this imPortant mission.

I recorded the foﬂonng testimony from a member of Scphivenus’ cxf)ccﬁtion of the year 1499. The source wished to

remain anonymous.

— Varc{cgh ul

Nothing—thai;’s what we found. The catacombs under the militafﬂ quarter were Pitkcd clean b&; the first wave of
explorers, who left nothing more than coppers [9ing ai)out-—coppcrs and dust and crumbled stones. ©h, and |:J|entg of

creatures that'd give you nightmarcs' just to hear about. That fool SCPhiverius ¢6u|dn’t believe that we'd found not}nng* 3

he l-ccpt 5cnc|ing'u_5 back to look for secret doors. We're luclcy none of us died. Some formless, Jc[l_glike, lizard thing lccpt

harr_ging us—that was the worst thing we contended with. 1 don't think it was a Horro'r—~might have been a normal animal

~ once, and the Horrors twisted it. Thank the Passions we're Pac[cing up and going, home—it seems that Sephiverius’ insidi-

()usjoint rot is getting worse. Waste of time and rﬁonég, that's what this expéx:l'rﬁon has been. I'm [oolcingForward to seeing,
my {:amilg back home in Throal. :




TRANSCRIDT Of£ AN lNTGRROGZ\TlON

Torgak conductcd the Foﬂowmg mfcrrogaﬁon f!’aﬂSLﬂbEC{ bq mgscff on t/-;c ninth da 1 oi Rua, 1505. Ac/a’:t;ona] ques- =
tron:ng toofc P/ac:e }'ater for w/'ncb I was not Prcsent A trio of advcnturcrs calfmg thcchfvcs the Lords of the Vine cap- i
tured the su{chct of i:!'xc mterrogatwon ;n the Vaults and broughf him to: Torgak to claim a rcward he had o#cred for cap-.. .

tive members of the Unforgrvab/es a g,ang of marauders and cuf:f/‘rroat‘:s known to #rcqucnt tf'lc Vaults.
; —Var‘dc‘ghul'

TORGAK: The prisoner isa male ork Perl-:ap-; twantg ~five 5ear5 ald He wears a targctxng eye. His ]cf-t armis caw:rcd w:th tattoos of . .
what are thcg skulls? . =
= (Prisoner rcsporrds wrf‘h contemptuous. ';Pfttrne; noise.) e
TORGAK: None of that now. You're not all cucic”cd up in the wings of your blg draﬁ;on angmore
(Pnsoncr remains 5:f¢nt ’
TORGAK: I'm ta]lqng to you, you Bearive? B said, do you hear me?
(Pnsoncr remains silent. Toryl: draws a small knite from his belt.)
TORGAK: I've l’lcarc{ that the most PamFu] |n}u| Y you can Posslbtg mﬂlct on somcone 15 to cut througl’l tf‘xc little web of skin between

the thumb and first ane;er 1 wonder IF that’s true.

PRISONtR. | say St o you, stinking troll.

TORGAK Ah but you Ju-at c[rcf

PRISONER: Didn't.

TORGAK: We're gomg to get almg, Frnc you "mc] me, | can teﬂ Tell me Bour name.

: PRISONER: Don't nced to tell 50u ij name.

TORGAK. You're rlghi- you k know I'mnot rcalhj mtcre_stccf in your name. I’ d rathcr i«.now how manq. o-F you f:i'lere are.
PRISONER: How many what? . :
- TORGAK: Tha’t c]aq i:;ac[gc you 're wcdrlng—whats it su Pposed to be a c{ragon hcacl"'
PRISONER: If gou think 50, qtlnl:m troll. . ' )
TORGAK: Some say those who wear badgc,s llkc that call tl"IPmSCIVCS the UnForgNcha o
; (Pnsoncr remains silent, a'cf:bcratef Iy fookrngawaq from Tor:g?k 2 : ;
TORGAK: Theq ‘;al.j the UnFmgwchs are recl(mgcowards, fl'tat thc:.j run hke babg d‘nc'kcns when faced with dangcr that theg onle 5!
strike from behi nc] tha’r thcg mate oniq with their own cousins, and that not even rats will live where thcq becl down.

= PRISONL‘:R: You—{herc &’s}fow a strlng oF obsccmtu:s n thc or1< tongue Wh le shouting ancl cursmg, the Prlqoner attempts to wgglc out

of his l:)onds but succccclq on%g n bouncmg around in his chau‘)
PRISONI:R {after P'ausmg For E—m—:ath} You stoP ]awg}'ungat us when we ovcm.fn your stinkin’ llttlc town, 5t:nl<_ln troll! The Ungorgvc:bleq
""" are rmg]ﬁtq, mamj‘ Todag the Vaults tomorrow all F’arlamthl We drive gou all into the w:]dcmcas we run the streets of Haven
red with yourk b!ood' Tlnen we hlce all F’ar]alntl'l s magjc treasures and build army to kiﬁ all our enemies!: T]nroal |:><: scared of

us, beg for mcn:LJ’ L\ren Tlncra bc scarcd of ¢ Harcnalgnn* She ]ead us to \.rlc!:orqI

3 TORGAK. You beitcvc fhat clon’t qou q-on"
: PRISONER: Shut up.

TORGA&. And how bng has Ll‘varcoaimn spent Preparmg for this strike on Haven, hmm" Fifteen 3&31‘5 anc[ countlng %inc must havc
started whcn  Jou were a whelp lclmg behind ¢ your mother's sklrts— ;
F’KISONI:R: Don't talk about Kfa}nos mothcr ﬁpu stinkin'— : i o
TORGAK* S0 Kla}no 15 qour name. Nice to meet you, boz.j Let's think about what you’ Ve foid me, K|aJno Lharcoalgrm P|an:; to take
over Dar«'salvc but i ll"l ‘Fncteen years she’s gottcn little more than a chunk of ruf)Hc— e
PRISONI:R. Tl'lc Vaults are best part of F’ar|a1nt]1—w}'|ere all the rich used to hvc We l‘lavc storehouse Fu” of treasures to turn on your
stuplcl lolce o{: a w“agc




TORGAK: A storehouse full of treasures. And just where is this storehouse?
PRISONER: 1{:_Ljou think 1 tell you, you're even stUPic]er than—

TORGAK: We a|rcac§y know where it IS, Kla}no. J.)'gust wondered i you might be reac]g to tell me the truth.
PRISONER: | tell you nothing.

TORGAK: | can understand whﬂ you're afraid to talk. There’s no shame in Iming afraid of that clragon.
PRISONER: | do not fear my mistress. | l«:cl:)-sﬂcrlt to do her honor.

TorGAK: And when we qprcad the word that you fa]!r.cci, she’ll trust you. Sl‘:c"njusf think we're |_qin5. Won't she?
PRISONER: You cannot get word back to Char coaignn troll. -

TORGAK: Then you needn’t fear fe"me; us what you know. we'll gve you a fast horsc and a purse full of coins; You can run bct,ond

]"ler rﬂach bCFDrC bI"IC even L’.now::. _LJOU 're gone.

PRISONER: She alrcady know 'm gone.

TORGAK: WHLJ K|ajno. that’s not a tear running, down your chcck, is1t?
PRISONER: Is blood. Those elves smash my hcad, it runs with blood.

TorGAK: Mmmhmm. So how does d'larcoalgrin know you're gone alreadg?
PRISONER: We have disciPlinc:. Our commanders check on their forces. Roll calls.

TORGAK;: H:!‘Haps your commander is Forgcﬂzuf.
PRISONER: Vram5| the Cruel is not Forg)ctFul woman.

Toracak: Tell me,is Vramy| oﬂc’;‘ Troll? Human?
PRISONER: | say notl—uing! I'say nothing!

TORGAK: | élistinctlﬂ heard you, bog.

PRISONER: Shut up.

TORGAK: So Charcoa|grin alrcad\Lj knows Hou_’re missing, hmm? You must feel quétc confident. Those aren't tears at a|1—90u'vc none
to shed. Your mistress is sui‘clq corning to rescue you. After all, she values your |OHali5, yes? (Pause.) SPealc up, l)OH.
PRISONER: | sacrifice my b life f:or the UnForgmaHec. | swore oath
TORGAK: Sacrifice your |z{c hmm? Cven when the death P -omises to be an excc[;ntuonallg Pam{:ul one? But then, you're a man of the
WOr Id, K:aji"‘l(}. Do_ubticsa you've seen many a c*rawmganci quarbcrmg. Sugcrmg one shouldn’t be much worse For& ou. Me,
wc”, you can callmea coward, but 1 don’t watch. 1 have ta look away ... awful_‘just awful.
PRISONER: You do not anhtcn' me. : =
“TORGAK: | daresaq not. For as the runni.ng horses tear your bodt 1 in pleces, you will have the satisfaction of knowing that your
silence has won you a great bencﬂt from Charcoaigl in. Refresh my memory, [305 Just what is that bcneFat again?
PrisoNER: | am lo _Ja] my mother haughf me ]oqahttj abovc afl=
TORGAK: Your mo{'}'lcr, wouid.shc'bc Proud of your loHa]tg toa dmgon?

: PRISONER: She would be Proud | am ]oyaf.

TORGAK:Where can we find your mother?
PRISONER: What you want with my-—
TORGAK: We need to know where to send the Picccs, Klajno; Now, about Ci‘tarcoalgin—ls she wor'kmg for the Therans? Is she
Horror-touched ,assome 535?
PRISONER: Shut up, shut up, shut upi I listen no more!
Torgalc: Do you consort with Horrors, K[ajno? Do your commanders?

(Prisoner bursts into frenzied sobs.)

are weary. 1will return when 5ou’vc rested. And then we will

have this conversation all over again.




TREASURES OfF Th€ FORGOTTIEN CITY

The Fo”owfng document was commissioned in 1496 by the elf caravaneer Gorodiela of Kratas. Gorodiela used the account in a
handbill to advertise hcr services and attract treasure-seckers to Haven. This commercial motivation puts the veracity of the doc-
ument in doubt, but 1 have spo[ccn to the document's autf'ror, the ork scribe Raham, who asserts he wrote nothfng that was untrue
to his knowfcafgé. Barring the payment of afeel tfvoug/‘:t outrageous, he declined to elaborate on certain elements of the text he
has since learned are false. However, he did restore the disclaimer at the bcg'nnirig of- his or{'ginaf report, which Gorodiela excised
in the or{gfna/ handbill

: —Va ra'csg)"lu/

Parlaintl'z, the Iegcndarg fforgo’ctﬁn Cit&g, remains largclg a mgster\tj.' ;'i"}nc ruins of this wondrous city are rumored to hold marny
treasures, but hard evidence of such Booty is scarce. And where evidence is ladcing, imagjnation steps in to fill in the empty
spaces. If)ecause of this, many of the treasures listed here may not be any more than the lcgacg of _$o_me long dead storgtc”er’s
|mdgnatlon =

still, for every :magnarg f:rcasurc, Parlainth ]:l(clg holds a dozen more Prnzes oF unto[cl chrs waiting to bc c[armed bg the
brave and unﬂmcf‘nng Name- Z,N(’_I‘G of Kratas. So w§'u.j risk your life stca!:ng coins from well-armed mark.s" Take a tr‘lP with Gorodiela
and steal fabulous treasures from a dead and defenseless city.

The Stones of Pavaar Manqthroats are one such treasure. Accordmg to 1cgenc[ these bouldcrs of qrann‘:c would transform
themselves into whatever their owner needed most. _IF the owner was h_ur_lgrg, t]-ncy would become r(Pc melons. If an owner was
cirowning in the dark sea of _mc|ancho|5, thcg would siﬁg"sfkains of soothing,, heavcnfg music. In the hands of a hostile owner, thcg
became Catapult stones oFgrcat destructive Powcr The Stones could even heal the wounded and the sick, or so the stories say.
Several ICgehciarg {:Ig,ure--; from the daqs before the Scourge are said to !‘vavc ownccl thc Stones of Pavaar Manythr‘oats The first
to hold the stones was Pavaar Manqthroats hlmse]F the ork chieftain 5a|d to have dcvourcd na smg'e guip the seven Therans who ;
enslaved his ijllq Vieno the Dcspamng, the Countess of Nevermore, and The Strident Bell are but a few of the famous FIgurcs
said to have owned the magrca| boulders. The last appearance of the Storlcs in rccords is in a letter written in 10%9 TH by a mer-
chant of northeastern Barsave. That av:count told of a tslcrang mountebanlc in Parlainth who would allow visitors to view the
stones for a small admission fee. 1 : i

The ruins of Parlainth are also said to hold the Diadem of E‘xcccdmg D|5n|’r5 An |tcm of Theran manufacture the Diadem
held a power that enabled thc dark-hearted Theran overlords to en{:orcc t}')cw will on the Frcc Patnob; of Barsalvc A b]azrng
ga][eru) of FIEI‘[:’ rubies and ch golc] Fl]sgrcc are said to cover the crown, W]ﬂO‘BC power would make all droP to their knees in the
~ presence of its wearer. The Dlgdem was thc‘: Pr‘operf:g of the Prowncnal ovcrlorc:l_s_{‘_who donned the crown on[y on great state occa-
sions, saas to preserve its sense of gandcur. 'A;codnts clearlﬂ state that the human thief Jianna Half Face stole thg_:_Diaclcm in 519
TE. Half Face is known to have di@d at the hands of Thcran_inFanterch afew years before the vanishment of Parlainth, and so the .
Diadem may have been in Parlainth at the time. Others believe Provincial Overlord Ersh Wearg, the last Theran ruler in Barsaive,
took the crown when he fled thc caty before its dlsaPPcarancc Wearg checl later in a cave-in at Throal. And so if Ersh Wearg) had
the D|adem it seems ]:lcc[g thc dwarts of Throal rccovcrccl the Prrzc centuries ago. But as the rulers of Thma] have never been
known to use thc Dlac]cm I woutld v wager the crown lies somewhere in Parlainth. TR

The Book That Devours Love was a small volume in the dwarf tone;ue bound in the hide of a scaly Horror The nethermancer
Crettabus an carln.j member o{: tlnc Grim Leglon crcatcd the book which bestows five great Powcrs»-wapcoﬁcally useful agalnst the
Horrors—on any who shnclg its contcnts No doubt more than a qmplc Pcrusal was meant !::5 t}zls——moet lnkefg the reader hadto
attach threads to the tome. Each of the five great powers had a great cost. The reader would ‘Fll'&t lose his love for Pleasurcs of
the senses; t|'7en his love for 1'11-3 own survival. Sources differ on the next two losses. The final loss was the loss of all love others
had for the reader. Crctzabus committed suicide after slaqmg a Horror whose power was sa grcat that to this dag its name cannot
be written. Recountings of his unusual Icg)cnc] state that he took the book with him to the {:II'C that dcstrogcd him. But other
accounts ‘:u%ﬁ'-bf that the magicians of Parlainth had access to the book in t}‘:c clags E)c{:ore the Scourge. If these accounts are




Forgotten Cltg The Shovel o1': Frustration, the Ever-lgmtsng Congrcvc the Six Straws of 4&

true, the book may still lie in the West Catacombs, the area of the ruins where the magjcians disédvered countless secrets of awful
rmport i

The Horse of Battle was a magcal ﬁgurme said to be the work of cﬂ:l’acr Elianar Messias or Kearos Navarim, great savants
from the dags of Thera’s Founclmg. When touched to carth, the r-|c>r5«=:-(nc Battle became a maglc.al mount for its user. As the user
attached more threads to the Horse, its sPeed, str_cngth and power grew. In 467 TH, the provinc.ial governor Kern Fallo is sai_d to
have c&capcd_- a scorcher ambush with on[y thc aid of his Horse of Battle, which aPParentig dccapitatcci the three most vicious
scorchers with a qingle kick of its ﬂashing hooves. No one knows whether the Horse remained in Parlainth until its clisappcarancc or
was lost (and Poss:blg recovered by Throal) in the cave-in that slew Ersh Wcarg

Dcscrsptlons of the Lifter of the Slam vary. Some accounts describe the item as a ron- spun of golc] and silver. Others tell of
tinder box with a wmg eye where: thc Fint 5houfc| bc ora !amP of green clay in the shapc of a dra{-:;on The Lifter of the Slain is
mentioned in an account of a geat battle in 499 TH, in which agcnts of the THcran | magjcians of F’ar!amth dc:stroyec{ a monastery
dcvotccl to Raggolc The victors c]a[mccl the Lifter among the 5P0|[5 The 1tem 15 qalci to havc bcstowcc! Powcr aver [ch and death,
ed |1ng1 Pncc—For each slain Name—glver returnccl to full Hc arlothcr known to tl‘lc L;lt{érs user woulc{ die. Thc closer thc resur-
rected was to thc user, the: closer the victim wou]d be. Accordmg to legcnd the head of thc monastcrbt once revived a Passung
acquaintance a Pedd]er wrtl’x thc La&cr Soon aFterward a new initiate of the orclcr, arrived that cla\g, died. On another occasion,
the head of the order revived her slain husbancf and soon her young daughtcr withered in the cradle.

The & ScrHcrs of Four Directions were discolored metal crosses with crqstals affixed to each end. Each cru Jsta[ could describe

_:__,surmundmg terrain, detect the dPProach of enemies, the presence c of SuPernatural creatures, the presence of maz}cal treasure
& ancl locate any of ihc user’s beloved in the compass direction marked EH the cr&jsta] Tl*le user could attach threads to on|5 a smglc

: crystal at a time. S0 a 5|ng|e user could know on19 of thlngs in one abso|utc cl:rcctxon However, other users could cxtend threads

to unused crgsta]s 50 i'lwat w]‘:crl Four mdlwcluals were tied to a scrgcr, it work;:c] at sts Fu“ caPath The Thcrans manu{-’actur“ed

" _;3T11cran center oF mag,lca| reqcarc!’r In.our |anc§ ancl 50 ls H’re likeliest candldate T['nc kcg kﬂOW{CCISCS of 5 scrgcrs were answers to

Phnlosophcal qucstlons rclatmg to Unlfg and coopcratuon between E)arsa;vaans and thcnr Theran rnastcrs

The Loc[gc of Miracles was a Ptle of carved wooden 5txck5 stored in an svor'q case. When thrown onto the grouncl bg a user
who had attacf'xed a threac[ to thcm thc st:cks formed themse[ves into a small but sturdg wooden shc!tcr accorclmg to ]cgcnd
.Seve:ral Popular songs attribute various powers to the Lodgc as well. Thcsc: songs cfarm thc Lodge enabled its user to foretell the
future or to mstantly transport himself 55 stcppmgmto the Lodgc at one Placc and out of it into another Other stories attribute
the I_oclgc wlth the power to 5<:ncratc great warmtiw agamst cold and coalnass agalnst grcat l'xcat to sour thc mt”r. of cows who
passed into it, to transfigure the milk of cows who Passed into it inte wine, to turn Paupcrs into rulers and vice versa, to withstand

; great assaults to rnakc women b')rr’en and men m‘Fertl]c

The cicventh ccntury troll wandcrcr SI'IOﬁZ l‘iorns whose iegendary cicverncss Fcaturcs Prommcntlg in most of these songs, :

- was the last to own the Loclgc Icgends c!alm Many documents rc?ccrnng to Short Horns have odd blanks in them, which leads me

to conc]udc that these spac:es once contained rc{:crcnccs to Parlamth and were erased bg the spcus of Forgcthng that BCLOH'IPB"- :
nied the crtg’s &rsappearancc Most lii«:cly Short Horns and the Loc[gc were in the utﬂ when rt vanls}':ccl

This list dcscnbes onlg a few of the mang trcasurcs rumored to hc among, the runns o‘F the

Scducbon, tl‘lc Hca[tng buttcrspider, the I‘:xprcssron o{: Logastg Domas Doma’s Font o{: _
Controvcrsy the F’roFounc] Palm branch, and many other items are said to remain in
F’ar!alnth as we“

No othcr area oxc thc known world is bclncvcc[ to contain as many magrcai treasures as
the Forgotten. Crtg of F’arlalnth and no one who recicons himself a great ac{vcnturcr sl‘louicl
pass up tbe Promlse of its shattered limestone ruins.




-~ also oﬁccrccl me an opportunﬂy to sell Porhons oF ij journa{ For cash and desPif:e her (Portlon

A VISIT TO baven

The F_o”owrhg account is from the soon- to-f)é;Pubﬂs}:ed memoirs of Bng]'man the Traveler.

—Vardeghul |

No | Jjourney throug}w the area wouH have been comp[efe without a sf:op at Haven, the frontier town reclaimed from the
ruins oF that fabled CItH, F rlamtf'n. I found Haven a rough and tumble Placc wlncrg:_ crudit Y of !angu_agc is common and drunk-
enness is considered not a vice but a virtue. In other worc[s, Haven was a-we[coming p!acc for a'vagabond such as mgse”:,
accustomed as | had become to the Pinch-f-acccf hostilitg of the vi!lagc_s.of tht;ghinterian&. I acquain’cecl m!.jschc with the locals
by buging several rounds of drinks and soon earned the undging Fricnc}sl'lip of the town’s most determined ale tasters.

The headman of the town is the troll Torg,al( whose 5ru1q: charm became apparent to me atter | regainccf consciousness
the next morning on the floor of the town Jad It seemed to me he genulnely cares for the PCOPlc of his town and would do so
even if he did not pm{ﬂt conqtc{crablg From each and every one of them t[m’ough the cxtort:onary Pnccs thcg are Forcccl to
pay for merchandise at Torgalcs buPPhcs and Goods. :

Although | had not P[anncd to venture into the fabled ruins of the Forgotten utq-—l have developcd too great a i:ond-
ness for my neck For such adventures—I made i mqurrzcs about the OPPOK’f:UnItIf‘S there nevertheless; Qunckly 1 found mgseh': m

4 thc midst of a controverst 4 between two rwal service orgamzatlons the I_ogal Ordcr of Delvers and the Association of

Unaﬂ::hated Explorcrs These two groups cxpei mud‘: hot and n nozsomc brcath uPon new arrivals to the treasure- huntmg

game as cacl'a group 5 cager to enlist t|'|e newcomer in their own numbcrs But the beneﬁts of membcrshlp in either group
were soon lost to me in t!”te course of a scuffle between Partlsans OF each Mg cscaPc from this altercation left me with a

Parchcd throat | could quenc.h only at the Rcs’c|css Tro|1 Flne eqtablsshment of ratfwcr uncxpcctcd comFort m the |-1car-t of

: t'i'\e dangerous w:lds

Later | had the dlSPlCa5UFC of mecttng many hoodcd Fu:;urcs who—-dcsl:aitc thcjr Protcﬁtatlons of Barsaivian [meagc—
pol:.c in marked Theran accents To conFlrm their a!fcgrancc | cntcred into a Ecngthg condcmnat:on cnc First Governor’s Per—

: sonal hyglene }‘»al)lts Not to mtj surPrlsa their vicious Phgalc.al read:lon to my harmfcss Japc% rcvcalcc[ them as Theran 5P1c5
Tilo m9 surpnc.e | discovered that Torg,a‘c does not cons;der allcgancc to Thcra cnmmai in and oF itself. And to my greater

astomshmcnt he consjdcrcd ti’re ccmardlg blows thcg had |nﬂ|ctccl uPon me busmess as usuai and dismissed my Pleaq {:or

If:gal rcmcdg ag_:;a:nst them : :
Sooen aFtcr my encounter with the T}wcrans a coterie of stuFFed 5}1|rt ciwarFs, obwous!g in the Poclcct of Throa|

?'approached me. I rcactcd as ang Prouc[ barsaiwan wou|d i reJcc:tcd their ogcrs of {:rlcnclshlp and scorned Varulus’ attcmPt

to extend his Power over all of us., Another mclcc seemed inevitable w}‘len Sl 5 2 party of Bload Warders dustg from
the traul, gu:etcd the barroom. Nonc oF us coulcl cl:sgyrsc our stares att!ncqe patl'\etlc gct haughtg blackguards whosc ﬁesh
bled from the counf[ess tlng t;*'torns that Plcl’&,ed it. ;

__oF rival groups dﬁ:cm[:)tmg to cheat each otl'icr out of the ancient bount:. o{: thc r'ums %3 l're tslcrang

dclctcdw’\f) PY‘D

I remained in Haven a few more ciags but amctcr becomlng involved in a matter concernmg ;
the owncrsl-np of a certain censer of a”cgccl mag:cal Propcrtnce-—a tale | care notto =
recount at this time—1 found it prudent to bid Haven farewell. Ferhaps some day | shall

return, when | have clcvclolz:c_cl the wisdom needed to kecp my eyes more open and my

]
¥
L

mouth more Firmlﬂ shut. And on that day I shall, 1 Promisc you, cnioy more of the Restless

Troll’s fine and woody ale.
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GHOULS

STONEMEN

JEHUTHRA




GHOULS
DEX:$ STR: 4 TOU: é
PER:3 WIL:3 CHA: 3

Initiative: 5 Physical Defense: 7

#of Attacks: 1 Spell Defense: 5

Attack: 7 Social Defense: 7
Damage: § Armor: 4

# of Spells: 1 Mystic Azmor: 0

Spelicasting: 8 Knockdown: 5

Effect: Poison Recovery Tests: 1(7)

Death Rating: 36
Wound Threshold: 10
Unconsciousness Rating: Immune

Combat Movement: 50
Full Movement: 100

Legend Points: 90
Equipment: None
Look: 3D6 Silver pieces

STONEMEN
DEX: 6 STR: 10 TOU:12

PER: 4/10 WIL: 4/10 CHA:4/10
Initiative: 6 Physical Defense: 12
# of Attacks: 2 Spell Defense: 6113
Attack: 11 Social Defense: 613
Damiage: 22 Amor: 13
# of Spells: NA Mystic Armor: /5
Spellcasting: NA Knockdown: 18
Effect: NA Recovery Tests: 0

Death Rating: 55
Wound Threshold: 13
Unconsci Rating: |

Combal Movement: 25
Full Movement: 50

Legend Points: 500/600
Equipment: None
Loot: (See P. 69)

JEHUTHRA
DEX:5 STR: 5 TOQ: 7

PER:8 WIL: 9 -CHA: §

Initiative: 5 Physical Defense:

#of Attacks: 2 Spell Defense: 13

Attack: 13 Social Defense: 9
Damage: 11 Armor: 8

# of Spells: (1) Mystic Armor: 4

Spelicasting: 11 Knockdown: 5
Effect: See Text Recovery Tests: 3

(EP p.305)

Death Rating: 55

Wound Threshold: 13

Unconsciousness Rating: 50

Combat Movement: 30
Full Movement: 60

Legend Points: 250

Equipment: None

Loot: Thorax 1D12 X10 sllver pieces. Counts
as Treasure worth Legend Points.

EARTHDAWN is a Trademark of FASA Corporation
Copyright© 1994 FASA Corporation

EARTHDAWN is a Trademark of FASA Corporation
Copyright™ 1994 FASA Corporation

EARTHDAWN is a Trademark of FASA Corporation
Copyright® 1994 FASA Corporation




BUUALGATHOR

GHARMEK
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CADAVER MEN




CADAVER MEN
DEX: 4 STR: 6 TOUW:/
PER: % WIL: é CHA: 4

Initiative: 4 Physical Defense: 5

# of Attacks: 1 (4) Spell Defense: &

Attack: 7 Sodial Defense: 11
Damage: 9 Axmor: 0

#of Spells: NA Mystic Armor: 0

Spellcasting: NA Knockdown: 7

Effect: NA Recovery Tes

Death Rating: 36
Wound Threshold: 9
Unconsciousness Rating: Immune

Combat Movement: 25
Full Movement: 50

Legend Points: 110
Equipment: None
Loot: None

EARTHDAWN is a Trademark of FASA Corporation
Copyright©™ 1994 FASA Corporation

GHARMHEK
DEX:4 STR:4 TOU:3%0

PER: 20 WIL: 20. CHA: 4
Initiative: 4 Physical Defense: 4
#of Attacks: 1 Spell Defense: 10
Attack: 9 Social Defense: 4
Damage: 11 Armor: 10 (head)/0 (body)
Mystic Armor: 10
# of Spells: 1 Knockdown: (See below)
Spellcasting: Recovery Tests: 5
(See p. 76)
Effect: (See p. 76) Recovery Tests: 5
Death Rating: 58
Wound Threshold: 17
Unconsciousness Rating: 51
Combat Movement: §
Full Movement: 16

Karma FPoints: 15 Karma Step: 12

Powers: Animate Dead 15%, Damage Shift 10,

Horror Mark 10, Terrar 10,

Legend Paints: 400

Equipment: None Loot: None
EARTHDAWN is a Trach k of FASA C.
Copyright 1994 FASA Corporation

BUUALGATHOR
DEX: 24 STR:16 TOU: 16

PER: 24 WIL: 23 CHA:19

Initiative: 22 Thysical Defense: 20

# of Attacks: 7 Spell Defense: 21

Attack: 22 Social Defense: 21
Damage: 28 Armor: 30

# of Spells: 2 Mystic Armor: 32

Spellcasting: 23 Knockdown: 18
Effect: (See p.73)  Recovery Tests: 10

Death Rating: 230

Wound Threshold: 25

Unconsciousness Rating: 190

Combat Movement: 100

Full Movement: 200

Karma Points: 35 Karma Step: 18
Legend Points: 150,000

Equipment: None Loot None

Powers: Damage Shift 15, Detect Horror 15,
Mark Trace 19 (see p. 74), Silent Walk 15,
Spells (Circle 8 Nethermancer), Terror 10.

EARTHDAWN is a Tr of FASA Corporati

Copyright® 1994 FASA Corporation
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DECEIVERS




STRAWMEN
DEX:5 STR:5 TOU:5
PER: 2/6 WIL:2/6 CHA:2/é

Initiative: 6 Physical Defense: 6

# of Attacks: 1 Spell Defense: 3/7

Attack: 7 Social Defense: 3/7
Damage: 8 Armor: 0

# of Spells: NA Mystic Armor: (/2

Spellcasting: NA Knockdawn: 5
Effect: NA Recovery Tests: 0

Death Rating: 23
Wound Threshold: 5
Unconsciousness Rating: Tmmune

Combat Movement: 18
Full Movement: 35

Legend Points: 35/45
Equipment: Knife (+1 Strength step)
Loak: None

EARTHDAWN is a Trad: rk of FASA C

Copyright® 1994 FASA Corporation

EARTHDAWN is a Trademark of FASA Corporation

Copyright~ 1994 FASA Corporation

DECEIVERS
DEX: 13 STR: é TOU: 8

PER: 14 WIL: 1l CHA: 15

Initiative: 15 Physical Defense: 7

# of Attacks: (2) Spell Defense: 8

Attack: 10 Social Defense: 9
Damage: 12 Armor: 0

# of Spells: 6 Mystic Armor: 10

Spellcasting: 22 Knockdown: 3
Effect: (Seep. 75) - Recovery Tests: 4

Death Rating: 28

Wound Threshold: 7

Unconsci Rating: I

Combat Movement: 50

Full Movement: 100

Karma Points: 20 Karma Step: §

Powers: Animate Dead 12, Corrupt Karma 12,

Cursed Luck 12, Damage Shift 12, Empathy

Net 20, False Form 20, Thought Mirror 20 (see

p. 75), Spells (Circle 1 Wizard).

Legend Points: 1,000

Equipment: None

Loot: None

EARTHDAWN is a Trademark of FASA Corporation

Copyright> 1994 FASA Corporation
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WAXMEN |+ SCURRIERS STEELMEN




STEELMEN
DEX: 8 S5TR: 20 . TOU: 18

PER: 4/14 WiL: #/14 CHA:4/14

Initiative: 6 Physical Defense: 11

#.0f Attacks: 2 Spell Defense: 6/19

Attack: 13 Social Defense: 6/19
Damage: 25 Armor: 16

# of Spells: NA Mystic Armor: (/9

Spellcasting: NA Knockdown: 20
Effect: NA Recovery Tests: 0

Death Rating: 70
Wound Threshold: 15
Unconscionsness Rating: Tmmune

Combat Movement: 25
Full Movement: 50

Legend Points: 650/750
Equipment: None
Loot: (See p. 69)

SCURRIERS

DEX:9 STR: 5
PER: 9 WIL: 9

Initiative: 10

#of Attacks: 1

Attack: 9
Damage: 11

# of Spells: 1

Spellcasting: NA
Effect: NA

Death Rating: 47
Wound Threshold: 13

TOU: Il
CHA: 4

Physical Defense: 7
Spell Defense: 8
Social Defense: 8
Amor: b

Mystic Armor: 10
Knockdawn: 8
Recovery Tests: 4

Unconsciousness Rating: 30

Combat Movement: 30
Full Movement: 60
Karma Points; 15
Powers:

Karma Step: 12

Cursed Luck 13, Repair 25 (see p. 77)

Legend Points: 350
Equipment: None

Loot: None

WAXMEN
DEX: é STR: 6 TOU: é

PER: 4/7 WIL:%/7 “CHA: 4/7

Initiative: 6 Physical Defense: 6

# of Attacks: 1 Spell Defense: 6/9

Attack: 8 Social Defense: 6/9
Damage: 9 Armor: 0

# of Spells: NA Mystic Armor: 0/3

Spellcasting: NA Knockdown: 6
Effect: NA Recovery Tests: 0

Death Rating: 26
Wound Threshold: 6
Unconsci Rating: I

Combat Movement: 18
Full Movement: 35

Legend Points: 55/65

Equipment: Dwarf Sword (+3 Strength
steps)

Loak: None

EARTHDAWN is a Yrademark of FASA Corporation
Copyright: 1994 FASA Corporation
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EARTHDAWN is a Trademark of FASA Corporation
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ASTRAL SEXTANT

BLOOD BEES

| HORSE OF BATTLE




BLOOD BEES
DEX:7 STR:2 TOUW: 3

PER:5 WIL: 4 CHA:2
Initiative: 7 "Physical Defense: 9
# of Attacks: 1 Spell Defense: 6
Attack: 9 Social Defense: 6
Damage: 8 Armor; 2
(+ Step Sfround)  Miystic Armor: 0
¥ of Spells: NA Knockdown: 2
Spellcasting: NA Recovery Tests: 2
Effect: NA

Death Rating: 31
Wound Threshold: 8
Unconsciousness Rating: 22

Combat Movement: 45
Full Movement: 90

Legend Points: 75
Equipment: None
Loot: None

EARTHDAWN is a Trademark of FASA Corp EARTHDAWN Is a Trademark of FASA Corporation EARTHDAWN is & s el o
Copyright> 1994 FASA Corporation Copyright 1394 FASA Corporation Copyright® 1994 FASA Corporation




5 T~
s . f D 2 3 ‘ g 'ﬂ‘. d A .

THC FPRGTTLN CITY

The ruins of Parlainth beckon the bold explorer, promising profit and N |
peril. For centuries, this fabled Theran city lay hidden in astral space, all N
knowledge of it erased by a powerful spell until a thief and his apprentice .

found the lost magic that would bring Parlainth home. Now this ancient ‘}gﬁ
seat of Theran power has returned to the land of Barsaive, its people slain
and its buildings and streets ravaged by Horrors. Vast sections of it Lo
“' remain unexplored, concealing glittering treasures and objects of
unknown power behind crumbling walls and in dank catacombs. Only the
boldest adventurers dare explore mysterious Parlainth, risking its dan- ﬂ
gers in search of wealth. Only those with the courage to challenge the »
fearsome Horrors lurking ifi its ruins can claim the name of hero. '

Parlainth: The Forgotten City contains: :
* A 144-page volume that provides a wealth of detail about the Forgotten :
City and the explorers’ outpost of Haven, options for exploring the ruins,
and a guide to creating and running adventures in Parlainth.
* Fragments of first-hand information about the mysterious ruins, in the
form of documents written or discovered by previous explorers. j
* 18 full-color treasure and creature cards.
4 A full-color, fold-out map of the ruins of the Forgiotten'(:ity._ ) y o
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